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INTRODUCTION

"But, gentlereader, youmustconsider that, sinceAdamwent out of Par adise,
therewasnever anythatwasabl eperfectlytodescribetheuniversal conditionsof
all sortsof beasts.”

-EdwardTopsell, A History of theFour-Footed Beasts, 1607

A bestiary isan encyclopediacf beasts. Theearliest onesincluded not only red
animds; but mythical ones as well. They dsoincluded alot of nonsense about the
behavior of red animas - such as antdopes cutting down trees with their saw-
shaped horns, snakes only biting tourists (wetdl that onein New Hampshire, too)
and remora bringing ships to a dead stop. GURPS Bestiary is no exception; it
contains not only redl animals, but dso mythical creatures and alot of nonsense

| have trandated an incredible amount of ancient lore, bidlogicd fact and
speculaion into gaming terms. | have tried to remain as trueto the origind source
materia as possble, though this was not aways essy. Often the origina sources
conflicted with each other.

GURPS tries hard to be aunified sysem, evenin areas not subject to redlity
checking - such as magic. So | had to bend some legends - Eke the gumberoo,
which hurls arows back a its attackers - to fit the game. The gumberoo ill
repels missiles, but the mechanism has been defined in GURPSterms - which do
not totally agree with al legends.

The GM may disagree with my treatment of certain animas. If 0, he may
change them freely, using what I've written as rumor - rumors abound in-all ages
The GM can decide for himsalf exactly what the creatures do.

During my extensive research for this book, | came to know and love my
subjects alittle better (except for certain members of the order Diptera). Eventu-
aly, it occurred to the that | was writing abook about animals which, among other
things, attack people. Thetruthisthat few animals are any threat a dl to humans.
In fact, the opposite is far more true - we are pushing over 100 spediesaday into
extinction, a figure that experts fed can rise as high as 100 species a day by the
year 2000.

For this reason, | dedicate this book to dl animalsin dl universes... long may
wethrive! | dso commit 10% of any money | make from this book to the World
Wildlife Fund (1250 24th &., Washington, DC 20037), which is devoted to saving
as many spedies asposshle. It will be asad day when there are no more tigers or
leopards, yet that day is rapidly approaching unless we act now to prevent it

-Seffan  O'Qullivan

Preface to the Second Edition
Since the origind publication of this book, many things have changed. The
entire GURPS system went into a third edition and many of the creatures thet
origindly appeared here showed up in anew book, the Fantasy Bestiary. Despite
this, Bestiary remains a its core pretty much the same book. As Steffan says
above, it is a collection of beests, both redl and imaginary, with a lat of good
factual information, and some nonsense
This edition is updeted and improved in other ways, too. New art and organi-
zdion add a fresh look, and a new 40-page section on werewolves and other
were-cregtures is along-awaited supplement We hope that old readers will find
it arefreshing renewal, and that new readers will explore this book with the same
zed that met thefirgt edition.
-Jeff Koke

About GURPS

eve Jackson Games is committed to
fuII support of the GURPSsystem. Our ad-
dressis SJ Games, Box 18%7, Austin, TX
78760. Plese include a sdf-addressed,
samped envelope (SASE) any time you
writeus! Rmrosnwa/ald)lemdLUE

Pyramid This bimonthly inein-
dudesnew rdesand atticlesfor GURPS as
well asinformation on our other lines: Car
Wars, Toon, OgreMiniaturesandmore It
a0 covers top releases from other

ies - Traveller, Call of Cthulhu,
By un,etc.

New supplementsand acventures. Werre
awaysworking on new materid, and welll
behappy to let you know what'savaileble
Acurrent catdogisavailablefor an SASE

Errata. Everyone makes mistakes, in-
cluding us - but we do our best to fix our
arors. Up-to-date errata sheets for dl
GURPS relesses, induding this book, are
dwaysavalablefromS Games, besureto
include an SASE with yol %ﬁr request

Q&A. We do our begt to answer any
gamequestion accompaniedby an SASE

Gamer input. We vaueyour comments.
We will consider them, not only tor new
products, butasowhenweupdatethishook
in Iaerglntlngs!

Forthosewhohavehomecom
as SJ Games operates a multi-line S
with discusson areas for severd games, in-
cludingGURPS Muchof theplaytestfeed-
back for new productscomesfromtheBBS.
Its 24hou£r%83 ad13512447-4449 a
baud. Giveusacdl! We
alsohavedsmam aresson CompuServe,
GEnig, and AmericaOnline.

Page References

ules and gatistics in this book are spe-
cificaly for the GURPSBasic Set, Third
Edition. Any page reference mat begins
with aB refers to the GURPSBasic Set -
eg, p. B102 means p. 102 of the GURPS
Basic Set, Third Edition. An M refers to
GURPS Maglc an F refers to GURPS
Fantasy, and an FB indicates GURPS
Fantasy Bedtiary.

I ntroduction



ANIMAL STATISTICS

About This Book

ngjllkpfthisbook gngm crcdela
ture descriptions, organize icaly.
Certain cre%ur«s argalrilaed spaady. D)I/-
nosaurs, Domestic Animalsand Loathsome
Cramerscandl befoundintheir own sp-
ade chapters

Thishook dso contains ruies and (_ﬁide
linesfor theinteractionsof thePCswith an-
imals. Game Mastering Animals; Hunting
and Trapping; Animal Companions; and
CreatingAnimals, ) .

Starting onp. 81 isasection ondesigning
and playing Were-Creaturesof dl types
GMsand playersdike can usethissectionto
crede weres from dassc werewolves to
exotic werewasps. At the end of theweres
section is a collection of sample weres that
canheused asthey are

Findlly, a the back of the book are an
Alphabetical Chart, Habitat Table and
Index. The Alphabeticdl Chart ligs all the
cregtures in the book (except the sample
weres) indphabetica order, withther satis-
tics. The Habitet Chart ligts eech animal by
hebitat, with page numbers so they can be
eagly located.

About the Author

Steffan Oliven livesin centra New
Hampshire, wherebeworksinalibrary and
occagondly performs as a down, Sory-
teller and Commedia dell'Arte performer.
Since the firgt edition of GURPS Betiexy,
he has written three other GURPS books
Swashbucklers, Fantasy Bestiary, and
GURPS Bunnies & Burrows, a licensed
trandation of an earlier, dassc roleplaying
game with rabbits as PCs MB was hisin-
froduction to roleplaying, but he has been
adventure gaming since 1961 when he dis
covered a certain Baltimore-hased company
heisill fond of.

His hobbies are games, of course, a
well a&s hikin?, snow-shoeing, basebdl his-
tory, reading fantasy, SF, and higoricdl fic-
tion and he's addicted to long, hot baths. He
donatesaportion of hisroydtiesto Organi-
zations devoted to saving the environment,
including, but not limitedto, Rainforest Ac-
tion Network (300 Broadway, #28, San
Francisoo, CA 133) and The Environ-
mental Amendment Project (4353 East
119hWay, Thornton, CO )

Animal Satistics

ST, DX, 1Q, HT. HT will often have two numbers separated by adash (eg,
1535). The fird number is the "hedlth" you roll agains, the second number is
"hit points” ST and "hit points' are usudly given as a range. DX, 1Q, and
"heelth”  are given as sngle numbers; they may vary by apaint or s in either
directionfor any spedes Ifthelistingindicates an attribute as <, thismeansthat
that attributeis negligible and does not affect game mechanics

Move/Dodge. Somecregiureswill havemorethan oneMove- flying andon
the ground, for example. The liged Move in this case is for the most common
Stuation, eg, flying for birds. Move for other stuations is given in the text.
Dodge (an animd's only active defense) is %2 DX or %2 Move, whichever ishetter,
up to amaximum of 10,

PD/DR. PD and DR, if any, from the creature's hide or armor. Usually won't
vary muchwithin aparticular spedies

Damage. Listed damage is that for the creatureé's most common form of
atack; damage for other forms of attack is given in the text description. Listed
damageisfor an average member of the spedies; stronger animals may do mare.
Abbreviations: imp =impaling, cut = cutting, cr=crushing.

Reach. Mogt cresturesattack by "dose combat” - agrapple or dam, followed
by an attempt to crush the foe or ripitto pieces C=closecombat; 12, etc.=reach
inhexes, R = ranged atteck, see description for detalls

Sze The animd's Sze in hexes Smal cretures take up less than a hex;
severd canfit in one hex. Largeanimals occupy 2 or more hexes; seep. B14L

Weight (or W.). Thecregturésweight, usuidlly arange, in poundsor tons.

Origin. Theoriginof thecreature:

Ice=lce Age, known to early man.

ML = Mythical and Legendary - from dasscd mythology, primitive
beliefs, lumberjack tall-taes, medieva bedtiaries

Pre=Prehigtoric

R =Red, extant

SF = Speculative Fiction - fantasy, sdence fiction and horror,

?2=Thereis ome evidence for the existence of these creatures, but no
conclusive proof has been esablished.

Habitat. Where the creatureiscommonly found; theprimary hebitat isligted
first Habitets are aboreviated asfollows:

A=Arctic

D = Desat- any dry areg, including scrub woodlands

F = Forest- any temperate foret

FW=Fresh-Water Aquatic

J=Jungle- any tropical forest

M =Mountain

P = Plains - any grasdands, including prairie (largely flat land),
senpes (rolling hills) and savannas (dotted with trees)

S=Swamp

Sub=Subterranean

SW=Sdt-Water Aquatic

An agerisk (*) meansthat the ability or attack is specid in someway - seethe
text for detalls

A " means that the heading does not apply.

. M Sgn means that there are exoeptions to the number given - seethe text
ordetals

-A4-



CREATURES
OF THE WILD

Thefollowing pages ligt, in dphebetical order, crea-
tures of thewild from f act and fantasy. For the GM's
convenience, dinosaurs, domestic animals and loathsome
crawmlers are given chapters of their own.

-5 Creatures ofthe Wild



ST:6-8 MovelDodge 107 Sze; 1

DX: 14 PD/DR: 0/0 Weight: 50-701bs:
1Q:5 Damage 1d-4 c# Orign: ML (USA)
HT: 1479 Reach: R,C Habitat: F

Theagropelter resemblesababoon with very long ams Itis
a Ylitary cregture, living in the upper end of a hollow tree
Smdl birdsmakeup thebulk of itsdiet. It sayswell-hidden and
israrely seen by humans (-4 to Vison ralls).

Agropdtersresent humanintrusioninto their woodsand have
an unpleasant way of showing it - they pelt any intruders with
dead branches. Ezch one dores a supply of branches inside its
lair forjust this purpose. If any humans pass negr its tree, the
agropelter will emerge and hurl a branch & the nearet one. It
will then duck back into its tres, and will not come out again
ﬂ? atacked or given anather opportunity & an unobserved

If the branch hits (treet as a thrown wegpon: SS 11, Acc 1,
YD ST, Max ST x 15), it does 1d4 crushing damage. Roll a
-4 on the Parts of the Bodly teble (p. B208) to determine hit
location. |f comered a dose range, the agropditer can hite for
1d-3 cuttingdamage.

Alligator
ST: 1824
DX:12

MoreDodge  7/6# Sze 46
PD/DR: 34 Weight: 700-1,500 lbs
Q:3 Damage: 1d+1cut  Orign: R
HT: 122026  Reach: C# Habitats FW, S

Alligators are large reptiles native to the southeasten U.S,
and to the Yangtze River basin of China. They average 1214
feet in length, sometimes reeching as long as 18 feet, and are
ouite duggish, spending mogt of their time basking on river
banks. Unlike crocodiles; alligators are shy of humans - they
will fleeon sght. If comered, though, they arevicious fighters.

Adultsfeed mainly on fish, but also catch smell animals that
come down to the water to drink. Large aligators may some-
timespull deer or cows into the water. L

Thedligator attacks by grabbing and holding with its testh.
Itthenattemptsto drowntsvictim by pulling it under thewater.

Creatures ofthe Wild

To pry an dligator'sjaws open, the victim must win a regular
Contegt of ST.

of ST versus only one-fourth the dligator's ST - the musdes
thet open the jaws are much wesker than the ones that dose
them!

If forced to fight on land, dligators attack by biting and by
whipping with (heir talls. They can use both attacks each tum.
Thetail-whip has reech 1, for 1d damege; otherwisg, it is iden-
tical to that of the brontosaurus (see p. 41). It is specifically
intended to knock opponents to the ground, where thejaws can
more egsly reach them. )

On land, the aligator normally hes Move 2, but can spruit
short distances & Move 4. Inthe water, itsMoveis 7. It has PD
3,DR4 everywhere except its somach, whichhasPD 1, DR2.

Ant, Giant

ST:6-12 MoveDodge 6/6  Sze 2

DX:12 PD/DR: 212 Weight: 25-50lbs
1Q:2 Damage 1d-2 cr# Orign: SF

HT: 1015 Reach: C Habitats P,F,J

Giant ants live in large underground nedts containing hun-
aredsor thousandsof individuals. They aretheultimate commu-
nistﬁ, - everything is done for the nest; the individud means
nothing.

Mogt ants are divided into soldier and worker castes For
every soldier in the colony, there will be 2050 workers. Sal-
dierswill beat thehigh end of the given stats, workers at the low
end. With most spenies, the workers dont attack t all - they
just mill around and get in the way. Insome gecies; theworkers
will defend the nedt. In ap/oognedeslworkers will "attack”
someone if they see him as food. Soldiers will ignore people,
even though they look tasty, unless thenest isinvaded.

Asfew peoplewould befoolishenoughto ventureinto agiant
ant nest, the ants aremuch more likely to be encountered while
foraging. Foraging parties will be made up of approximately 2d

ants.

Whileforaging, theantsleave chemicd trallsbehind them. If
anantfindsfood ?humansqudify) and returnsto thenest, many
antswill follow the trail back to the food source. Ants can carry
many times their own weight. A single worker ant & 25 Ibs
could drag ahuman body back to the nest.

-6-



Since ants have no use for vauables, the armor and poses-
gons of their victims will be scattered around the hill, or (in
me gpadied) dacked in "burid chambers' dong with deed
antsand other trash.

Giant ants attack with their mandibles; doing 1d-2 crushing
damage Many gpedies dn seorete formic acid, doing an extra
two points of damage after DR is subtracted. A few gedescan
quirtformicacid, doing 1d of damage; SS10, Acc 0, %D ST,
Max STxI.5.

Giant fire ants have a venomous hite; treat thisasa Type C
venom doing 1d of damage in addition to the damage from the
bite itsdf (se VoM pp. 50-51). In this edes even the
workers are ggressve and have venom. Giant army ants are
redlly bad news - tg ae dl food-gatherers with a oldier's
bite, and they dll attack.

Antelope
ST: 1520 MoveDodge: 189 Sze 2
DX:15 PD/DR:0/0 Weight: 250-350 Ibs
1Q: 4 Damage 1d+1 imp# Origin: R
HT: 1417 Reach: C Habitats P, J, D,
M,F,S
Antdopesareungulates (hoofed animals) vaguely resembling

deer, cattle and mountain gods The category is a loose one,
including widdly differing spedies such as bushbucks,
dik-diks, duikers, gazelles, gnus, impaas, kudus, stbles
qoringboks, etc. Mogt gpedes are African, dthough some are
native to Aga

In mogt gpedies of antelope, both males and femaes have
horns. These homns vary from gpedes to gpedes - some are
long, some short, some straight, some curved, some twigted.

Antdopes do vary gredly in 5ze. The Sdidics given are
foramiddeszed antdlope. For avery large antelope, seeEland
(p. 14); the smalest antelopes are ranbit-gzed!

Antdopes are diurnd grazing animals. Mogt pedes live in
large herds of 100 or more animals; others are found in groups
of 610 20. They are quite edible, though the mest is drier and
coarser than that of deer.

They aretimid; aherd will fleeif gpproached, with themdes
lagging behind, staying between the predator and the ret of the

herd. If cornered, an antelope will turn and face its attacker,

griking with horns and hooves

Antelopesdo either impaling or crushi dependi
onthe tyop%?)f horns. Hogvdesn%o Il crnughmnage eithreg
kicking or trampling.
Aurochs
ST: 4860 MoveDodge 84 Sze 3
DX:9 PD/DR:1/1 Wt: 1,000-2500 Ibs
1Q 4 Damage: 1c+2 imp# Origin: Ice
HT: 1316  Reaxch:C Habitats: P, F

The aurochs wes the ancestor of modem dometic cattle.
Well-known by primitive humans, it wes hunted and domesti-
cated extengvely. By medieva times, it had become rare, and
has been extinct Snce the 17th century.

Treat aurochslikeany aher herd herbivore- they will fleeif
threetened. Mdesprotect the herd, and will attack likebull cattle
(p. 45) - by dwar%ng and trampling. Their homs do 1d+2
impding damege; their trampledoes 1d+1 crushing damage.

Baboon

ST 911 MoveDodge: 12/7  Sze 1

DX:14 PD/DR:.0/0 Weight: 50-90 los
1Q: 6 Damage 1d-2cut ~ Origin: R

HT: 16810 Reach:C Habitats P, J, F

Bahoonsare the largest and smartest of the monkeys; though
neither as smart nor s ar?easepes They arediurmnd and range
throughout Africa. Onal fours, they messureabout ayardlong;
stanaing, they can reach 4 feet in height.

Bahoons have awell-organized sood ructure; they live in
troops of 20 to 50 members. Each troop has a definiteterritory
overwhichitr Itsmembersnever wander far fromtherest
of thetroop. When traveling, thefemaes andyoung stay inthe
center of the troop, where they are protected from dl Sdes
When a rest, thetroop will pogt sentriesto warn of approaching
danger. If threatened, thetroopwill flee, with themaleshanging
back to protect the females and young from any pursuers.

Unlike mogt monkeys, baboons are omnivores, and have
been known to attack lonehumans. Leopards and lionsaretheir
greatest enemies. The troop will seek safety from them in trees
androcks, fromwhich they will berk their defiance. The males
are quite courageous and will sometimes turn on their enemies;
severd aremore than amatch for any predator.

They atack by grappling and biting in dose combat. Their
vicious canineteeth do 1d-2 cutting

If rased from infancy, baboons can make excdlent pets
Thereisarecord of ababoon serving in World War | ina South
Africantroop. Aswell asbeing thebest sentry in theoutfit, it
once saved its madter's life. It was awarded amedd, promoted
to corpordl, and later logt aleg to atillery fire.

Badger
ST:57  MoveD 6/6
DX: 13 PD/DR: 11

1Q:4 Damage: 1d-3cut
HT: 16810 Reach: C

Sze <1
Weight: 2045 lbs.
Origin: R(SF)
Habitat: F

Thebadger isalargemember of the weesd fami I?/, measur-
ing1Y2to 2Y2fet Ion%aét is stocky, with ashort tail and short
but powerful legs It has digtinctive markings - a white heed
withtwo broad black stripesrunning fromthetip of themuzzle

Creatures ofthe Wild



avrosstheeyesand earstotheback of theheed. It dso hasashort
temper andanestyhite o

American sae litary animals, activein the after-
noon and evening. Old World badgers, on the other hand, live
inlargemulti-generationd families, andareactiveonly a night.
Bgersareomnivores feeding oningacts, mice, frogs, acomns,
blackberries, ec. Th% prefer toavoid humans, but can fight
vicioudy if provoked. Their trong front dawsmakethemrapid
diggers, ableto tunnel out of Sght inless man aminute.

safantasy variation, scanbegiventheability tocast

amodified Strike Blind spell (p. M24) &t Skill 15 |t Soresup to
20 "fatigue’ points of manain its eyes; each casting uses 5 of
the stored "fatigue" point, and 1 point is recovered per hour.
Thesubject of thespal istemporarily blinded (see Blindness, p.
B27). The spell ladts for 10 ssoonds - its ole function is to
dlow the to escape from large predetors, including hu-
mans, The mustbeabletomtstar?etmd,mustoqm%
tratefor onesecond before cagting thespl. Itsskill roll isat-1
for eachyard of disanceto the target.

Barracuda, Great

ST 160 MoveDodge 127 Sze3

DX:15 PDIDR: ! Weight: 75100 lbs.
03 Damage ldat  Origin: R

9 om0 Racc Hebitat:SW

Gredt harracudes, among the mogt voracious of predatory
fish, arerespongble for many attacksblamed on sharks They
ae 810 feet long, fast, and can attack in surprisingly shallow
e o fes g Towejas and long topedo-

r sharp fangs, jutting lower jaws and long tor
shaped bodespmd(e%shem aﬁremasldv evil-looking. They aresol-

itary hunters, foundin tropical and subtropicd waters, and are
activeday andnight. .
Thebaracudahuntsby sght rether thansmell. Murky water

thusshouldbeavoided, asthekeen-sighted barracudamay over-
etimate someone's iz, think him more dangerous and attack.
Thebarracudaattacksswiftly, biti n%deen!y, griking onceand
not repesting its attack. Itshitecoes 1d cutting damege, andesn
egdly cripplealimb.

Creatures ofthe Wild

Bat

ST: 12 MoveD 26 Sz <1

DX: 13 PD/DR: 0/ Weight: <1 1b.

1Q:4 Damege 1d-5 cut Origin: R

HT:132 Reach: C Habitets Sub, F, J, S

Bats are the only true flying mammals, and are found the
world over, inhabiting cavesand deep wooos They arenociur-
nel and hunt dlone, though they oftenliveinlargecolonies The
body sizeisusually doseto amouse's, though some fruit-etin
Pft.asaethesize qyirres. Thewingspan rangesfrom 1 to

Most bets et insects, some edt frit, and one pedies - the
vampire bat - drinks blood. Thisbat mekesatiny, painlesscut
inadesping mammal or bird and licks up theblood that flows
out - anegligible amount for largeanimals. It will not attack an
activeanimal or person. .

It would take et |east three vampire bats to do even 1 HT

inagnglenight. Thereis moredanger from seco
infection than from blood loss; vampire bats can be carriers of
rabies, and they cen transmit melariaand other disessesfroman
infected animal to others. Other bats can dso carry rebies Ina
fantasy scenario, batsmight carry evenworse disesses

Mogt insect-esting bets have poor vison, relying on echolo-
cation (sonar) for quidanceand for locating prey. Infruit-eating
andvam‘)i rebets, thevisionis better than theecholocation. The
gpparently stumbling flight of the bat is actualy well-coord-
nated, andbatsareno threat to humans-unl esscarrying rabies,

o omeather dissese

Bear

Bear, Black

ST: 1417  MoveDodge 76 Size 24

DX:13 PDIDR: élz Weight: 200-500 bs

1Q:5 Damage 1d cr# Origin: R

I-%: 141418 Rech:C Hegitas F.M

Bear, Brown

ST: 1519 MoveDodge 7/6  Size 24

PX:%3 PDléDR: 11420# OVr\/'e.ghti? 200-700 Ibs.
A anage 1qin:

I-(lzl': 141620 Reech:C Habitats F, M,S




Bear, Grizzly

ST 2-8 MoveDooge: 86 Sizer 24

PQXS 13 P%DR: 1(211/22 l:nh&vc\)/e_.uc\;ht: réml(mlb&
: amage. 1d+ rigin:

HT: 141822 Reech: C,| Hd)?tas FM

Bear Kodiak

ST:27-33  MoveDodge 7/6 Sze 3#

DX:13 PDIDR: 12 Weight 800-15001bs

1Q:5 Damage 202 c# Origin: R

HT: 152024 Reech: C|| Habitats F,.M

Bear, Sun

ST, 215 MoveDodge 7/6  Size 2%

:Z)X:5 13 PDD/DR: 1d]j% - c\)/\(ei_ght:R 150-200 Ibs
: amage. 1d- rigin:

I-(ﬁ': 114  RexchC 1 Habitats FJ

Bears are omnivores which, with the exception of the polar
bear g) 27), actualy et more plants than animals. They are
found theworld over. Most bearswill get out of the way if they
hear someone coming, but if surprised can be quite dengerous.
Makeareaction rall (at-3 for grizzly, Kodiak and polar bears)
to determine whether the bear 1S hungry/aggressive orjust %s
out of the way. Mother bears are extremely protective of their
cubs, reecting & -8. ]

The black bear is found in wooded aress throughout North
America. It isdightly smaller than the brown bear, measuring
up to fivefeet inlength. It is friendly, and harmless to people
unlessprovoked, comered or injured. Itissolitary except during
themating seeson (dune). ]

Thebrown, grizzly and Kodiek bears are releted - and may
represent asnglespedies Of thethree, thebrownisthe smallest
andtheKodiak thelargest. Brownbearsarefoundin thenorth-
western portion of North Americaand throughout Europe and
Ada Thegrizzly and Kodiek bearsarelimited tothenorthwest-
enU.S and Canada .

The sun bear isthe smallest of the bears, meesunn% aout 4
feet inlength and standing 2 feet high a the shoulder. 1t getsits
namefromthe distinctiveyellow cresoent onits chest. It Isels
known asthehoney bear, duetoitsfondnessfor honey. It lives
inthetropical and sub-tropical forests of southern Agia, spend-
ing mog of itstimein the trees. ]

A bear walking on dl fours is a 2-hex animal (except the
Kodiak beer, which is 3 hexes). When standing onitsrear legs
tofight, it cocupiesonly onehex. ] ]

Bearsstrike with ther daws tor crushing damage, or bitefor
the same amount of cutting In addition, the grizzly,
Kodigk and polar bears can "bear-hug," grappling in dose
combat and then biting.

Bear-Dog, Giant

S: 455 MoveDodge 75 Sze 4

DX:11 PDIDR: 2. Weight: 1-1% tons
Q3  Damage 20+2imp Origin: Pre

HT: 134860 Reach:C, 1 Habitats J, F, P

Andrewsarchusis the scientific name of this animal of 50
million years ago. Although called a giant bear-dog, it wasre-
lated to neither bears nor dogs It stood aboit 6 feet a the
shoulder and was 11 feet long - itshead donewas morethana
yadlong. =~ . . o

Judging from its teeth, it was camivorous. From its size, it
couldnt have been very fast; however, the Eocene had many
dow-moving herbivoresfor it to prey upon.

-9

Littleis known of its hebits; assume that it will attack fear-
lesdy, with intent to devour. It bites a up to 1-hex reech for
2d+2 impdling damage.

Beaver

STi-2 Move/D 6/7 Sze<l

DX:12 PD/IDR:Y Weight: 15-20 Ibs
Q4 Damage 1d-2cr ~ Orign: R

HT: 1234 Reach:C Habitats FW, F

Beavers are large, gregarious rodents, living in small
dreams Tomakethewater sufficiently desptopreventitsfreez-
ing, they congtruct dams of mud, Sonesand treetrunks. These
dansar%gunecomple(awdfrequmtlypfwypr!s grength.In
pools mede by the dams, beavers build air-filled | that
openunder thewater. Thelodgesare covered with mud so that
when winter comes, the mud freezes, becoming hard as stone
andsaving asan ample deterrent to wolves and other predators.
Both thedamand thelodgesarebuilt intheearly autumn.

Beavers edt roots, bermies and bark. When theice bresksin
thespring, they leavetheir damsand roam about thewoodsnesr
their streams, |f attacked, beavers will fleg, hiding in anearby
dream, but if they arecomered, they can bitefor Id-2 damage.

Bison

ST:4870  MoveDodge 136 Size 34

%(:410 P%DR: 1&/2 " (\SrvgghtRl/ﬂ% tons
: amage. 1d imy igin:

HT: 152025 Reech:C ngtatsP

Bison, also known as buffalo, are large ox-like relatives of
cattle, sanding five to Sx feet at the shoullder a*dwe%h up
to 3000 pounds. Their shaggy fur, short horns and hun
back give them adistinctive appearance. ) )

Bigon livein herds, ranging in Szefrom asinglefamily to
thousandsof individuals, and aremost activeinthemorming and
evening. Herbivores, they feed mainly on grass and migrating
over thousands of miles each sesson.

Creatures ofthe Wild



They are easlly spooked - any sudden noise may causethe  Sberia, while reindeer arefound in Scandinaviaand Greenland.
herd to stampede, sometimes running for miles beforeﬂcwing Other than these differences, trest thetwo as being identical.
down. If angered, a bison will charge, trampling for 1o+ Caribou are the only members of the deer family in which
crushing damage or (bulls only) goring with thehornsfor 1d  both sexes have antlers. The largest caribou are about 8 feet
impaling damage. long, standing 5 feet & the shoulder. They livein large migra-

ison once covered the plains of North America, and played  tory herds of up to 3000, and are active during the daylight
amgor role in the lives of many Indian tribes. The tribes'de-  hours; though they can be active a night during the long Arctic
onthem for food, clothing, bedding, tents, wesponsand  winters. They are:shy of humans, but arequiteinquisitive. They
tools They were dso important figures in Indian religion - can be dangerous during the mating seeson (fall), when the
white bison were thought to be sacredl to the sungod. Withthe  maeswill attempt to drive off any intruders.
coming of the Europeans; bison were daughtered nearly to ex-

tinction. With them died many Indian tribes CaveBear
ST.21-33  MovelDooge: 7/6 Sizer 3%
DX:12 PD/DRI| Weight 1200-16001bs

1Q:5 Damage 2d2 c# Origin: lce
HQr: 142430 Rexch.C, 1 Hagtats M, F

Cave bears of the Pleisiooene were gbout the same Sze &s
modem polar bears and Kodieks. They were dmost completely
vegetarian, and went into caves only dunn? their winter hiber-
nation. It seams early humans hunted them freguently - many
cave bear remains show Sgns of consumption by humans.

Treat them &s Kodieks: -3 reaction; claw for 2d-2 crushing
damage a 1-hex reach; bite for 2d-2 cutting damage in dose
combd; "bear-hug" while biting. When walking on all fours,
they are 3-hex cregtures; when anding ontwollegs, 1-hex creer
tures.

Alsose"Bea” onpp. 89.

CaveLion

ST:3442  MoveD 96 Sze2

DX:12 PD/DR: Weight: 500-700 Ibs:

. 1Q:4 Damage: 2dcut  Origin: lce
Caoe Huntmg Dog HT: 152430 Reach:C Habitats M,P
ST:4-6 MoveD 106 Szl - . .
; . i These large cats lived during the Plestocene and were fre-

Ds - PODRUL L ¢ olaoft B0IS ety hured by humens. Litlels knonn sbou ther hetits
}_%: 1012 R@ﬁ; Hat%ta'ts PM sume that they behave smilarly to modern lions (p. 22),

dthoughit islikely that they do not fear humans.

Cape hunting dogs are ferocious camivores only diiawtlx
relatenl to domestic dogs They range from the Sehara to Sout
Africa. They are quite gregarious; traveling and hunting in no- Cave Lion
medic packs of 460. They aredtrictly diurndl. While no attacks
on humans have been recorded, Cape hunting dogs are quite
fearless, and most hunters give them awide berth.

These animals work sySematically in a pack. They are not
exceptiondly fast, buthavegreat endurance, running down their
ﬁr7 oyerrl)ﬁ distances. They can catch gazelles, even after a
nalt-mile head sart. They teke turns harrying their prey, kegp-
ing it congtantly ontherun. They further weskenit by biting its
flanks, until it f'!‘dg’ arops from exhastion and loss of blood.
They will immediiately begin consuming theprey, eating itdive,
and devouring it within ten minutes of dropping It.

Caribou

ST 2025  MoveDodge 127 Sze 3

%c 4%5 PD/BR: 2 Vo\/reight: R?(D?(les
A amage. +11m qin;

HT: 141316 Rexth. C p#Hdgtas AP

Caribou and reindeer belong to the same goedes However,
reindeer are eeser to tame - perhaps because they have been
aound people longer. Caribou are found in North Americaand

Creatures ofthe Wild -10-




Centipede, Giant

ST: 4050 Mwe’Do;i/ge 65 Szeb58

DX:14  PDDR: Weight 100500 Ibs
: D * Origin:SF

1Q:2 amage:
HQF: 152535 Reaxh'C Hébi?&ts SF S, J

This mongrosity reaches|engths of np to 25 feet, measuring
3feetinwidth and 1 foot to height. It is dways hungry, and
attacks on sight. The giant centipede is asolitary cregture, fre-
quenting deep woods and jungles, swamps, caves, and deep
valeys - anywhere that n(ms;a{]outofdlrea SJnl(ljgm._Some
gediesareactive both day and night. Its bite does 1c+1 impa-

ing damege, aswell as injecting atype F venom for and addi-
tiondl 1d damage.

ST: 1620  MovelDodge 3010 Size: 2

Dx.14~  PDDR ) \gldght:R]JOIE)Ibs
X aAM0E! cut Origin:

HT: 1316 Reach C Hebiias P.D

Chegahs arethe fadtest land animdls; tfg/ average geeds of
50-60 miles per hour, but have been docked a speedsup to an
incredible 75 mph. For dl practical purposes, they can accder-
ateingtantly from adeed stop to full speed.

They are diumal cets, native to Africa, They have many
dogike features: Ion? legs made for running, not |re1ﬂi_ng;
daws that do not fully retract; trainghility; alack of sdking
ability. They hunt by outrunning their prey, knocking it down
with aforepaw, then srangling it withtheir bite.

Their daws are blunt by cat standards; treet their swipeasa
damattack doing no damage. They bite in dosecombat for 1d

cuting demege. . . .

Chestehs are the most egsily trainedl cats-unlike mogt ani-
mals, they aremoreeesly trained when captured asadults. Tl
werein vggue in certain medieval and Renaissance courts and,
inthe Middle East, have been trained for over 3000 years.

They do not breed well in captivity, however - the firg
recordedl hirth in captivity wes in 1960/ [t isnot agood ideato
}ranthem tokill humans; asthey cannot diginguishiriend from
0e

Chimpanzee

ST: 1418 MovelD M Szl

IDXé 14 IF)’D/DR: 0 \6Veight:R1[I}180 lbs.
: amage 1d-1cut  Origin:

Hq': 1214 Reach: C Habitats.J

Chimpanzees are our dosest living relatives, inhabiting the
tropicd rainforests of centrdl Africa. They stand between 3 and
6 feet inheight. They are carious and intelligent, and often use
dmple todls - dicks gones and leaves

himpanzeesarediurna animals, found introops of upto 20
members, though they usudly travel in groups of three to Six.
They can be traned, and appesr to enjoy such tricks as bi%de
riding and dressing upindothing. They aremorearbored than
Py e B o M 0 pe s g

ae umans, an ul unless or
broughit to bay - in which caes they can be quite gz]iggerws
They attack in dose combat, grappling and then'biting for 1d-1
cuttingdamage.

Coyote

ST:4-6 MoveD: 97 Sz=1

PX " 14 S‘D/DR: . OWeight:R2545 lbs.
: amage: 1d- rigin:

I-%’: 14810 Rexch.C Hd)?tats P, IED,

M,

The coyote isa canine, smdler and dightly more intelli
thantheaveragewolf. Itsturistawny, rmgmgfrom_llﬁhty ow
to yellow-gray in color, It has abushy tail, tipped with black.

It is more solitary than its wolf cousing, as its habitets are
usually less plentiful in game; it hunts either singly or in pairs.
Coyotes are nocturnd, but not above making raids in the day-

fime.

Fannershete them and exterminate them mercilesdly, fearing
themas athreat to livestock. This reputation is proben ?/ exa-
gerated; while sheep, goaisand deer are occagiondlly killed, the
ggyge generally prefers smdler game, such as rabbits or ro-

Coyotesareknown for theirwariness, and many legendshave
sprung up bout their wnr_nn? - give them a "Craftiness'
level of a leest 12 It isdifficult to frap a coyote, unless some
ort of ruse is used. )
~ Coyotes are extremely adaptable creatures - despite perssou-
tion, they have actualy ex their range within the last
century, until now they arefound throughout North America

Creodont

ST. 1822 MoveDodge 7/6  Sze 2

PX:312 BD/DR: L é/)V(_aght: PZrS(}350Ibs
: amage. 1dH cut Origin:Pre

I-%’: 1316 Rexh C HabitatsP
Creodonts were early mammalian carnivoresthat flourished

60millionyearsago. They werethe deediest beagts of their day,

though dow by modern camivores Sandards.

_They resemble a cross between a puma and awolf, with a
dightly bearish cad to the face. Ther hunting tactics are un-
known, but they aren't built for long cheses, Asume that they
are olitary or paired nocturndl animels which will attack hu-
mans on gght.

Crooodile

ST: 2028 MovelDodge 8/7# Sze 57

IDX: %4 DPD/DR: » 32/4# gr\[e_ghtl:q 900-2,000 Ibs
; amege 1d+2 cut - Origin:

|-(|2r: 132430 Rexh. C# Hab?tas FW, S

Crooodiles average 13-16 feet long and can grow to 20 feet,
though inthepat they werelarger - Sethe entry on the extinct

Creatures ofthe \Wild



jant crocodile below. Natives of Africa, Ada and Audtralia,
they are related to and resamble dligetors, with longer and nar-
rcmter and ive than dligetors, though, th
arger and more aggressve then dligators, though, they
show caution but no fear of humans, to fact, some/African croc-
odiles become man-eeters. Crooodiles will ambush froma river
asdoligators, and cantal-whip for the ssne effect (seep. 6).
The orocodiles underbelly hasPD 1LDR. ItsMoveis2 (up
to4 for short digtances) on [and, 8in the weter.

Crocodile, Giant

ST: 4853 MovelDodge  86# Sze 1417
DX:13 PD/IDR: 3d-3/4# Weight: 1-2 tons
1Q:3 Damage 3d2cut  Origin: Pre
HT: 144050 Reach:  C# Hda?tats FW, S

These animds lived throughout the age of dinosars: They
grew to a length of 50 feet and were true crocodiles in al re-
gects As far as tactics go, treet them like their modem rela:
tives. Itstail-whip has reech 3, for 2d damage.

Der

ST514 MoveDodge: 97 Sze 2

%(:415 gD/DR: O/gOI ot OV\_Iei,ghth 70-200 Ibs
. amage! m| ngin:

HT: 1368  Rexh:C Hab%tas FM,JP

Thereare many types of deer, induding themule, musk, red
and white-tailed deer. In most species, the males bear antlers
(ded yegéy) which are used to fight other maes The deer's

ri ensg, though, is flight
puagerywill oazsa%ly figh% by kicking or trampling (1d
crushi

d , or by butting with the antlers (1d impai
ded o}

damage). ikely during the meting Seeson, or
the dear is_brop%ht to bay. Deer are found the world over, and
their megt ishighly prized.

Dhale

ST:46 MovelDodge 86 Szel

DX:13 PD/DR: 11 Weight: 3550 los
1Q-5 Damage 1d-3cut ~ Origin: Sk

HT: 15710 Rexh:C Habitets: P,J

Creatures ofthe Wild 1

The dhole is ared animal found in India and southeestern
Ada It resembles a gmal reddish wolf, travels in packs and
hunts using tactics Smilar to those of the Cepe hunting dog
(p. 10). It cannot bark, but hes an unusua howling whistle -
apparently its mating call. In redlity, it is such ashy, scoretive
animal that it isalmost never sean; it avoids humans at &l cods

The dhole listed here is the dhole of Kipling - the patient,
populous pack that never forgivesawrong, and fromwhich even
thetiger tums away. "Thedhole do not beginto cal themsdlves
a till they aeahundred strong..." sys Kipling,"...
and remember, “the dhole biles low.”

Dholes will attack humans by hiting a their legs, then
swarming over them once they fall. A pack of dnoles will not
turnasidefor any thing. Anyonewho say$qmdthepack'swa;/
will not be hurt; but woe to anyone who injures, kills or other-
wise antagonizes a dhole - the pack will hunt him to the death.

Diatryma
ST: 3038 MovelDodge: 147 Szel

DX:14 PDIDR: 11 Weight: 500-700 Ibs
1Q:3  Damage2d+l  imp#  Origin:Pre

HT: 162430 Reech:C, 1 Hebitats: P

The digiryma was a Iarge flightless bird of 50 million years
ap. It stood 7 feet tall, andlits heed was as large asa horses It
was decideoly carmnivorous, and was probably diurnal. From the
foss| remains, diatrymes seem to have hunted in grou
Their wings are Sl for the birds' size - about afoot long
each - and are quite usdess The feet are used for kicking like
an odirich, but the main weapon is undoubtecly the besk. The
beek does 2d+ impaling damage; a kick does 2d impaling
damage. Both havea 1-hex reach, .
~Somefantasy nwelsdesmbedwtryma@belg usedlasmounts!
Givetherider or trainer a-4 to any training, Riding or Animal

Handling rolls - these birds are not bright, and have negty tem-
pers




Didi

ST: 1620  MoveDodge 877 Szel

DX:14 PD/DR:Y/ Weight: 300500 lbs.
1Q6 Damage 1d cut# Origin:?

HT: 131418 ReachC, 1 Hebitats J

Didi are large gpes the size of gorillas They are reputed to
dwell in certain South Americanjungles, and arewell-known to
the natives, though only rarely encountered by outsiders The
nativesareextremely frightened of them, saying thet they attack
without provocation. Since there are no_camivorous gpes, one
can surmise didl these attacks are defensive or teritory-related.
Or perhaps the didi occasionally go insane and attack whatever

comes aong.

They atteck by grappling and biting in dose combet for 1d
cutting damage, o by dapping @ upto Hex reach for 1dtl
crushing damege.

Dingo

Dingo

ST:7-9 Move/D 106 Szl

IDXiS 13 Ig’D/DR: L C\)/rvd'ghtﬁ 45110 Ibs
3 amage: 1d-3cut igin:

I-?r: 1012 Reach: C Hab%tas P

Dingoes are ferd dofgs about the gze of collies They have
short fur, varying in cdlor from yellow to light red to brown,
and livedoreor ingmdl family groups.

Like the chole, the dingo cannot hark, but insteed howls or
whines. It was probebly brought to Augtraiaby the Aborigines
as adomesticated dog, “and |eler became wild. Tregt dingoes &
wolves (p. 39) asfar as their behavior is concerned.

Dinchyus

ST. 4050 MovelDodge 86 Sze 4

DX:12  FDIDR: Wt 1600-20001bs
IQ:r3 Damage 2d+l cut# Origin: Pre

HT: 15445 Reach: C Haoitats. F

DinomusisaPiaqt icHikeanimdl that flourished 25 million
eersa%o. [tisonly distantly, if et al, rdaedtothemodengg.
tis 12 feet long and 6feet high a theshoulder. Itshead is 3 feet
long. Treet it as awild boar (p. 38) doing 1d+1 crushing dam-
ageto atrample or 2d+l cutting inatuk-dash.

DireWoalf

ST: 1316 MoveDodge 7/6  Sze 1
DX:12 PDIDR: Weight: 150-250 lbs

1Q:4 Di 1d cut Origin: lce
H(%': 1317 R@:ec Habitats P, M, A, F

Thedirewolf is the sturdy but dow precursor of themodem
wolf. Dire wolves are active both ,ﬂ? and night, traveling in
packs ranging from four to 40 animels. Scavengers by nature,
di rewolveaprg/ upon animals in disress - theinjured, theald,
the o young. They often attack animals trapped in
mires, rock dides andter ﬂts TheLaBreatar pitscontan more
keletons of direwolves than of any other mammal.

Direwolves haveno fear of humans, The wolves will attack
using peck tactics They will not be driven off until they have
suffered a least 50% ceslties

Dragonfly, Giant

Adult

ST: 1620  MoveDodge 2010 Sze 2

Pxé 15 F’DéDR 1d]étzjt \é\/ﬁigﬁﬁ SlF[D]25 Ibs
: amnage igin:

I-(IQF: 1214 Rexh C Hab%ta: S

Lava (Water Tiger)

ST: 1216 MoveDodge 6/8  Sze 2

%(2 16 PDD/DR' » ”» gVei.ghtéﬁ(:}lzs Ibs.
: amege 1d imy Yigin:

HT: 1014  Rexh:C 1 P Hd%tat: SFW

Adult giant dragronflies are mogt often found neer water,
where they breed. They are superb fliers and voracious preda:
tors, feeding mogtly on small hirds, They teke their prey onthe
wing, soooping them UF'Wlth their legs held in a besket-like
position. Their powerful jaws quickly devour their victimsin
only afew hites Adultshave been known to attack humanson
occasion, but areusudly not athreet. Larval dragonflies, onthe
other hand, areadeady danger; they areugly, voracious "water
tigers' which can seize and est dmogt anything their own size

Adults attack by swooping onto their victims and qrapplmg
themindosecombet. They will then hover in placewhilegnaw-
ing ontheir catches. Adultscan carry up to Light encumbrance

while flying.

Creatures ofthe Wild



The water-breething larvee are found in fresh-water ponds
andlakes They feed onanything they can catch, indluding hu-
mansand other beests that blunder into thewater. Ther vidous,
retractablejaws dlow them to Strike & areech of 1, doing 1d
|mpd|gfg ( If suddenly disturbed, they have a limited
form of “jet propulsion,” forcibly expelling water and ariving
themsdvesrapidly forward. Withthisability, they can travel a
Move9far upto4tums.

Exle
ST45
DX:12
1Q:4

HT: 1345

Eagles are large birds of prey found throughout the world
Thelargest havewi over 6feet wide, and cancany upto
ten pounds in their tlons. Mogt Species are cowards - crows
can e them away! - but some are very brave. In Sherig,

es have been trained to kill wolves - by piercing the
wolves skullswith their powerful tlons

Eagles are diurnd and mate for life - no more than two
esples will ever be encountered & one time. They will have
nothing to do with humans unless raised in captivity, and will
not attack humans unless severely wounded. As trained birds,
they areinferior to falcons and other amller raptors. They at-

MoreD
PDQ))F:
Reach.C

18% Sze <1
odgglo Weight: 412 Ibs
ldcut Origin: R

Habitats

tack with their dlawsfor 1d autting damage. Their beseMovein
fk]?ht is 18 bmtheycmswoca or pesdsup to 60 to 70 mph
(Move 30-35). Onthe ground, Moveis 1, while Dodgeis 6.
Eland

ST: 3240  Move/Dodges 168 Size 34

DX:14 PD/DR:O/d Wt: 1,500-2,000 lbs
Q.4 Damage: 1d+2 imp# Origin: R

HT: 1316  Resch:C p#Hab?tats P

Thedandisalargeantelope, standing 6 feet at the shoulder,
measring up to 13 feet long, and weighing assmuchasaton. |t
hesashort muzzle, sharp hoovesand long twisted horns, and is
light brownin color with a white underbelly. It can be caught
and domesticated, and is an excellent source of milk and meet.

Elands are diurndl, and livein herds of 20 to 100 They are
capable ofjumping more than 7 feet high, and will sometimes
jump over esch other in their aitemptsto fleefrom danger.

It brought to bay, the eland's horns make it quite dangerous
- it canimpalefor 1d+2 impaling damage The dand can dso
trample for 1d+1 crushing

Elasmotherium
ST: 300+ Move/D: 105 Sz 13
|DX::i) 5‘D/DR:3/3d ) (\)/rv_eight:ISStons
: amage: 3d+2cr igin: lce
Hq': 1716075 Reech:C, 12 Hebitats P
Elasmotheriumis an extinct type of rhinocercs, even larger
thenmodernrhinos, with avery fong horn. It sands 13 feet tall

a the shoulder and is abouit 7 yardsTong. Thehomn isover two
ggdg long - Elasmotherium can reech & up to 2-hexes, doing
+

Like the modern rhino, it is a litary animdl, active from
dawn to dusk. Itwill flee humans unlesswounded or protecting
young. Tred it &s a rhinoceros in dl respects not otherwise
coveredhere
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ElectricEd

ST: 57 Move/Dodge: 7/4
DX: 9 PD/DR:0/0
1Q: 3 Di 1d#  Origin:

: amage:
HT: 1268 Reach:C| Habitats FW

Electric edsarenot really eds— they areagpedesof South
American fish found in warm-wafer rivers, either singly or in
ghools of up to ten. Their dectric organs—used for direction-
findimg and for stunnmg and catching fish and frogs — take up
Yaof their bodies Theseorganscandisthargeupto600volts-
enough tokill ahuman.

Only the largest dlectric edls can put out enough voltage to
serioudy harm ahuman, though; the smaller ones only stun for
1dturns. If a character gets too dose to one of these fish, it will
dischargean dectricjolt. Aqyonewjthin oneyard must immegii-
ately makearoll againgt HT to avoid meeffects of thejolt

alage ed (7-10 feet Ion%), the victim is stunned for 2d
seoondsif hemekeshisroll. If the roll isfailed, heimmediately
takes 1d damage (DR and Toughness do not protect) and is
sunnedfor oneminute. For thesmaller eds, thevictim s unaf-
fected if hisHT roll is successful, and is gunned for 1d turnsif
theroll isfailed.

Sze 23
Weight:RZSl45 Ibs.

ElectricRay

MovelDodge: 86 Sze 12
PD/DR.0 Weight: 50-200Ibs

1Q:3 Damage:* Origin:R

HT: 1216  Reach:C, 13 Habitats SW

_ Also called atorpedo, thisfishisdisc-sheped, withan dmost
dreular body and a short, dender tail. Whileit can measure up
to 6 feet ayoss, it is only an inch or two thick. It is found in
tropical and temperate weters, fromthetidal zonedownto 3000
feet, spending most of its timelying on the safloor. It feedson
gmal crustaceans and the occegiond fish which it caiches by
pouncing onand storming them.

Becalse salt water is abetter conductor than fresh water, the
torpedo does not need to be able to generate ashigh avoltageas
thedectric ed - itselectric organs put out only anout 200 volts.
If approached too dosdy, it will rdlesse ajolt. Anyone within
threeyardsmust makeasucoessful HT roll or be stunned for 1d
seconds. The ray will then flee - torpedoes do not attack peo-

ple

ST:4-6
DX:12



Elephant
ST. 250-300  Move/D: 80# Szel0+

PX&Z DPD/DR: ?éf
I—%: 174050 Reach: C, 1.2 H%lbi as JP

Thelargest living land animl, the elephant ranges in height
from9to ﬁe&.%eAfrican d?tmgiagermhelndi%
anddso haslarger ersand tusks, TheAfricandephantisfound
throughout Africa south of the Sahara, whilethe Indian is com-
mon fo India.and southeast Aa )

Elephants are intelligent and, when dometicated, hard-
working, Their patience 1s well-known, and they will beer alot
of abusebefore rebdlling. In thewild, they arefoundinherds of
15to 30 animals, oftencovering largedistancesinmen
migrations. They are known to help each other from
hunters and pits, hedlthy ones supporting a wounded one on
either Sde or digging aramp out of apit with their tusks. They
areactive at dl times, except in the heet of the day. Elephants
e by v a'ﬂ“mf’-“‘%a?em’ i

: rampling (3d crushi , orwith the
trunk which can reach up t0 2 hexes an &-.tr.ea itas
two-hended for lifti n%gcar%ng, throwing, etc. (e Liftingand
Moving Things, p. B89). The trunk may gtrike (1d crushing) or

rapple_and can u,sedto&yck up and hurl th|ng%s- doublethe
Tunk'sST for daermmmg itance. Usetherulestor Throwing
(p. BY) and Falling (p. B131) todeterminetheresuits.

Elephants have no Dodge, except for their trunks which
Dodgeat 6. The skull hes an extra2 DR duetoits thickness. If
domegticated, an elephant will not cary more than Medium
encumbrance (I0xST) onitsback.

Fdcon
ST:I-3 MoveDodge 010Si ze: <1
|DX 2‘15 DPD/DR:O{ oot gf\/.eight:RZ-S lbs
; aage igin:
I-ﬂ': 1235 Rexth.C Hd)?ta‘s FM,PA

There are many gecies of falcon - indluding the gyrfalcon,
hobhy, kestrel or 'sparrowhawk, merlin and ﬁeegnne - found
throughout the world. They range in length from 13 to 19
inches. Many species mate for life and return to the same nest
Steyear after year.
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Felconsare hirds of Cﬁre/,. feeding on amall birds, mammals
and reptiles Mogt cat ,ther%g/q swiftly diving, or stoop-
ing, onit from above - it has been esimated met the peregrine
reaches gpeeds of 200 mph or more in its soop.

Peregrines have always been favorites among falconers, due
to tk)eergbqany, peadd and accuracy (see Faloonry,p B46) In
medieva times, the gyrfalconwasreservedfor thenobility, due
toits 5ze (it is the largest feloon) and appearance. Also, Tiving

in the Arctic Cirde, it wasthe hardest peciesto comeby.
Faloons atack in dose combet with besk and daws, doing

1d-2 cuttingdamage.

Ferret

STl MoveDodge /7 Size:<1

DX:15 PDIDR.O/ Weight: 1-2lbs

1Q:5 D ld-4cr Origin:R

HT: 1234  Reach:C Habitats F, P

Ferrets are dender 14indhlong nocturnd members of the
wessd family; there are severdl different spedes found
throughout Europe, Asaand North America. They hunt small
@ (rjnalsthai ngm?;m bu“crgtv%:li:(armelrtsoomadglthem to

ous as they wi poultry - and legends
daina{)%guhey will dso go after unwatched b%es,
Ferrets atack by hiting, but rarely et their kills. Insteed,
they prefer to suck out theblood. They arefairly intelligent and
can easlly be trained to hunt or fetch smal dbjects If used to
flush wild g%ame from a burrow, aferret should be muzzled
Otherwise, it will kill theprey, feast onit and thenremain inthe
burrow -the hunter losesnot only the game, but dso the ferret.
Withthemuzzleon, it cannot make the fall, but can only chese
theprey out into the hunter's waiting nets.

Fying Snake

ST<1l MoveD 107 Sze?2

PQXS 15 BD/DR: N \é/rgght: Rl-2|bs
: amege 1d-5cr igin:

HT:12/3 Reach: C Hab?tats J

|Igduehtoﬂit.s unigue rib gtructure, Chrys%pdhea polﬂmonly
B A S s PR e

least 55 yardshorizontally from aspot 40 feet up inatree.
Creatures ofthe Wild



Its ribs extend outward, forming a concave surface under-
nesth thesnake, trapping acushion of air for the snake to glide
on - much like a hang glicer. It is 4 to 6 feet long, is not
poisonous; and feeds on insects and small mammals it livesin
Southesst Ada On the ground, itsMoveis 2.

Chrysopdea is an excellent modd for SF crestures; assume
that poisonous varietiesexist somewherein the universe.
Flying Turtle
STl MoveDodge 2010Size<1
IID(S(ZIS BD/DR: 31%_2 . (\évrgight:sill;z Ibs

: amage 1d-2 imp# Origin:

HT:11/4 Reach: C o Hd%tats P,D,F

Tf‘eﬂring turtle doesnot resembleaturtle so much asit does
afoothall withasharp front. Its shell ismadefromathin, hard
chitin, and can open a the bottom near the front. From this
opening, the cregture extends its eyes and, when feeding, Sx
amdl| tentaclesand abesk. o .

The shell's color depends on the habitat in which the fl |nP
turtleis found, The forest species hes a greenish-brown snell;
the plains esggraylsh; and the desert pediesis colored in
yellows and light re o

It hes the psionic power of Levitation (see p. 81;3&. Its
Poweris8 whichalowsit tofly & aMoveof 30. It attacks by
rammmP its victim, doing 1d-2 impaling damage. The flying
éunle's evitetion &ffects only itsdlf - it cannot lift anything

2

Tred theattack asadam attack, thevictimtaking 1d-2 im-
paling damegeif hit. Oncetheturtlehitsan opponert, the beek

and tentecles emerge and begin to feed. The besk does 1d-4
crushing Damage: this al DRif theinitial dam pierced
thevictim'sflesn or armor (it inserts the beak through theholel).

Itt&&mﬁgr&mﬁﬂymﬁﬁlefrom ayictibn;/. The
cregturemay tl through thefront opening,

ing dl 5@% opening is a -6 ?o be hit, hgl\plgg”? a"dpatﬁre
creaturewill dogeitin2 turns. It will then attempt tofly away,
possibly to ram again.

Flying Turtle
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Fox
ST 34 Move/Di 107 Sz=1
||3(3<:5 14 gD/DR: n, (\)/\r/,dght:R 10151bs
: amage: 1d-4 cut igin:
HT: 1257 Reach: C Hd)igtas FM,P,D

Foxes can be foundinmany habitats acrossthe world, from
the mountains of to the plains of Ausirdia. They are
distant cousins of the dog, but not of the same genus. Foxes are

redecious animals, hunting modtly & night. They eet small

irds and mammas frogs, shllfish and even fruit a times
They mate once, early intheyear, and other than that, the sexes
live and hunt apart. . . )

Foxes are mogt known for their cunni ng, having aCraftiness
level of at least 14. They aregood at avoicing men's traps, and
because of their dyness hunting them with hounds and horses
has aways been a popular sport in England and throughout
Europe. However, ther intelligence serves them for more than
avoiding man. Foxeshavebeenknown torid themselves of fleas
and other parasites by grasping apiece of bark in their motiths
and dipping t ves tal-firg into a stream. The parasites
have nowhere to go but onto the piece of wood, which the fox
relessesto the current. Foxesare, however, wary of humansand
quiteindependent; they do not make good pets.

Foxesattack in dose combd, hiting for 10-4 damage.

GilaMongter

ST:24 MoveD 1% Sz<l

%(:133 ED/DR: 2 (\)/\!eight:R 6101bs
; amage; * igin:

HT:13/3 Reach: C Hagtas D

TheGilamongter isapoisonous|izard, oneof only twoin the
world. Theotheris the beaded lizerd, and Satsfor itaresimilar:
add oneto ST and hit points, asitis dightly larger. Itspoisonis
no stronger, however. ) )

The Gilamonster i abouit two feet long, pink andyellow in
color with black shadings: It is found in the southwestern U.S.
Thebeaded lizard is ebout 22 feet in length, modtly black with
pink and yellow patches, and found in western areas of Mexico.

Botharesolitary nocturnal animalsthat fast for days, thengo
out and edt al they can - eggs rodents, reptiles ‘and bir
In(?)d)leof running, they move dowly - if threatened, they
hold their ground. Unless molested, they wont bite. )

The Gilamonger attecks by hiting in dose combat. The bite
in itsdf does only 1d-5 cutting damage, but injects a type F
venom causing intense pain and doing 1d+1 The
venom apparausisinefficient; thelizard must biteandbold like
ahulldog, sometimes chewing to help conduct the venom. If it
can be removed within 4 turns, the effects of the poison will be
avoided. Thejaws have ST 14 - srong men haveahard time
prying them open. A Contest of ST is required to remove the
anima, anditwill ﬁyobalaly hiteagain beforeit canbegotten rid

ing

of. PourinP sometning naty like gesdline or anmoniaiinto its
mouth will get it to let go, aswill fire under its lower jaw.
Glashan

ST: 1214 MoveD 716 Sizel

DX: 12 PD/DR: 1 OrWeight: lmsg)llbs
Q.7 Damege™* igin: ML

Hq': 1316 RexhC Habitats: l\/I(,F )

A glashenis asmdl humanoid, about the Sze of aHalfling
and not very intligent. It is extremely hairy, rivaing an



lish inthisr and has sharp, strong nails. It
\AE/grs n(S)*(lnIegt)htljr?ggJ in facte?er(]iales dothing gf myorgrt

A glashan encounterm? a dngle traveler will attempt to rip

h|sdoth|ng to shreds. party will not be atacked out-

right; indteed, the glashan wil followthegrou (Sedth 14) and

sned<|m0the|rcanpan|ght Sedingany sanddestroymﬁ

eriyolothmg it finds. Glashans areusually solitary, but they wi
othersto makeanight raid on alarge party!

The glashan usssits daws to rip clothlng doing 1d+1 cutt-
|n? damage per turn. It will not attempt to rip metal armor, but
will attempt to rip everything up to and including legther armor.
Treat heavy learner armor as having DR 2, HT10; light leather
& DR 1, HT 6; and dothing as DR 0, HT 2. Each atide of
clothing mus be atacked separatly, modified only by the size
of thewearer. Notethat half-torn clothes are boundtoreduce the
wearer's DX somewhd.

Onceit hastorn off dll of a person's dothing, the glashen will
step back, laugh glesfully, and run a/vaﬁ A glashen will not
harm or moles anyone beyond exposing his body to theworld.
Theonly damage to thevictimisto h|spr|de (end hiswalle).

If attacked, the glashan will strikewith afist for 1d cru§1|nﬁ

Onceits victim is reduced to UNCONSCIOUSTESS, it Wi
cease|ts attack and refurn to shredding the rest of his dlothing,
[t will not use its daw-like nails againgt living beings, unless it
is reduced to hdlf its origind HT - then it gets desperdte,
dawing for 1d+1 cutting damage.

Glyptodont
ST: 553
DX:9I

1Q:3

HT: 172530

MoveDi 34 Szl

PD/DR: ] Wit: 1,500-25001bs

D 2d2imp  Origin: Pre
Reechi1 Habitats P

r?Iyptodont was a prehigoric animd, related tothe ama
dillo, that died out over one million years ago. Glyptodonts
were of many Szes, the largest being represented here.

Thiscretureis 6 feet high, 15feet Iong 4 feet |staI'L
6 feet wide in the body. It ressmble aimored dinosaurs like the
ankylosaurus, but is a true mammal. The skull is broad, more
like aturtle's than an amadillo's.

Glyptodontswill never attack. If threstened, their usual resc-
tion isto withdraw into their shells and swing their tails (1-hex
reech into &l back hexes) until Ieft done. For roost purposes,
ther DX is 9; for the tal -9 h DX is12

They are snlltary nocturn hey have powerful
daws (usad only for digging) and only molarsno hiting teeth.

Sz 1

ST 20:24 Mwe/Do](ﬁe 716
PDIDR: Weight: 200-600 Ibs.

DX:13
1Q:6 Damage 1d cut# Origin: R
HQF: 141620 Reach:C, 1 Hebitasg, M

Gorilla

Gorillas are the largest primates, averaging 5Y2 to 6 feet in
height, found in the rain forests of central Africa. Diumndl socid
animas, they travel in troops of 515 - usudly a single mde
and severd femaes withyoung. They are peaceful vegetarians,
feeding on fruit and leaves. They havea fear ofwater and will
not cross even small Sreams.

Gorillas are & least asintdlligent as maﬁmzees but unlike
chimps do not use tools They do not itable pets or
trained animls - they are gt |te femperamentd, are prone to
tantrums, and nesd condtant affection and companionship. They
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WI|| not flth unless threatened, thereis no record of an unpro-
prrovoked gonllas attack in dose combat by grappling and

biting for 1d cutti do atack withad
(2dn|gcru§1|ng a ?J% to 1 rggh?%t thisis arare aItac%)
usad only when surprised.

Gumberoo

ST: 3846 MoveDodge 86 Sze 2

DX:13 PD/DR: 474 Weight: 700-900 Ibs
1Q:4 Damage: 2d+2cut#Origin: ML (USA)

HT: 162430 Reach:C Habitats: F

The gumberoo is a rare animd, fortunatelﬁfor humanity.

About the Sz of a large bear, it dlosdy resambles that animal
except that it i nearl irless and its roundlsh body is smooth,
without awrinkle. It has bigbushy eyebrows and awispy beard,
but no hair on the

It lives exclusively in foreds of large trees, such s grow in
the Pacific Northwest of the U.S. Because it abides in the bases
of burned-outt trees, no one knows whether its black color is
natural or from the charred wood. It is active only 3 months of
theyear, but thenitis veryactive, devouring whatever it canfind

-ahorse will disend its Somach, but will not curb its gppetite.

Itis both nocturnd and diurnd duri ng itsactive phase, which
may explain the long dormant phase. No one has ever seen two
together, though they must mate and bear young. Noyoung have
ever been reported,

The gumberoo is fearless in ettackmg? anything it mess -
with good reeson! It is exceedingly strong for its Sze, and nearly
invinable in the animal kingdom. It attacks either with daws
(2d+2 cuttin jea 1-hex reach) orhy biting (2d cutting to
doe combeg Unlike a bear, a gumberoo will not grapple - it
doesnt have good balance on two legs

It hes anatural Reverse Missles spdl (p. M68) powered by
manadored in its skin. The manais usad only dowly, dlowin
it to recharge as fast &s it is consumed, resulting in theujaeﬁ
dways beng in effect. It turns any atack (incluaing
missle gpalls) back upon the attacker. If the attacker's "to hit"
roll is successful, he hits himself- if not, he seesthe missle fly
beck toward him and miss Tbhgﬁm ‘effect is as though the
missile had bounced straight from the gumberoo fo the
atacker. If a gumberoo is killed, the mana in his hide can be
used, but only once It acts as @ lopant one-shot Powerstone,
go\gmg[am@e 10 extra points of fatigue to use once. If thespell

require 10 points, the excess manaiis log.
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The gumberoo's only weskness is fire. Any non-ranged
flame attack - induding aweapon enchanted with the Flaming
Weaaonﬁadl (p. MSEI(PJ - %pa&ias dl DR and does double
damage! Notethat theFlame Jet spell (p. M34?]§affectedbythe
Reverse Missle spall. Thus, the only way that Flame Jet cen
hurt the gumberoo isin dose combat - the mage must actualy
touch the gumberoo.

Hippopotamus

ST: 100125 MoveDodge 44 Sze 10

DX:8 PD/DR: 2/ Weight: 35 tons
1Q:4 Damage 5d cr Origin: R

HT: 163240 Rexch: C Habitats FW

The hippopotamus is a distant African reldive of the pig; its
nameliterally means river-horse. It rivals the rhinoceros as the
seconcHargest living land animd, readmna; up to 12 feet in
length, standing dmost 5 fegt &t the shoulder, and weighing
about four tons (2d+ trampling damage). It modt of its
dag'%gthe river or basking on the river bank. It can remain
submerged for aslong asfiveminutes et atime.

Hi i live In groups caled schools numbering from
20100 animals. The females and young occupy a central areg,
while eech adult male occupies a separate area (known as a
refuge) around theperimeter of the territory. Each malehashis
own marked path from his refuge to the centrdl feeding area
Hippo schools are matriarchal, run by thefemales dmodt ashy
committee.

Hippos are territorial, and will chege other crestures away
from their area. They are vegetarians, feeding modtly a night,
coming on land to et grass and other plants. They can wander
up to 20 milesin their search for food, and often destro%crqas

The mouth is equipped with long tusks, averaging 22 feet
long, and the hippo's hite does an awesome 5d crushing damage
- it can crush a smdl boat eeslly. A hippo can become quite
upset if anything comes between it and its water andlor,P/oung,
gw]g E/il[ give d1ase”unt|[ }1heh darl]jger Sas rﬁm Crocociles d%g

s live peacefully with thehippo, so ahippo'spresence
not necessarily mean that the water is safe to enter.

Hyena

ST:9-18 MoveDodge 168 Sze 2

DX:13 PDIDR: 1/1 Weight: 100-200 lbs
1Q:4 Damage Idaut ~ Orign: R

HT: 121316 Reach: C Habitats P, D, J, F

Hyenas are doglike scavengers with large heeds and ears
longer front legsthan rear legs, and short manesand talls. Their
powerful jaws can crack bones easly. They are nocturndl ani-
mals, living in pairs or small packs, with the females being
larger and more dominant than the maes Mogt pedies are
foundin Africa; somelivein AsaMinor and India

Hyenas have a reputation for cowardice, largely undeserved.
White they are scavengers, they do hunt thelr own prey on
oocason. When they hunt, they rundown prey likedogs Hyena
packs will even chese lions away from ther kills .

Hyenas have been known to attack humans, usualy deeping
campers or lone, unarmed travelers They will often attack a
deeping person's face, causing disfigurement e the leedt. If
cormered, hyenaswill fight viaiously, biting in dose combt for
1d cuttingdemage. Their bitesaredirty; anyonehitten mugt roll
againg HT for possble infection (p. B134).
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Irish Elk

ST.2430  Move/Dodge 107 Sze 3

%(212 BD/DR: é i g.eight:I 1,000+bs.
: amege 1d+2 imp Origin: loe

HT: 141316 Reach:C P Hat%tats S

This giant member of the deer family died out just a few
thousand years ago; humanswere probably aleeding causeof its
extinction. It sood 6 feet a the shoulder and had enormous
antlers, with spreedsup to 10 feet being common.

Likeal deer, Irish elk were undoubtedly shy of humans, but

may havebeen dangerous inthe fall, their mating season. Treet
them as moose (p. 24) in al respects not given here.

Jackal

ST:25 MoveDodge 97 Sze 1

DX: 14 PDIDR: 0 Weight: 10-201bs.
1Q:5 Damage: 1d-3aut ~ Origin: R

HT: 1257  Reach: C Hahitats P, D, F, J

Thecommonjeckal isasmall dog-like animel, measuring up
to 18 & the shoulder and maybe 2 feet in length. Most species
arefoundin Africa; one pedesisndtivetonorthern Africaand
souﬂgAs’a imaril though they often hunt and

sareprimarily scavengers, thou often hunt an
kill their ownpprw an)a maya?a?d an oo%zsc%/d chicken coop.
They sometimes enter villages and even dities a night to
soroungefor refuse. They areprimarily nocturmal animals, trav-
ding sngly or in pars, although they are occasiondlly found in
s Jackdlsareno threat a dl to humans. An entire pack will

|ee even onehuman.

Jackalope

ST: 12 MoveDodge: 147 Sze <1

DX: 14 PD/DR: 0/0 Weight: 105 Ibs

1Q:3 Damage 1d-5imp  Origin: ML (US.A.)

HT: 152-4# Reach:C Habitats P
Ajackdopeishasicaly aharewithantlers-but what ahere!

Only the mdes have antlers, which give them the courage of
Sagsinrut. During mating seeson (January through December),



ajackalope buck will charge anything in an attempt to impress
thefemales withits courage. Jackalopes have even been known
to chargebison, who get out of their way becausethey fed sorry
for thelittlethi% o

A buck will chargeaparty of humanson sight, aiming a the
weekest-armored person (it may be in rut, but it's not dumb).
Treet thisas adam attack. Ifthe victim losssor tiesthe Contest
of DX, hetakes 1d-5impdling damage.

Afteracharge, thebud<vnwgll trot off in search of afemdle. It
will totally ignoreits victim-it has other things on itsmind. If
atacked, it will bevery surprised (mental stun, two turns), then
chargethe attacker in extremeanger. o

Jackaopes are diurnd animds. The females are indidtin-
guishable fromhares, except mat they witch.the tacks out of the
comersof their eyes If the party onejackaope, therewill

be othersaround, not too far away. Thebucksusually don't get
too doseto each ather, though; they tend to becomejedlousand
butt heads alot.
Killing ajacke
congcker It to be

will serve little purpose - some even
luck - as the meat irs)uin%f)isae

Jaguar

ST: 1628 MovelD 107 Sz?2

PXZM BD/DR: o %Vggm:RISf}EOIbs
X amage: 1d+2 cut  Origin:

H(%': 151418 Reach:C Hd)?tats JP,M,D

Jaguars are solitary dawn and dusk hunters, ranging from
Mexico to South America. They are the largest American cats,
larger than leoperds though smaller thn lions: Their powerful
jaws make therr hite as deedly as alionis .

Jaguars are usudly found injungles, but are common in s
vannes, mountains and even semi-arid arees. They arefond of
water, svim well (Move 2) and will often hunt In the water.
They are quite shy of humans - some won't even fight when
comered. There have been cases of man-killers, but never any
man-eders. Like most big cats, 'aguarsgof03r the(}?roat. "

Jaguars are good jumpers, aole tojump 3 yards straight up
without arunn?r?gdaan. A 3yard ganding broad jump ?s do
common, and a 5-yard running broad jump is eesly posshle
They can clihmb tree;da full spaned anﬂ oftegk drop out of trees
onto prey - they can drop 4 yards without taki damagel
They%gj/d ly s%lk prey tg dgse range before dwqggianz
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Jlyfish

ST<1 MovelD 30 Sz <13
DX:9 PD/DR: Weight %210 |bs.
IQ(:Z Damage:* Origin: R

HT: 1528  Reach. C Habitat: SW

_Jdlyfishand Portuguesemen-of-wer arefree-swimming rel-
aives of ssaanemones and cord, with long singing tentacles
They arefound in sees throughout the world and can it
alﬁ?lzard to svimmers - beegm.have_ ben te.mpgrarwgﬁ
becaise there have been so many jellyfish floating in the water

Mot jellyfish stings are no more virulent than a bee-sting
but some are deadly - the sting of one pedes the ssawasp, 1
fatal over hdlf thetime, usudly before the swimmer can Sagge
beck to shore. Treat the seawasp's venom asa Type F venom
(p. 51) doing 3d+l her jellyfish do less damage
ranging anywherefrom 1d-4to2d. A Visonroll isrequiredto
ot one, & DX roll needed to avoid its Singers.

Kangaroo
ST 1012
DX:15

MoveDodge 1577 Sze 2
DX I:I;>D/DR: ]/11d ) &I_dght:leﬂs Ibs
: amage: 1d+2 cut Origin:
I-(IQF: 1316 Reach: C Habigt;ats P.F,D, M
There are several species of kangaroos, the largest tanding
up to 7 feet or taller - they continue to grow throughout the
litetimes. The stats given are for midde-9zed animdls,
Marsupid grazinganimals, kengaroosarefoundonlyin Aus-
tralia, wherethey have adapted to many different hatitats. The
aemod active a night, resting during the hottest part of the
day. They livein large groups, called mobs, often numbenn%
huggredorma omespediestravel insmaler mobsof only 1
to

_ Whilegrazing, they travel ina"five-legged” mode, balanc-
ing ontherr tailsand snort forelegswhilethey bring their hino-
legsforward. Whentravelingrapidly, they legpusingtheir hind
legsonly, thetail acting asabalanceand rudder. Thetall isquite
grong, and%nsuppor%J thekangaroo'swholeweight when nec-
essary.
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When threatened, kangaroos bound rapidly away. They are
cgpable of gFea leaps, up to 9 yards long, with 14 yards being
therecord. They usually stay within 5 feet of the ground when
IeeT)i ng, but lesps over 9-foot fences have been recorded.

f cornered, kangaroos can fight vicioudly. They attack by
balancing on thelr tails (againgt atree if oneis handy) and lash-
ing out with ll four feet - dl dawed - doing atotal of 1d+2
cutting dameage. Kangaroos have been trained to wear boxing
glovesand do quitewell againgt human opponents

Killer Whale

ST: 40-70 Move/Dr 157 Sze 1928

IDXE:B 13 PD/BR: Oé » (\SVeight:Rl-Zl/z tons
: amage 2d+2 cut - Origin:

l-?r: 152030 Reach:C HngItEISZSN

Killer whales, actually Iatrfemembersofthedolminfamil )
have distinctive coloring - black on the back and white on the
belly. They grow up to 10yardslong, though 7 yardsisamore
common|ength. They travel in packs of 3-50 and are found the
world over, though they prefer colder waters. Seels, walruses,
porpoises, fish - @l are egten when encountered, and killer
whde ’packs have been known to atteck larger whales. They
attack land animals standing on ice by coming up from under-
neath, shattering even 1-yard-thick iceand knocking theanimals
intothewater! .

There are no recorded cages of killer whales egting humans,
but Eskimos fear themgreatly, dlaiming they eat lonekayakers,
eagly dumping the light bodts first. Thus, the GM must decide
how they react to humans. If they attack, thefy will attempt to
bitea person in hdlf - they could swallow half aperson with no

[?roble_m. They would d0 be able to tip over any smal bod.
hekiller whaesbite does 2d+2 cutting damage:

Komodo Dragon
ST: 1620 MoveDodge 97 Sze 4
DX: 14 PDIDR: 12 Weight: 200300 1bs
IQ:3 Damage 1d cut  OriginR
HT: 161620 Reach: C Habitats.J
The Komodo dragon isthe largest living lizerd. It can grow

up to 12 feet inlength, and weigh up to 300 [bs It hes astout
body, a long head and neck, a green pebbly hide, and along
deeply-forked tongue that congtartly flicks in and out. ltstail is
quite powerful, isas long as the head and body combined, and
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can be usedl to knock down opponents (Contest of ST) in itsback

hexes

The Komodo dragon is native to afew small Indonesian is-
lands. It usually eats carrion, but will dso run down and swdl-
low whole smal deer and pigs. It often liesin wait in bushes
beside game trails (-4 to be seen), charging out a any prey that
pesses by (e Sprinters, E 59). L
When feeding, it rips themet gpart withiits teeth and daws,
swallowing large pieces in each bite. Like asnake, it will then
gend severd day's Sesping off its medl. Whileit isa threst to
lone humans, altacking them fearlesdy, it can become quite
tame in captivity.

Lesch

ST:<1 MovelD 00 Sze<1

%(:;l IS‘D/DR: I gk_aght: R< loz
. amage rigin:

HT:15/1 Reach: C HdJ?tas S, Fw

Leeches are nuisance credtures found in svamps, lakes,
pondss, streams and even on Imm are parasites, who use
their powerful suckers to attach themsevesto thelr victims. The
leschs hite is painless, so the victim often will not even redize
that he has been hitten. It teakesalot of leachesto do even 1 HT
damage, though; treat them as a swarm (see p. B143).

Depending on the dimate, wading or swimming through
awamps or streams may result in picking up leeches. In tem-
perate dimates, the number of lesches encountered will be min-
imd - ignore them for game purposes, except in the direst
awamps. Inthe swampsand in certain duggish tropical streams,

lesches can be enough to become a serious threat: each person

may pick up 2d| per five minutes spent in the water.
Atter pickm%{u a dozen or more leeches, the victim will

begin tolose 1 HT esch fiveminutes. The primary danger from

leeches is not from blood loss, though; the lesches will become
blogted and drop off after 15 minutes of feeging.

The redl danger from leeches jis from infection. If even one
HT is logt to leeches aroll againgt HT+2 is needed to avoid
infection. At the GM's option, the victim can merely lose an
additiondl 1 HT, representing theinfection, or hecan contract an
actual diseae (s IlIness, p. B133). .

Upuntil the 1% century, lescheswere used in the treatment
of many diseases, including headeches, ddlirium, madness, skin
ciseesg, tumors, whooping cough, %c;]ndobesly ec. The let-
ting of blood wes thought to be beneficid, removing "bed
humors' from the body. Physicians even came to be known &s
lesches In afantasy campaign, leeches might also be used med-
icinally - who knows, the trestment might even work!

Leopard

ST. 2025 Move/D 97 Sz?2

PX:514 |:)PD/DR: ]{d 1 OWei_ght:R 60-200 Ibs.
3 amage 1d+1cut  Origin:

l-(lzl': 151417 Rexch.C Hegtas %) FF,)M,

Leopards range from southern Agiathrough much of Africa.
They are somewhat smaller than lions and much more arboredl.
Solitary nocturnal animals, they will dso hunt on overcast days.
These cats are beautifully marked, with even the black ones
having the familiar rosette pattern visible under their fur in cer-
tain lighting. There is no difference between |eopards and pan-
thers; even black panthers are leopards. (In this book, the name
"penther” - is reserved for the animal from European legend.)



They are thearchetypa Stalkers of the animl ki .
andwary, their keen senses (Vision, Hearing, Teste'Smell &
and remarkable hiding ability (Stedth-18) dso make them hard
to track. Whilethey can drop from treesonto prey, they arenot
asadept at it aspumas are. i i

A leopard canjump 3 yards stght up without & running

Sart, and 5 yards in & running broad jump is not uncommon.
Leopards can dlimb trees & their normal spead, and are even
grong enough to climb while carrying acarcass. They didike
water, but are able svimmersif need be (Move 2 in the water).
When attacking, they gofor thethroat, biting in dose combat
for 1d+1 cutting damage. They are particularly fond of dog-
flesh - there are many recorded instances of leopards dashing
out of the bush to snatch adog from under the nose of a hunter.
They generdly avoid humans, though man-egters are not un-

known. Man-eating leopards are among the most ous of
red-world animals, as they will actualy enter a house to grab
prey.

Lion

ST: 24-30 MoveD 106 Sz 2

DX:13 PDIDR: ]édrz O\/\(eight:F{ 300600 lbss

1Q:4 Damege cut rgin:

I-?r: 151620 Rech:C Hab?tats P,J D,M

Lionsliveingroupscalled pridesthat number any wherefrom
320, with four and five being average. Larger prides are com:
mon in the more open grasdands. : .

Lions prefer the plans, but will occasiondlly venture into
desert, mountains and, more rarely, jungle. They often hunt
sngly, though they are e of co-operative effort: a lioness
or twowill lieup inthetall grass, whilethemales herd the prey
intheir direction; thewholepridewill shareinthekill. Lionsare
morediumal than most cats, but adlapt well to anoctumal exis-
tenceif hunted by humans, ) i

Mot encounters with humans end with thelions flesing rap-
idly. However, if wounded, a lion will cherge angrily and at-
tempt to kill anyone initsway. Likewise, running away from
one'will sometimes spark its instinct to chese. Oocasiondl man-
eaters have been reported - generally, old or wounded lions.

Lions attack in dose combat, hiting and clawing for 20-2
cutting The actudl attack is usually on the neck, stran-
gulation being the most common method of killing.
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Lynx

ST: 46 Move/Dodge 107 Sze 1

PX:415 [F)’D/DR: O{d 3 (\SV;a’ght:R2045 Ibs
X amage 1d-3cut  Origin:

I-ﬁ': 1479  Reaxch:C Hdg]ltats F

The lynx is a large forest cat found in Canada, northern
Europe, and Agia, to Europe, it is the largest cat extant and
resches lengths up to 3% feet. Lynx have very acute vision -
they can gpot mice 250 feet away and hare 1,000 feet away. In
deep winter, they grow thick fur on their feet, dlowing themto
walk on top of now.

Lynx areolitary nocturnal hunters, though occesionally two
may work together to bring down adeer. Ordinarily, they will
not ettack anything larger than asheep or goat, and theseonly if
rabbitsand squirrdsarescarce. Thereareno recorded attackson
humans, though they will occesionally raid bamyards.

They are secretive and dusive (St.edth-lgi ddliberatel
avoiding humans. They will fight only if attacked or cornered-
but are viciouswhen they do fight. They climbwell, drop onto
prey aswell as stalk and pounce, and are strong svimmers.

Mammoth

ST: 225275 MovelDodge 8/0  Sze 10

DX:12 PD/DR: 35 Weight: 47 tons
1Q: 4 Damage: 3d cr Origin: lce

HT: 17/4050 Reech: C, 1,2 Habitats: P, F, A

Mammoths were lce Ageancestors of the elephant, common
toNorth America, Europeand Asia. Some specieswerecovered
withathick, woally hair. Despite thename, they wereslightly
gmaller than modern dlephants. They originated some 7 million
years ago, and were hunted to extinction by humans who used
themet, tusks and hide extensively. Thereis no evidence that
they wereever domesticated; assumethat they can be, using the
same techniques used on modern elephants. )

Mammoths evolved from mastodons, and were larger, with
higher skulls, shorter jaws and heavier hair. They dso were
found in a wider range of hebitats. Their hard, high-crowned
molarswere designed to chew up prairie grasses and other tough
vegetation that the mestodon could not eat. )

ammoths attack by trampling for 3d crushing damage.
Treat them aselephantsin all respects not covered here.




Mantis, Giant

ST: 306 Move/D%e 57 Sz3

DX: 15 PD/DR: Weight: 400600 Ibs.
1Q:2 D x 201 cut# Origin: SF

HT: 151620 Reech:C, 1 Habitais J F, S

Thegiant mantis gandson four of its six legs towering up to
8 feetin height. The other two legs, armed with wicked oikes,

areusad to sazeand hold prey. A solitary ambusher, themantis
hidesin bushes near gametralls (1Q-4 to be spotted), waiting for
unwary pessershy

_Asitsprogpective dinner enters an adjacent hex, it lashes out
withboth forefeet, grabhing itsvictim. Treet thisas anattack &
1-hex reach that grapples if the victim loses the Contegt of DX.
Once having grappled its victim, the mantis begins to fead,
generally hiting its prey on theneck first tokill it.

Themantissforelegsdo 1d crushing damageon theturn thet
it grapples. Bresking free from the mantiss grapple requires
dither a successful Contest of ST or doing enough damage to
cripple the limbs (crippling one leg halves the mantis's ST for
grappling). The mantiss hite does 20+ cutting Damage: it will
ly bite only after having grappled itsprey.

Mastodon

ST: 175200  MovelD 80 Sz 10

Px:az IS‘D/DR: 3éd - (\)N_eigm:l3-5 tons
; amage rigin: lce

I-%: 173040 Rexch:C, 12 Habitats. F

Magtodonswere early ancestors of themammoth, origi na(i{%
some 25 million years ago and becoming extinct about 8|

F/ears . There were magtodons in North America when the
irg men crossed over fromAsa -

They had long curved tusks and short reddish hair, and
browsed the forests of the Fleigocene. They were smller than
mammoths, and dso had a more limited habitat. Their teeth
were adapted for chewing the soft leaves and twigs of open
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woodlands, whereas mammoths could del with the tougher
prairie grases )

Tlg)ea magtodons as smdl dephantsindl other respects (see
p. 15.

Megatherium

ST: 80100  MoveDodge 34 Sze 13

DX:9 PDIDR: Weight: 7-9 tons
1Q:3 Damege 3dcut  Origin: Ice

HT: 165060 Reach:C, 12 Hebitats J, F

Megatherium was a giant ground doth that lived during the
loe Age. It hed huge dlaws on its forefeet, wes larger than the
modern ephant, and could rear up on its hind feet to reech
leaves 20 feet off theground. .

It hadl no hiting teeth, owas but may have used its
dawsto defend itsdf from sabertoothed tigers and other cami-
vores |t was mogt likely asolitary nocturna animdl, occesion-
gg/hfound to pairs - a leed thisis true for the modem tree

It will leave humans alone, possibly even flesing from them.
If attacked, however, it will @eﬂdy GG Wi
clawsfor & uptoa2-hex reech.

itsdlf, swinging with its

Mngwa

ST: 2127 MovelDodge 107 Sze 2

%(:%4 DPD/DR: ]lld , OWei.ght:? 200:30 Ibs
. amage: 10+ cut ngin:

HT: 151620 Reach:C Hebits.)

Mngwa groughly pronounced moon-gwa) are arboredl great
cats, larger than |eopards and totally gray in color, said to in-
hebit cartain jungles of Africa. The ndtives firmly believe in
them, and some Europeans have sen evidence of their exis:
tence. People have been found with their throats torn out,
dutching awead of gray feline hair-but thereis no known large
gr%w InAfrica. )

ngwasare solitary nocturnal cats. Quitecrafty(Stealth-18),
they are shy of humans, but will drop from above should a
human chance to walk by. Treet them asleopards (p. 20) inall
respects not covered here.



Mokole-Mbembe
ST: 200250  MoveDodge 55

Sze 10
DX:11 PD/DR:sz Weight: 45 tons
1Q:3 Dange 2d ¢ Origin?
HQT: 16/3846 Reach: Cl# Hab?tats Fw, S

The mokole-mbembe, a water monster from centrd Africa,
may be a surviving spedies of dinosaur. It mogt ressmbles a
miniature brontosarus, about 15 feetlong and 7 feet high at the
shoulder, and is reputed to live in the lakes and swamps of the
thickest, most impenetrable part of the central Africanjunﬁle
Many tribes in the areadlam to have encountered it - and they
dl agree that it's dangerous. It is apparently asolitery creature
-no one has ever reported seeing more than one

It is vegetarian, but quick to attack anything that it cannot
flee. It attackswith atal-whip (as abrontosaurus, p. 41, exoept
reachis2, for 2d damage,) but can dso tramplefor 2d crashing
dameage. Itshead can reechinto any of itsfront hexes, biting for
1d-2 crushing damage.

Mongoose

ST 1 MoveDodge: 108 Sze <1

DX:16 PD/DR: Weight 2-10 lbs
1Q:4 Damage:  1d-4er  Origini R

HT: 1535 Reach: C Hebitats J, F, P, D

Mongooses are amall camivores found in Africa and south-
et Ada, ran%llngfromg" to over 2 feet inlength, andbeanrg)?
adight resemblance to weesds They are active a dl times

thehtay and night, and can befound singly or in packs of up to
d

ght.

They are famous for killing snekes, though snekes are not
fteir favorite prey; they prefer to hunt rodents, birds, frogs,
insects;, and fish,” Their lightning-fest reflexes engble them to
jump ot of the way of striking snekes; then grab them by the
back of the neck before they can recover.

They will attack if comered, but will flee at the earliest op-
portunity. They canbe trained and make excellent pets, but will
alwaysdunt birds arr%%ther %ndrll animalsdrln mw their
owner discourages them. T ve rapi in
aessinto whigr??hey have been introdu?zd. d s
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Monitor Lizard

ST: 39 MoveDodge 7/6  Size 2-3

DX:13 PDIDR: 12 Weight: 3580 Ibs.
Q3 Damage: 1d-3cut ~ Origin: R

HT: 1214 Reach; C Habitats, J, FW, S, D

Monitors are among the largest living lizerds, messuring
from4to 8 feet long. They arefound throughout Africa, andin
suthern Aga from Arabia to Indonesia and Augtrdlia Mogt
gpedies live in or near water, though desart and deep jungle
edes do edd. .

They regularly raid crocodiles nests and et the eggs - no
mean feat, as crocodiles are among the mogt protective mothers
innature! They areactiveduring the day and a dusk, and canbe
found singly orin pairs- often onemonitor will decoy amother
crocodile while another carries away the

They will not attack humans unprovoked, but havenofear of
them ather. If comered or wounded, they can fight fiercely.
They will first by to scare off their attackershy Euf ing up their
bodies, hissing angrily and lashing their tails like whips. If this
doesnt work, they will try to grab their attackers in their pow-
erful jaws and claw with their feet. While their teeth are not
mede for bitin%g(e akes, they swallow their prey whole),
monitors have been known to amputete fingers and cause deep
wondswhenangry. - _

A rall againg HT is required by the victim of a monitor's
bite a failed roll means the wound becomes infected (s p.
B134); dl HT rdlls to recover from the infection are a -2
Audralian legend holds that the bite of the goanng, a type of
monitor, does not hedl for seven years.

Monkey, New World

ST:2 Move/D 8/7Sze<l
DX:615 PD/DR: 0/d gv_eight: 3151bs
1Q: Damage 1d-5c¢r rigin: R

I-?T: 1323 Rexh.C Habitats:.J

There are anumber of gpecies of New World monkey with
various habits, anatomies and gppearances. The above statistics
are for the capuchin monkey (the famous "organ-grinder's'
monkey), which is smaler than the average New World mon-
key, but the most common pet. The only other typesthat make
good petsarethesauirrel monkey, whichisdlightly smaler than

N W

—-—

Creatures ofthe Wild



the capuchin, and the spider monkey, which is dightly larger.
Adjust ST and hit pOi?f[]Sby 1 in% cae qu?qhi)rlls i%m
about 15 inches high, squirrd monkeys about 10 inches and
pider monkeys about 18 inches .

All New World monkeys are diumal except for the
douroucouli, which is exdusively nocturndl. Mogt are gra;i(an-
ous, traveling introops of 10to 30. Infact, the souirrel monkey
is S0 gregarious that it dies in captivity if islated from other
monkeys. Many New World monkeys, such as the spider mon-
key, havep[?henletalswhlchcm : used adse(trillmbsthmd
even as tectile organs Ca?m ins and squirrel monkeys, how-
ever, do not have prehendle tails. .

Monkeysareextremdly intelligent and active. Mogt arearbo-
real to some degree - some can legp up to 10 yards from treeto
tree. The purely arboredl ones move faster in the trees than on
the ground. If they have not been hunted by humans, some

ies are more curious than shy, and can be lured into reech
withalittlefood. If they havebeenhunted, they will flee rapidly
whenever humansgpproach.

As pets monkeys are known for their affection, jeslousy,
curiogty and mischievousness: They get into everything they
can, and ?et bored if restrained for too long. They must be
protected from drafts and cold - they are tropical animals,
remember. Theyoung makethebest pets.

Monkey, Old World

ST:3 MovelDodge: 87  Sze <1tol

PQX(:Sls DPD/DR:O/O L4 (\)N.eigm:R 2040 Ibs
: amage  1d-der - Origin:

HT: 1335 Rexch:C HabitetsJ

Old World monkeys tend to be larger than New World mon-
keys, and do not have prehensile tals. Guenons and macanues
are the most common ones kept as pets-the Statistics above are
for therhesusmonkey, atype of mecaque that isan average Sze
for Old World monkeys.

Mogt of the statements ebout New World monkeys are dso
true for Old World monkeys. Old World monkeys, however,
tend to become ornery as they get old, o even loving pets are
often given tozoosin their lafer years. They tend more towards
family groups of 6 to 15 members rather than large troops,

though some sedies are exceptions

Moose

ST:4050  MovelDodge 1266 Sze 3

DX:13  PDDR: 12 Weight:*34- ton
1Q:4 Damage: 1d+2 cr# Origin: R

HT: 151620 Reach: C Habitats F, S, P, M

The largest members of the deer family, moose stand upto 7
feet a the shoulder and may reach 9 feet or morein length. The
males have large antlers- reaching out ayard or moreto either
Sde of the head - which are shed in December and begin to
regrow in April.

Ordinarily, moose will avoid human company, though they
won't flee until actively approached. During the mating seeson
(Sept-Oct.), though, the males will drive away anything mat
approaches their territory. There are cases of moose chading
people up trees, and even ramming cars and kiling the drivers
- the reverse of most car/deer Sories

Moose are common to Caneda and the northwestern U.S,
They aredso foundinnorthern Europe and Asa, wherethey are
knownaselk. They tend to besalitary, but often group together
during the mating sesson and winter. They are active both day
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and night. They can do 1d+2 cr@in%edanage with ther ant-

lers or 1d+1 trampling damage with their hooves
Moray Ed

ST: 120 More/D 56 Sze<lto3
DX:12 PD/DR: Weight: 150 Ibs
1Q:3 Damage:* Origin: R
HT:1216  Rexth:C Habitats: SW

Morays eds come in all szes (up to 10 feet Ior;};), and are
commonly found in tropical sees down to depths of 150 fegt.
They aresdlitary animals, activenight and day. They arerarely
seanin open water, preferring to hidein shipwrecks and crevices
in the rocks and reefs. They are voracious, eating dmost any-
thing, deed or dive

A moray ed won't ordinaily atack a human, but a hand
Suck into its den probebl?/ looks like a small ediblefish to it -
% it bites And doesnt [et go. Treat the attack &s a hite to
%rapple(p. 55). Thevictim tekes damage from the bite only on
the turn in which he iss hitten, but will"begin to drown if hdld
underwater. Damage is besed on the ST of the ed; use the
cutting givenonp. B140 andadd 1 point. Evenagmdl
moray's hite Is bad news, and a large one can hold a person
down to die.

Nandi Bear

ST: 32-40 MovelD 8/7 Sze2#

IIDX:514 [I;D/DR: de gvleight:’)lzm lbs
: amage: 2d cut rigin:

HQr: 152430 Rexch.C, 1 Hagltas J,S

Nandi bearsaren't really bears, asfar asisknown, but resam-
ble bears more than a%ylhi ng ds They are sad to inhebit the
dengeNandi jungle and swamp of central Africa, and have been
relid)li/]arvepon by seasoned zoologists However, no hides or
bones have ever béen collected. )

Like bears, they can stand on their reer legs; towering up to
10 feet in height. They attack for 2d cutting damage, clawing
(1-hex reach) or hiting (dosecombat). They are shy of humans
andwill moveaway if they hear aparty oomw%.. Should aNandi
beer be surprised by a stedlthy party, it will Tight angrily, a-
tempting to disable as many opponents as possble before mak-
ing Its getaway.



Ocelot

ST:2-6 Move/Dr 107 Szl
DX:14 PD/DR:l/d Weight: 25-35 Ibs
10:4 Damage 1d-3cut  Orign:R
|-(|2r:14/&10 Reach: C Hd%lltai JF S D

Ocdots arc beautiful cats about3* 1/2to4* 1/2feet long, with
unusual markings superficially resembling those of Ieoﬁads or
jaguars. Their markings arenot s regular as those of the larger
cats, however, and vary congderably from animal to animd.

Ocdots arenocturnd animals, comfortable in the trees, but
morea home onthe ground. They livein pairs but hunt aone;
themateisnever too far away, though. They areshy of humans,
and will fleeif approached. A comered or wounded animal will
fight; its mate will not come to its assistance, though. Ocdlots
attack in dlose combat, doing 10-3 cutting damege.

Octofly
ST:810 Move/D: 56 Sdze2
IDX‘:113 FD>D/DR: ) g/eght: ggso lbs
: ameage: rigin:
HQr: 121620 Reach:C Hakgtats JPD,S

This eydless cregture is called an octofly due to its resem-
blance to the Terran octopus, but in fact hes onlx SX tentacles,
The body is dightly smaler than a wolfs, with the tentadles
henging ‘as much &s 6 feet below. It sensesits prey by thought
activity - the higher the 1Q, the more likely to draw an octofy.
Itis ez?].eudlly attracted by psonic activity, but may overlook
prey which is desping or hes a Mind Shidd (p. B169). It levi-
tates directly over the prey, then grapples with its tentedles and
congtricts until its victim is stunned or deed. At this point, it

instofesdwithitssharpbesk. 3 .

he octofly isanatural psychokinetic with the ability to levi-
tate. Its Power of 8 is strong enough to move its 60-polnd body
aaMoveof 6, and it cen essly carry off aman-zedvictimat 3
yardsfturn. |t attacksin dose combet gl[applmg withitstentar
des, eech of which hes the ahoverlisted ST. It may grapple with

two tentadles per turn, condricting on the turn after it has suc-
cessfully grappled. Each tentacle mugt roll seperately to grapple.

_ Ifit seses that its condtriction is having Iittle effect (1., the
victim has too much DR), it will attempt to grapple with two
moretentacies Damege (d crushlng) depends on the numbe of
tentadles grappling (1 tentecle, 1d-4; 2 tentedles, 10-1; 3 tenta
des 1d+1; 4 tentedes 2d; 5 tentacles 2d+; 6 tentecles,
2d+2). No more than four tentacles can grapple a man-sized
victima any one time.

Only plate mail (or its equivaent) will protect againgt the
octofly's constriction, bt it protectswithitsfull DR. Bresking
free requires a Contest of ST, with the victim choosing how
many tentacles to pull off at one time. The octofly does not
normally attack with its beek, but can bite in dlose combat for
1d-2 impaling damage.

Octopus, Giant

ST:616  MoveDodge 97  Sze 17

S el et
. Cut roin.

r?r: D22 ReOTC 12 b sw( )

Theoctopi of redlity areno threat to humeans. Neither are they
aslarge and strong &5 legend has OPonr ed them. This then, is
the octopus of legend, the stuff of which nightmares are made.

Giant octopi are common to the warmer sees of the world,
lurking in the shllows and waiting to grab their unsuspecting
victims. They can change cdlors to maich their surroundings,

meking them difficult to spot (Vison5). They have the most
gghly devloped eye of dl invertebrates, and seam to dtare
dly and intelligently as they obsarve their victims. They are

litary crestures, activeany time. "

Giant octopi prefer to use their camouiflage abilities to attack
from ambush, gaining the advmtaqhes of surprise (p. B122).
When the victim gets dose enough, the octopus will atemﬁtat/o
grapple with its tentedles. The tentadles of a 1-hex octopus have
resch 1; larger octopi have reach 2. The ST given ebove is the
ST of each tentacle; the octopus may attack with two tentedlesin
asngleturn. A Contegt of ST is required to bresk free of the
tentacles - to escape more than one, totdl their ST before rall-

|[H When the octopus has grappled with enough tentadles, it
will pull the victim toward its mouith (Contegt of ST), whereits
sharp b?scioes 1d+2 cutting damege and injects a Type D
venom (p. 51).

The tentacles themsdves do no . but the victim will
begin to drown if held underwater (se Smmming, p. BA1). A
tentacle can be diced through by cutting damege equal to one-
fourth the octopus hit points; impaling damage is not doubled
agang the tentades. Damage to the tentadles does not affect
overdl hit points o

Ifthe takes more than half damage, it will squirt out
adark ink cloud (equal in sze to itsdlf) and escape while its
tormentors are blinded.

Odrrich

ST: 2024 MovelD: 157 Szel

%(515 IS’D/DR:OI1d L \é/rqght:550450|bs
: amage 1d+1imp Origin:

HT: 151418 Rech:C, 1 P Hdgtats P.D

‘Theodrrichisthe largest living bird, standing up to 8 feet in
height, of which dmogt half is neck. It has an unusua -
ance, with the head and neck being aimost naked, Whl|eth%
is covered in thick plumage.
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- Odriches areflightless, livein large groups, and are primar-
ily diumal. They arenativeto Africa, but areasofoundwild in
someregionsof Audrdiawherethey wereintroduced.

Therr usud to danger is to run away; their repid
sesd makesitdlif |cu|tfog)r iatorsto catch, them. If disturbed
whileonthened, thefemalewill lower her headuntil it isonly
ﬁ;em |[ nches off the grou@iggtﬁ_rqmt]hwloralon O%?ﬁn lrg%ﬁ

QUi el_rmrT_qnls . isis thesource of the
about adriches hiding their headss to the send.

During the mating sesson, the males show no fear, and are
often aggressive. The females will do attack aggressively if
their nedis are threatened. Odtriches can kick quite high, often
|nf||(:t|nﬁé31d head injuriesand evenwounding ridersonhorse-
beck. Therr legs are equﬂed with large sharp daws that can
dissmbowel tatonestroke; thekick does 1ct+1 impdling damage
aal-hexreech

Otter

ST:34 MovelD 6/7 Szl

DX:14  PDDR Weight: 18401bs
Q4 Damege: 1d-3 cut# Origin: R

HT: 1156  Rexch:C Hebitats FW,SW

Ottersare aguatic camivores, inhabiting streams rivers, lekes
and oceans, living on fish (for the freshwater msbmdshdl-
fish (for seactters). Otters have elongated bodiies, broad, flat
heeds and webbed feet thet terminete to daws They are
friendly, ﬂayful credures who if trested well can survive in
captivity. Unfortunatety, they possessan attractive coat andare
hunted extengvely wherever they live. o

Otters dawsand teeth aredesgned for hunting fish, but can

inflict je on larger animalsand humans (14 cutting for
thedaws 1d-3 cutting for the teeth).
Creaturesof theWild -26-

Oowl

ST:2 Move/D 1710 Sze 1

DX:14 PD/DR: Weight: 525 Ibs
Q4 Damage 1d-3cut -~ Origin: R

HT: 1257 Bexh C Habitats F,M, P, D

Owls are nocturnd birds of prey, feeding mostly on smal
rodents tats, mice, molesand shrews (larger owswill dsohunt
rebbits, cas and coyotes ... in fact, there are tdes of great
homed owls attacking intruding human?). Therearemany dif-
ferent ediesof o, va'gg\g in length from5 inchesto over 2
feet, andliving inanumber of different hbitats. They possess
excdlent vision and hearing, and their festhers are very soft,
rendering their flight noissless and making them consummate

hunters.

Owlsare themogt intelligent birds, and some spedies
make good pets. can betrained toperform smple tasks-
retrievean obLet_I, capture small game, efc. They attack indose
combat with their beeks and dlaws, doing 1d-3 cutting damage.
Pangalin
ST:37 MoveDodge 36 Szel
I%Xslz FD/BR: Z{d sot ge’gm:F%SGG lbs

: amage: 10- igin:

HT: 1235 Rexch'C 1 Hatgnitets J

Thepangalinis anocturnal scaly antester, measuring about
Jincheslong, half of whichisitsprehendiletall. Itsheed, back
and tail are covered with sharp horny scales (it has sometimes

called awalking pine cone), while its bally is covered in
soft white fur. It has apointed snout with asmal month and
toothless jaws. Its tongue can thrust out for up to a foot -
useful, sinceitsdiet ismadeup of termites and antsexdusively.
It is widespread, but not particularly numerous, throughout
southern Africa and southeast Ada Some goecies are drictly
arbored, othersdig burrows. ) )
~ Whenthrestened, the pangalin rllsup intoabal, ﬂrotectlng
itshelly and e<posr\%|tss&ies It rocks back and forth dightly;
the sharp edges of the scales can do 1d-4 cutting damage to
anything touching them - ahand or an inquisitive dog's nose,
for example. Alternately, it can squirt a vile-smelling liquid to
the rear, equal inaimand effect to askunk's (p. 30).

Pangolin




ST 79 Move/D 87 S=1

F())X::Mé DPD/DR:]{d 3 g 'ght:R4(}65 bs.
. 6 amage: 1d-3 cut igin:

HT: 12 Reech.C Hagtas D,JF
The , Or javeling, ressmbles a wild boar, but is not

dosy related. Peccaries are found only in the Americas, one
iespreferring desert and scrubland, another tropical forests.
aeactiveinthe cooler parts of the day andnight.
. are aggressive and have nagty tempers, attacking with
little or no provocation. Their tusks are not large and do not
havearazor edge but do have asharp point - hence the name
"javelina"
] Desart peccariestravel in 0(};roupsof tento fifteen, whilejun-
glepeccariesmovein herdsof 50to 100 beasts-all may attack
It any oreof themisthreatened! Theherdwill moveaway from
dmg(;.r, butif oneiswounded, rall on(asAnimal Reaction Table
) & -3 to determine the herd's reaction. On areection of
orworse, the herdwill charge. .
A peccary'strample doesno red dameage. It candashwithits

tusksin dose combat for 1d-3 cutting damage.

Penguin

STiI-2 MoveDodoe 5/6Size<1

%(élo DPD/DR:l{d Al Vélraght:RIOZO Ibs.
: amage: 1d-4imp  Origin:

HT:11/34 Rexch.C Hah%lats A, SW

Penguins are gregarious, flightless searbirds, common to
Antarctica, but extending asfar north asthe Ga |dands
Their short, flipper-like wings are used to guidethem through
therough antarctic sees; underwater, the wings movein much
the same mation as those of a bird in flight. They breed in
immense "rookeries” covering miles, often in the most deso-
lateareasof theantarcticice They havefewnatural enemies the
Sealeopard being the mogt notable, ) ]

Penguins come in many shapes and Szes from the tiny
Addiepenguin to the Empa*o(r)g)engum, whichisthelarges of
itsfamily. Thelatter, because of its 3ze and attractiveplumage,
isoften captured for display in zoos and marine theme parks.

insareplayful birdsand show littlefear of humans. They
attack only it their young are threatened, jabbing with their
beaksfor 1d-4impaling damage.

Piranha

ST:2 MoveD 76 Sze <1
DX:13 PD/DR:0O/ Weight: 1-101bs
Iq;?, Dama(];_% 1d5 cut OrgnR
HT:133 eech: C Habitats FW

Piranharangefrom4" to2 feet long, averaging 8".Th

ae
found in warm dow rivers and sreams in Centrd a%Somh

America Insome places; they are 0 numerous asto make the
infested streams hazardous or impossible to bathe in or ford.
Legends of their ferocity abound, but are probably exaggerated.
Itistruetretthey canstripthemeet from a: mfr%?ogm
twominutes, that locd natives-many mising fingers and toes
- areterrified of them; and that they swim inlarge schodls and
areusualy hungry. Lesswell knownisthe fact that thereisno
verified case of piranhas killing a human. Thus, the GM must
decide howferaciousthey areinhisi

One piranha is no red threet. However, piranhas are not
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usudly encountered done they come in schoals of a few hun-
dred up to a thousand! Treat a schod of piranha as a Horde
(p. 50), doing 2d damage per turn, with abase Sze of 5 hexes

%daM%g%ldgnehe( isdigoersed for every 4hits of damage

neto

Poisonous Fish
ST: 02 MoveD 720610 Sze < 1
%(212 BD/ R:00 W%gght: *]JRMS Ibs,
: e* igin:
HT: 1528 Rggr?:g C Hab?tas Sw
This category includes many gpedes of fish with poisonous

gines that a cardess diver might brush agand. These fish do
not attack humans, but if approached will erect a number of
sharp spines that are connected to poison glands. Rookfish, soor-
pion fish (illusrated above), toadfish, seacatfish, zebrafish and
Sonefisharethemogt dagous exanples. Therearedso many
types of poisonous invertebrates in the sea - hydroids, anemo-
nes, seacucumbers, ssastars, seaurchins, brisfeworms and fire
cord may dl be encountered by divers o
Many of these fish are quite beautiful - mogt paisonings
oocur when a diver handles them. Only a few are found in
shellow water; mogt are found at soube-depth. .
Trest these fish &s accidentd encounters. If a player is too
cad in describing his character's actions underwater, require
aDX rall to avoid apoisonous fish that suddenly darts out of the
wreckage he is ssarching - many of these fish do lair in ship-
wreckd All have Type B or Type F venom; rall randomly to
determinewhich. The effectsrange from 1d to 3d damege.

Polar Bear
ST: 27-33
DX:13

Move/D Tl6#t Size:3t

PD/DR:I/ Weight: 600-14001bs
LQ:5 Damage: 2d2 cr# Origin: R

HT: 151824 Reech:C, 1 Habitats A, SW

Polar bearsare among the largest and most carnivorousbears

They average 7-8 feet inlength, with some meles reaching up to
9 feet, and stand about 5 feet a the shoulder. Their codts are
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whitewith ayellowishtinge, made up of long guard hairsand a
dense underfur. They are essentialy nomdiic, and will wander
milesin seerch of food. ) »

They actudly stalk like cets, taking advantage of hicing
plaesoffered by theterrain, and can beifficult to spot against
theice and snow- their whitefur blendsin (l%'tr? be snotted).
The hary solesof their pawsmakeit essy for themto walkover
ioe, andthey can ran et arapid pace. . )

They are excdllent svimmers (Move 3), sometimes crossing
hundreds of miles of water. The thick layer of fat under therr
sins buoys them up and protects them from the cold of the
water. Polar bears often hunt by swimming dose to shore and
Ieeprirgomatprwneerthewaer.. )

hey aretheonly largeland animals that will actually stalk
humanswith intent to devour. However, they won't do this as
long as sedls- their favoritefood- areplentiful.

In aoidition to sedls; they agokill young welruses A?ainstan
aolult walrus, though, apolar bear will ustially comeoff second-
best. Other favorite foods include fish, sea hirds - and their
egigs— andcarrion. A beeched whalewill draw polar beersfrom
miles around. i

They canclaw at onehex reechfor 20-2 crushing damage, or
bite in dose combat for 20-2 cutting damage. They can dso
bear-hug as do grizzlies

Also seeBear, pp. 89.

Porcupine

/

\i

o
Porcupine
ST:2-3 MoveDodge 2/5Size<1
[()3(:310 PD/DR:3/2 Orwd'ghtﬁ 103 Ibs
1Q: D e* igin:
HT. 1335 Reth G HebitatsF

Porcupines are large quill-bearing rodents; ranging up to 3
feet inlength, including afoot-long tail. They are dow-moving,
but most speciescan climb well and will dso swimif necessary.
They arefoundthroughout theAmericasandinAfrica, southem
Ada, and Indonesa - the Old World spedies do not dimb.
They are nocturnd Solitary cregtures that eat leaves and bark -
they can damagetreesintheir hunger. .

Dueto their spines, they havefew natural enemies. They will
never attack, but when threstenedwill turn their backsand strike
with their talls The quills are Iiﬁgy atached and come off
easily when touched. quill hes thousends of smal barbs

Creatures ofthe Wild

thet dowly driveit desper and degper into pierced flesh, pene-
trating about 1/8 inch per day. .
Anyoneenteringor reschingintotheporcupingshex must

makeaDX roll to avoid taking quills Touching theporcupine
reguiresaDX roll at -2. Anyonewho roughly grabs the porcu-
pine tekes oills automatically. The quills do no redl damage
going in, but each bunch does 1 HT damage asit is removed
plusanaoditional 1 HT damage per hour thetitisleftinthe sin
A bunchiinthis case refers to the number of quillspicked upin
oneturn. | anyone getsquillsin his hand, he may not use that
hand until he has removed the aills - and it i quite posshle
H;qa dremoving the quills will do enough damege to cripple the

Porpoise

ST: 1620 MoveDodge 1277 Sze 23

%(élZ ISD/DR:O/fdcr# (\Svreigm:leim Ibs
; amage igin:

HT: 1214  Rexch:C Hda?tets W

There are many spedies of porpoise and dolphin, ranging in
szefrom4 to 9 feet - statigtics given are for the 6- to 7-foot
ones. They are migratory mammals, found in coastal weters
throughout theworld. They arequitegregarious, livinginherds

of 50 or more. i . . ,

Porpoises will follow ships and dirdle them, seemingly curi-
ous and friendly, perhaps looking for ahand-out or a free ride
ontheship'show wave. They haveareputationasbeing friendly
tohumans, and therearetoriesfrom ancient timestothepresent
about them rescuing drowning humans. o

They canfight off sharks, though alone porpoisewill loseto
the average large shark. They attack sharks by ramming and
biting, doing 1d crushing damegewith abite, or 30+3 crushing
witha6-hex "running Sart." A" porpoisgs thin kin gives it no
PDorDR.

Puffin

ST: 1 Move/D 107 Sz <1
DX:10 PD/DR:0/ Weight: 810 Ibs
1Q:3 Damage 1d-4cut ~ Origin: R

HT: 1479  Rexh:C Habitats A

Thepuffinisamigratory see-bird, notedmodlly foritsattrac-
tive, colorful markings Thesemarkings, primarily onitslarge
bill, aremost flamboyant during the end of the mating season,
afterwhich thebesk malts, droppi nﬁ; thincolorful fragmentsto
the.ground and leaving the beek duller, but ill attractive.

From ancient times, sailors and fishermen have used (to
Fuffi n's predictable migratory pettern to their advantage. Puf-
ins awaysreturn to the same point to mateand lay their ¢
which they lay in rock holes or small depressions Capitdlizi
on this, sailors would pull the helpless, newly-hatched hir
from the holes and use them as inexpensve batt. If threatened,

uffins merely fly away, but if they are restrained, their large
scen cut for 10-4

Puma

ST:822 MoveD 107 Sz?2

%& 14 PD/DR:JJd \grgight: l§1}250 lbs
Q5 Daméege: 1d cut igin:

HT: 151319 Rexch:C Hagitas MSLE,D,P,

-28-



Thepuma- or cougar, catamount, mountain lion, panther,
ec. - is ahighly adptable large cat ranging throughout the
Ameicas a homein anumber of environments. It resemblesa
lioness, butisnot dosdly related to thegregt cats It cannot roar,
bet hasalovely loud purr. .

It is the champion lesper among cats, and is dlso the best
tree-climber. It can cover 6 yards in asingle bound, and alesp
of 13yards hasheen recorded. It canleap 4 yardsupinto atree
(theusual method of "dlimbing"). Pumas have been known to
arop from 60 feet and spring off a top spesd the next second,
obvioudy unhurt.

‘They are grest wanderers, having nofixed den except when
raiging kittens, and are solitary nocturnal animels. They swim
well, but didike water more then 4" degp, One puma wes ob-
srvedtojumpintoatres, runontoalimb, jump acrossastream
to another limb, then down to the ground, to avoid having to
swim-while being chesed by dogd .

Pumas stalk as doseas possible to their prey, then spring for
theneck (sse Goingfor the Throat, p. 60), atteckingwitheaither
apaw or ahite Most puma victims (deer and wapiti) die of
brokennecks )

The only authenticated puma attacks on humans are from
animalswith rebies, and froman aoolesoent pumaamost blind
withcataractsand starvingtodegth. Pumasareamong theshyest
of dll cats, and will avoid people s much as possble, but will
fight if wounded.

Rabhit

ST:l-2 MovelD 147 Sz <1
[8(:3.’)[4 PD/DR: . \6Veight: 820Ibs
1Q: Damage: 1d-5cut rigin: R
HT:142-4  Reach:C Heigitats P FA

Rabhitsarediurna herbivoresof the rodent family. They are
among themost ﬁrol ific mammals, breeding fromfour to eight
times ayeer with threeto eight inalitter. begin breeding
at sx months and continue for 7 to 8 more years. Rabbits are
very soda animals, living in groups of 1030, often with a
complex pecking order. Each of these groupslivesin anetwork
of underground burrows, cdlled awarren. )

Rebbitsarehunted for their fur aswell asforfood. Onerabbit
canprovide enough mest for a two-person medl. Rabbit fur is
very warm and is used around theworld for coatsand hats.

omestic rabhits meke acoeptable pets; though they tend to
mew brougs walsandfurniture. They canevenbetaught tousea
itter box.

Raoooon

ST:35  MoveDodge 6/7 Size< 1

DX:6 14 PD/DR: Jjé_ geight: 10-451bs.
1Q: Damege: 10-4cut ign R

I-(lzl': 1453 Reach:C Habitats. F,P

Recooons areamong the mogt familiar North American ani-
mals well-known bom for their appesrance and their habits
Thairfuris gray, with distinctive black markings-rings on the
tail, and a "burglar's mask" over the eyes They rate upto 2
feet inlength, with thetail adding another foot or more. Their
frontpawsaredmost handHike, quitedextrous, and have awell
da/elope:isa’ﬁedclf touch. o "

They are intdligent, inquisitive Lite e Tl
origihnglly lived inmngemrally near a/aer.ag?%hejr hdaih%
has been cut down, however, they have moved into open coun-
try. They have even moved into towns and dities It isnot un-
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usual to be awakenedinthe middleof thenight by oneknocking
over atrash can.

Raccoons are solitary nocturnal animals, and aregood dlimb-
ersend svimmers. Thar diet isprimarily camivorous: they will
est worms, insects; frogs, eggs, fish, efc. Fruits, nutsand ber-
ries are dso eaten, and raccoons can be condderable pests to
farmers, preying on poultry and eating com.

They are'amatch for most predators, and can even get the
better of hunting dogs They havebeen known to lure dogsinto
thewater and drownthem; they areat only -2 DX whenfightiny
inthewater. If provoked, araccoonwill attack by grappling an
biting in dose combet for 1d-4 cutting damage.

Rat, Giant
ST:6-12 MoveDodge 7/6 ~ Sizel

DX: 13 PDIDR: 111 Weight: 100200 Ibs
1Q:4 Damage. 1d-2 cut Origin: SF

HT: 17810 Reach: C Habitats Sub, F, P, S

Odious cregtures, giant ratsattack on sight. They are scaven
gers of the worgt sort and often carry disseses: Anyone hitten
must make aroll againgt HT to avoid the discese of the GM's
choice. Giant rats live in packs of 5 to 20, and are active d all
times.

Rhinoceros

ST: 125150  MoveDodge 147 Sze 10

DX:9 PD/DR: 2. ol Weight: 1-2 tons
1Q:4 Damege 2d+l cr# Origin: R

I-%’: 174050 Reach:C HabitasP

Believe it or nat, rhinos are related to horses. The black and
\ggite trﬁinosof Africaarettn%urrﬁ r21umr<$rtou?1 speue? thebl%
e more agressv ewhiterhin is arger.
blar:]l?rhinois ya%dslor% mdamgsuptOG%%tarthe
sf'o/_L\JIfder; thehwhite hrhi no t\s,flemdsrggher. betind the ot
rican rhinos have two, " " one behi .
hese are not homs In the gtrictest srg’”seoftheword - t%ey ae
made of hair and are not attached to the bone & dl. The front
hornisusualy longer, up to 3 feet long.
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rether than biting and holding. Treet themaslions (p. 20) indl
other respects not covered here.

Their teeth (which sometimes measured 11 incheslong) are
sarrated, and do extradamegefor their ST - 2d+1 impding in
dosecombd.

Scimitar Cat
ST:228  MoveDodge 96  Sze 2
DX:13 PDIDR:2 Weight: 250400 [bs,

1Q:4 Damege 1d+2 cut - Origin: lce
HT: 152024 Reach:C Hd)igtats M,PF

~ The scimiter cat wes a sabertoothed cat from Pleistocenes
times. Unlikethelarger smilodon, the scimitar cat's testh were
shorter and mede for cutting: the edgeswererazor sharp dong
their whole length. It diedl out just & humans were becoming
stabhsmdl, Emthaehgeismwalw |Euw%| o

Tregtitlikeany other large cat, except thet it bitesrepestedly
rether than hiting and grappling. Notethat itsteeth do cutting
damegerather thanimpaing.

Rhinos are modt active in the moming and evening. They
sddomwander far fromawater hole, asthey liketorall inmud.
They are nearsighted, but have acute sensesof smell and hearing

ison9, | and Hearing-16). The poor eyesight is re-

ected inthelow DX - rhinos have difficulty hitting moving

targets

The black rhino is a solitary animl, and edts the shoats and
twigs of smdll bushes, feeding a night. It is nervous and eesly
Sartled, and will usudIK fleepredators. It will run upwind for
miles, bulling its way through al sorts of brush and trampling
gmdl tressinits effortsto get away. Occasiondly, though, one
will charge - epedialy amother or wounded animd.

The white rhino is more ?rc_agarisz traveling in groups of
three to four. It lives in low-lying planswhere It feeds on the

grass Itisnot apgressive and it is quite unwary; as a result, it
has been hunted to near extinction. If spooked, it will dmost
dwaysflee S

Rhinos attack by charging, either impaling with the horn or
trampling. The horn does 2d+l crushing while the

trample does 10+2 crushing damege. Rhinos have very poor
memories, If arhino misses its intended victim, charging pest
him, it will often as not forget him and go blithely about its

business unless ababy isin .

Sabertoothed Tiger

ST. 2632 MoveDodge 8/6  Sze 2

DX: 12 PD/IDR:V/1 Weight 400-600 Ibs
1Q4 Damage:2d+1 imp Origin:lce

HT: 142024 Reach:C Habitas P,F, D

~ The sabertoothed tiger, known soientifically s thesmilodon,
didnot redly ressmble atiger inanything but sze. Its keleton
more dosdy resembles that of a lion, but the sabbing cats
divergedfromthehiting cats so long agothat ssbertooths arenct
dogdy related to any modem animd.
ooths knew early humans, and were hunted by them.
They probably returned the favor - some human skulls have
been found with sabertooth-szed holes in them! It is believed
thet the sabertooth hunted the great mammls; its testh were
adepted for didng through thethick skinto thejugular.
They are more Solitary than lions, and will hite repeetedly
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Scorpion, Giant

ST: 1214 MoveDodge 87  Sze 2

DX: 15 PD/DR: 3/ Weight: 75100 lbs
I(%:_Z Damage* Origin: SF

HT: 1316 Rexth'C, 1 Hebitats Sub, F, D

Giantsoorpionsareslitary creatures, activemostly at night
Most scorpions "hunt” by watln% for something to blond
intothem, and then grabbing it with their pincerswith extrao-
dinary speed. Treat thisasanattack (doing 1d-1 crushing dam:-
ﬁ a 1-hex reach that grapplesif thevictim loses the Contest

X. After grappling Its prey, the scorpion uses itsstinger
inject atypeC venomthat ooes 1d+2 damage: Thestingerits
doesl_d-l;mpa_imgkdamage The scorpion'sjawsare tiny and
wegc itkillswith thestinger, and then gumsitsvictim's bod;ll
tobits
~ Afterdinging itsvictim, the scorpion will bitefor 10-1 cu-
ting damage, slinging again if the victim is ill souiming
Bresking freeof the pincers requires a regular Contest of ST.



S

ST: 816 MoveDodge: 128 Sze 2-3

DX: 12 . PD/DR:0/0 Weight 150-2000 Ibs
IQr:5 Damage 1d-3cut  Origin: R

HT: 1216 Reach: C Habitats SW

Seelsaremarine mammal sfavoring the colder watersof the
north Atlantic and Pecific oceans. Th?/ arefond of basking in
thesun onbeaches rocks or iceflows. They areexcellent swim-
@sand F()Ji(l)lvers and cqu hold thel rhbreath for saf/e'ddml yﬁe

sare polygamousand matein huge groups; femdles of t
Ia“gergs_desyg/mform heremsaro&jrgdt eb|pS mdes They
arequite intligent and have an acute sense of smell. Camivo-
rousanimals, sedls eat modtly smdl fish and crusteceans
~ Becauseof ther intelli ssare often trained and used
indrcusesand camivals. They makeadmirablepetsandarevery
loyd totheir masters. Seelscan betaught complex tricksinvolv-
ing balance and memorization. They can evenplay Smpletunes
onhoms,

Shagamaw
ST: 1215 MoveDodge 117 Sze 1
DX:15 PD/DR: 0/ Weight 150-200 Ibs.
1Q:4 Damage- Origin: ML (USA)
HT: 1012 Reach:- Habitats F

The isavegetarian anima whose forepaws leave

prints identical to a bear's and whose hind paws leave moose
trackd! It is quite mischievous and delightsin walking first on
one st of paws, then on the other - hopdesdy confusing any
tracker. maw are totally hamless. They are more timid
even than rebbits - if one is encountered, it will flee. They are
reelly nothing more than a minor nuisance - they aren't even
particularly good eing. . .
Individu svary inthelengthof timethat they will
walkononesst _eet.Sumareatrmregular awitchevery
quarter-mile), whilecthersaremorerandom. TheGM isfreeto
invent other pedesof sha (wolf/deerarenice) toconfuse
overconfident PCs _Th|S|se_speudIP/ niceif twoparty members
aretekingturnstrailingananima ("f thought you sadthesewere
leopard tracks - can't you tell aleopard from agazelle?").

Shark

Shot, Great White

ST: 4050 MoveDodge 96 Sze 510

PX%Z DPD/DR:]!2d ! geight:é/ﬁtons
; amage 2d+1 cut  Origin:

I-%’: 1213645 Reach:C Hat%tat:SN

Shark, Medium (and Fresh-Water)

ST:2430  MoveDodge 96 Sze 35

DX:13 PD/IDR:1/1 Weight 400-1,600 lbs

IC%_:S Damage 2d-2cut ~ Origin: R

HT: 122025 Reach:C Hebitets SW, FW

Sharks indtill more fear in humans than any other animals
except posshly snakesand spiders. Yet each year, thereare an
average of only 50 cases of shark attacks reported worlchwide.
Ofthee, only 20% arefatd. Mot attacksinvolveonly onehite
- ently, sharks don' really like the teste of humans,

fact remaing, though, thet thereare sherk attacks. Some
sharks - notably the great white and themako - even atack
gl boats when angered or wounded.
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~ Sharks attack quite suddenly from below (or above if the
victimisadiver), entirely removing alargechunk of fleshina
sngle powerful bite. Blood loss is the most common cause of
death from shark attacks-thevictimwill continuetolose 1 HT
per minute until first aid is begun. .
Sharksbecomeangry whenwounded and excited a the amell
of blood Fthey can soent blood from 1,000 yards). In either case,
they will frenzy (trest as Berserk, p. B31), dl-out attacking
evary tum until thevictimisedten or the shark iskilled.
ksarefound in sessthroughout theworld. Some gecies
aefoundinthe shdlows, whileathersare common tothe open
s Shaksare activeit dl hours. Modt travel done, but some
dotravel inpacks o
The mako, tiger, whitetip, blue, bull, hammerhead and
lemon sharksal fall into the category of medium-Szed, ranging
from 816 feet long. There are 0 three gpedies of fresh-water
shark which fall into this category. The great whiteis Smply a
larger version-reaching upto 35 feetinTength- andistrested
the samein ll respects except damage.

Skunk
ST: 34 MoveDodge 35~ Size <1
IIDX:414 IS’D/DR: Oi é)/\/_eght:Rl%S Ibs
: amage: rigin:
I-%: 1235 Rexch'R,C Hagta:s F,P,D

The skunk is a smal member of the weesd family found
throughout North America. It growsupto 30" inlength, includ-
ingan 8" tall. Its diginctive black-ancrwhitemarkings serve as
awarning to predators toleaveit one- though some predators
haveto lean thehard way. . . )

“Skunks are solitary nocturna animels, feeding on insects,
mice, frogsand other amall animals. They sometimescauseprob-
lemsfor farmers by entering poultry runs, killing the hens and
edting theepgs They haveno fear of humans, are easlly tamed
andmeke aftetionate petsif raised fromkittenhood. They cannot
betrainedto spray oncommand. Infact, leaving the scent glands
inatameskunk may reultin aodidentd Spraying.,

If threstened, a Skunk will rase its tall, turn its back to an
intruder, and let %with a dream of vilesmdling fluid theat
recks for weeks. The skunk is remarkably accurate with this
pray & up to 4 yards range. The arc of fireis 60° - any one
target insidethat arc and within 4 hexes of the skunk isautomt-

icdly sprayed. _
Mk K RG] g e
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for the eyedits), If the skunk makesits rall, the victim's only

defenses areto Dodge or Block-only helmets and shidlds offer
PD protection againg this attack. (If the skunk misses its DX
roll, it hes dill hit the target, butnat intheeyes)
Anyone grayed in the eyes will be blinded and in intense
nfor 5 minufes Anyone Sprayed a al will stink for a leest
0 weeks - Up to four wesksif the soent isn't neutralized with
anadidic compound within 20 minutes. Anyonewho gets dose
enough to amell the victim will react & -3, In addition, the
person sprayed cannot use Sedlth to gpproach dosar than 10
yardsto anyone. A victimwill dso bethebutt of many tedious
remarksthat reflect an appreciaionfor low :

~ Skunks can dw hite for 1d-4 crushing damage, and some-
times carry rabies

Soth

ST:89 Mwe/Doclil?eQﬂ Szel

PX:5 n BD/DR: R OWquht:R 60-150 Ibs
: amage; 1o+ rigin:

Hq': 1310  Rexh'C Hebitas F,J
Completely arbored, dothshave arepuitation for being lazy.

Truthfuﬁy, othsareyerywiyeinthe%nwhimthgf%

upside-down with their hook-like dlaws, and they can, if

be, move quite quickly from limb to limb. When forced to the
ground, though, they” have difficulty moving and mugt do so

very dowly.
e(glottsa}lenocturnd herbivores, who et mainly leaves frut
and young shoots They are slert, sdlitary animds who are
eive, a/a((ijlgg humans whenever posshle. If forced
en

nor
to fight, they can defend themsdves with their formidable
daws doing 1d+1 cutting damege.

Sake

Condtrictor

ST 1224 MoveDodge2-4/6 Size 511

DX:13 PDIDR.O0 Weight: 50-250 lbs.
I(%_:S Dama%e* Origin:R

HT: 151530 Reach:
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Poisonous

ST:2-15 MovelDodge 2-4/6 Sze <14
DX:13 PD/DR: 0! Weight: 1-5 Ibs
IQr:S Damage™* Origin:R

HT: 15220 Rexch'C

~ Sekes are found in dmost all habitats. For the purpose of
smplification, only Sets for condrictor and poisonous snekes
areincuded here. For anon-poisonoushiting snake, smply use
the poisonous snake stats and the hiting table on p.
B140. The following examples are organized according to their
most common habitats

Fr&grwater condtrictor:

1d+4 to 1d crushing damage, depending on Sze
aggressve Centrd and South Arr:geri(a b

Freshwater poisonous: )
Cottonmouth - Type A venom, 1d+1 Damage: agressive
NorthAmerica

Desertpoisonous; . .
Desfh Adder-Type B, 3dH Damage aygressive, Audtrdia
Moccadn - Type'A, 10+1 Damege: aggressve, Americas,

Ada
Puff Adder-Type A, 2d+1Damage aggressve; Africa
Rettlesnake - Type A, 2d Damage aggressve: North and
Centrd Amgrica, o
Saw-Scded Viper - Type A, 2d+2 Damage: timid; Africa,

Asg
Sdewinder - Type A, 1d Damage: aggressive; Mexico and
uthwes US

Foﬁdpoiispnous:A 2dD ve Eu Ad
er- , 2dDamage: aggressive, Eur da
AspT%épX, 1d-1Dam etﬁd; Africa ope

Copperneed - Type A, 1d-1 Damage: aggressive; North

Ameni
. Cor? Sneke-Type A, 1d Damage: timid; Americas, Africa;
hite will not piercg any armor - bare skin only

Rattlesnake - Type A, 2d Damage aggressve; North and
Centrd America




Jungle constrictors: ) ) ) :
Anaconda- 1d4 to 1d crushing, depending on 9ze agores

e —
0a Condtrictor- 1d-4 to 1d, ing on Sze aygresive
Centrd and SouthAmerica ng .agg
_Python - 104 to 1d crushing, depending on Sze aggres:
Sve Africa, Asa

Jurgle pms%%is; Type A, 1d+2 Damage: ive arbo-

anana Sneke - , 1d+  yesive a

red; Southeest Ada TP aggr X .
Black MambaType A, 34 Damege ajoressve: Africa

Bushmagter-Type A, 3H Damage aggressve: Centrd and —=

South America
Cobra- TypeB, 24D resive; Africa, Asa
IndI_:a'-deLanoe - Type A, 2d+2 Damage: aggressve. West
ies

ndGg]gqon Viper-Type A, 3d+1Damage aggressve; noctur-
; Africa

Jraraca - Type A, 24, aggressive South America
Krait - TypéB, 1a+2 Damage tiny hut aggresive India
Taipan-Type B, 3d+1Damage timid; Audrdia

Mountain poisonous:
Ind(,:arpetViper - TypeA, 2d+l Damage: timid; Africato
2

Horned Viper - Type A, 1d+1 Damage: aggressve; Africa
Ratlald(ge-r Tygep%, 2d Damage: aggve North and
Centrd Amgrica

Plains condtrictor:
Rock Python - 1d-4 to 1d crushing, depending on Sze
timid; AfricaandAsa

Pla,jAndepOis%nousA 1to2dD ive Europe, Ad
er - , 110 2d Damege: aggressive; Europe, Asia
é;’fx- Tylp%p/-e\,ld-l Damage: ?‘r}nid;, frica ope
a- Type B, 2dDamage aggresive Afnc_g Ada

) Da/iplaType B, 2dDamage likes cultivated fields, aggres-
Sve Asa

Degth Adder-Type B, 3dH Damage: Audrdia
 Habu-Type A, 1g+1 Damage: likes houses and cultivated
fidds aggressve Ada
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Ratlesnake - Type A, 2d Damage: aggressve; North and
Centrd America

Ringhd - Type S, spits first (4-hex range), bites if ill
bothe'gd(l'ypeg,pgd dargngge); Afri(ca 7%
Al Spitting Cobra - Type S spits (4-hex range), then flees

rica

Swamp congtrictor:

Anaconda - 1d-4 to 1d crushing damage, depending on Sze
ayressve Centrd and South Arr}wgerica g

Swamppoisonous:

Cottonmoth - Type A, 1d+1 Damage: aggresive; North
Amgica . )
Af Rhinoceres Viper - Type A, 2d+ Damage: aggresive

ica

Tiger Snake-Type B, 3d Damage: timid; Augtrdia

Salligogter

ST: 418 MovelDodge 461 Sze 3

DX:13 PD/DR:2/ Wt: 1,000-2,000 Ibs
1Q: 3 Damage: 1d+2 imp# Origin: ML (USA
HT: 131418 Reach: C > Hdgitas S,(FW )

The snolligodter s a legless crooodilian creature with lor
ossy fur, whose favariterood ishumans. It will make do witl
other cregtures if need be, bat much prefers the taste of people:
The snolligodter's most unusual festure is the long sharp spike

that dicks Straight up out of its back. )

Inits search tor preﬁ the snolligoster swims through water
and mod (half through mud), propdlling itsf with its
powerful tail. When it pots a victim, it chergest ul | gpeed,
smkmgtheV|ct|mW|th|_tsbroad_snutandfh%)mghmmtothe
ar - usudly onto the spike, which does 10+2 impding dam-

rest the atteck as a dam (sep. BLL) - if the vicim losss
hoth the Contest of DX and the Contest of ST, he is tossd
toward theqke. Thesnalligoster must make another DX rall to
impde the victim - a miss results in the victim landing in the
water or mud, taking no damage but becoming stunned%reqw r-

ing a sucoessful HT rall to recover).
Creatures ofthe Wild



If the snolligoster successfully impales its prey, the victim
may attempt to Dodge A successful Dodge rall &t this point
relltsin the victim being impaled through an arm or leg (roll
foewhich). Critical failure means that the heed or vitds have
been hit. If the victim survives the impaement, he can pull
himsdf off the pike with a successful ST roll.

After securing a victim, the snolligogter will begt a rapid
refred to its lair, where it can Scrape its medl off the spike and
devourit & leésure. If cornered, the snolligoster can bitefor 1d
cutting damage. Onland, itsMoveis2.

Spider, Giant

ST:1240  MoveD 4127 Sze 17

DX:15 PD/DR:2/2 Weight: 250-700 Ibs:
1Q:2 Damage* Origin: SF
HT: 141035 Resch:C Hebitats Sub, F, J, S

Giant spiders come in thousands of spedes; having many
different techniques for catching prey - four are covered here.

Most giant spiders are poisonaus, the srength and type of
venom d(?ending on the pecies Venom strength can range
from ineffectua to deedly; types A, C, E and F are recom-
mended. Spickrs with weak venom will generally have srong
jawsthat doimpaling damagefor their ST (seep. 140%35%1@5
with srong venom will have wesker jaws, doing only half dam
agefor thar ST Ftill impding).

Webs. A sngle strand of web will generdly have DR 3 and
HT 6 for purposes of cutting. Touching the strand will have the
effect of grappling theaffected bt())g\( part. Bresking freerequires
no problem for asingle strand. Use

8T o asrelestnd for g although
or a single strand for grappling purposss, dthough some
drandsare extremely sticky an sﬁoﬁﬁe jvenahigher ST for

grappling purposes. Each additiond strand adds an additiond 2
to ST - a spider can generate one strand every other turn. For
purposes of lifting, asngle strand will have enough ST to sup-
port the spider’s entire mass
Anyonesumbling intoagiant spider'swebwill dso begr
gfe(ljband ]_V';Y)ilfl suff;aj immediate -2 t(()xl?gt(. G(ij\gest{]eweb a !
to 15 for grappling pun aContest is reguir
to bresk free. Ea%h fajleg r%lljl,p%\?e/a, will reult in thg\gictim

fatigue reeches 0, the victim is totally immobilized. While the
victim is struggling, the spider will be adding more webbing -
onestrand every other turn. Each strand adds2 to thewebbing's
ST. For purposes of cutting a victim loosg, assume that cutting
adrand subtracts 2 from the webbing's ST; when the ST of the
webhing reaches 0, the victimis totally free. Thus, to cut loose
fromaweb with ST 10 re%res cutting 5 dtrands; remember,
though, that the spider will be adding webbing. A victim may
escgpe through acombingtion of cutting and bresking free.

Web Spinnersuse avariety of techniques to web their prey.
Some use atrip-rope ted1n|que;%y|gfg agngle strand aoross a
path, then lying in wait & one end of the strand. The dightest
twitch of the srand will bring the spider running. This type of
Spider usually hasmany strands radiiating outward fromacentral
point.

Some pecies String webs aoross streams, game trails and
caveopenings. Many spiderswrap ther prey inmultiplestrands
of webbing (two strands per turn!) before biting them, others
smfly rush in and bite firgt, letting their venom do thework.

particularly nesty form of web-spinner is the Mind Spider.
Thisspider Soresmanainitstwo main eyes, giving it the ability
to cast the lllusion Disguise pell (p. M46) over itself and its
web. This usage is fa"rlyr passive - the mana is recovered as
repidly asitisexpended. The spdll superi the appearance
of the wel's surroundings over it, making both the web and the
Spider invishle. Touching the web, or casting the Dispd llu-
son gl (p. M46gA0n it, will make the web and spider vishle;
See Invisble (p. M50) will not reved the web's presence, d-
though Mﬁﬁ Sght (p. M49) will. The mind spider has no
venom, but bitestor impaling damage  itsfull ST.

Trap-Door Spiders live in burrows with dleverly concedled
trap-doors (-6 to natice). They are vege(sensitive to presure; if
anything approaches dosdy (within 2 hexes), they lesp out sud-
denly and grabit, dragging it back into theburrow. This attack
usualy hes the advantage of totdl surprise. Tregt the initidl a-
tack as a grapple; use Contedts of ST to determine whether the
Spider hauls off its victim, or whether the victim breeks free.

If its prey proves too much for it, the trap-door spider will
refredt into Its burrow and hold the door shut Any atempt to
pry the door oPm will involve a Contest of ST, with the spider's

- Tew single humans could hope to do it.
R e .

e

coubled

becoming further entangled - cosing 1 point of fatigue; if

Creatures ofthe Wild -34-




Hunting Spiders include wolf spiders,&';;mpi ng spiders and
thousandsmore. Rather than building aweb, these pidersroam
around, looking for prey. They pay out a web strand behind
themastheyhunt,sewrlngnfrequmtlyasthey%oalon —they
can sense anything touching the line a up to 20 yaras behind
them, and will quickly return to attack it. Jumping spiders can
leapuptothreetimestheir ownlengthto attack prey—treat this
& flying tackle(sep.B113. )

Sytodes is a genus of spider with the unpleasant habit of
spitting at itsprey. It does not spit venom, but aglue-like gticky
mass which rootsits victim to the spot! The spider then runsin

andbites injecting atypeA venomtor 2d damage; thebiteitsalf
does only half damage for the spider's ST. Use the rules for
bolas (p. B49) to determine the effects of the web-mass (d-
though theweb will never do damage); rangeis4yards.

Sting Ray

ST:310 MoveD 36 Sze 119

DX:13 PD/DR:0/ Weight: 2-750 Ibs.
1Q:3 D. e Origin: R

HQT: 14420 Rgh@ C1 gHébitaS SW

Sting rays are flat cartilaginous fish related to sharks. They
arehottom feeders, smaler than mantarays, but more dangerous
to humans. They are found in tropicd to temperete ses in
shallow waters to adepth of 400 feet. Their coloretion provides
%1 camouflage (Vison4 to be spotted) asthey lie onthe sa

om. Unwary waders will be stung by the whiplike tails if
they venture too dose; sing rays can whip their tals into their
own hexes and into any of thar back hexes They do not eat
humans - the attacks are srictly defensive. Thesting has Type
H venom (p. 51) that does 1d to 2d damageimmediately.

Strong Toad

ST2 MoveD 1/49ze<l

DX:g PDIDR:3/ gr\(ei_ght: 3»4(|8shI )
1Q: Damage * igin: ML (Chile
I-%UZS Reachi R g

Thestrong toedisapermanently crested megical animal used
a a guardian. However, there can only be one strong toad
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guarding any given item. If two sirongrtoads comein s?ht of
esch other, they will f|%h[to_thedeeth. hestrong toad islarger
than the average toad, but fill dightly smaller than ahouse cat.
It hesaturtle-likeshell, magically enhancedwith an Armor spell
(+4DR, no cogt), and glows in the dark.

Itsname comes not fromits physicd strength, but fromits

icd srength. It has an inherent individualized Lesser Gess
%p. 59) ability. This spell takesno time to cadt, and cods only

"fatigue," which is supplied from mana stored in the eyes
The eyes can store up to 24 "faigue" for spl-cadting pur-
poses. The summoning mege can commeand it either to repel or
draw people (and animals)- those arethe only two compulsions
it is capable of giving, asde from preventing attacks against
itsdf. This ability is a sort of "Mass Lessr Geas' - its spell
dfectseveryonewithin sight.

The strong toad does not speek, it Smply stares at intruders
and the?/ feel the urge to come doger or go back the way g?
came. If thegess's subject is drawn doser, the strong toad itself
cannot harm himin any way - that is|eft up to traps, lackeysor
thewizadhimsdf. )
~ Thedtrong toad cadtsits pell &t a il level of 15. The dl
is ressed by the subject's 1Q (plus Strong Will, if any). If the
strong toad winsthe contest, the subject must approach or retreat
astheGM dictates. The gpall's subject may not attack the toed,
trgl(tljgh hemay draw weapons and attack otherswhilemoving 1

turn.

 If the subject is compelled to gpproach the toed, the compul-
Son ends whenever the toad's madter releases the subject from
the spell's effects. If the subject is compelled to leave, the com+
pulsion ends when he is out of Sight of the toad and makes a
successful 1Q roll (one llowed per minute). If the pell is suc-
MUII)(]geSSed, the one ressing must roll again one minute
Iaer:[ (if he stays with the toad), or when next he enters the toad's
9

) H}edanage sthe strong toad'smagicad DR, but must
il get through the native DR of 4.
Swamp Ghogt
ST 1620 MoveDodge 107 Sze 2
DX:14 PD/DR:]Jld C\)l\llei‘gh'[: g]ESOZ(DIbS
1Q:5 Damage: 1d cut rigin:
HQT: 1215 Reach: C Hatgjlltas S
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This denizen of the swamps is not a ghogt; it is a perfectly
corporedl cat. It takes its name from its extreme sedlth, and
from thefact that itsgrayish-tan fur blendsamost perfectly into
the background. In 9ze, itis dightly smaller than aleopard.

Itisasolitary diurnal hunter, feeding primarily on deer and
other game animds found in the swamp. It salksitsprey, pre-
ferring to attack from the rear.

This cat is apowerful svimmer (Move 3), and can hold its
bresth for several minutes. It often tekes prey on the shordline
by svimming uptoit underwater, erupting fromthewater &t the
lagt ingtant. Thethick fur on itsover-large paws dlowsit to walk
eeslly on top of mud and even quicksand. It isnot bove taking
presélsrapped inmires

amp ghosis arewary hunters (StedlthS), and are amost
never surprised (Vison and Hearing-18). Therefore, they are
rarely seen andusualy they avoid largeparties. However, many
alone traveler has disappeared in swamp ghot territory.

Tasmanian Devil

Szl

Weight: 12-20 Ibs.
Orign: R
Habitats: F,M

MoveD 4/6
PD/DR: 0

Damage 1d-2cut
Reech: C

ST:4-6
|DX:413
I-%’: 15810

The Tasmanian devil is acarnivorous marsupia resembling a
3foot-long combination of a rat and a beer. It was once wide-
spreed on mainland Australia, but isnow confined to Tasmania
Itisheavy-set, with short stumpy legs, alarge heed and messive
bone-crunching jaws. Its fur'is mogtly black with white
blotches

Tasmanian devils are primarily nocturndl scavengers, eding
anything, deed or dive They are dow-moving, often lying in
walt by trallsor streams. They are rong swimmers (Move 2),
but not good dimbers. Their ferocity is greetly exaggerated,
largely amatter of legend rether than reglity.

Tazdwurm

ST:<1 MoveD 189 Sze< 1

%Xéls F[’)D/DR: 0 c\)/r\,/eight’\:/| El(g;v and)
: amage* igin: itzer

HT: 1435 Reach:C Ha%itas M
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The tazwurmisasmal flying lizard, reputed to be poison-
ous It is active & dl hours, and is usudly solitary, though
sometimes found in pairs. It lives strictly in mountainous coun-
try, andisvery sy ofhumans. o

Should it be surprised by aparty, it will fly away toitslar, a
gndl cave If surprised inits lair, it will atteck in desperation.
|ts sharp teeth can puncture up to heavy legther armor, deliver-
ing aTdvpermomdoing 2d damage ingantly. ltsMoveonthe

ground Is4; Dodgeis 6.

Terror Cat

ST: 1016 MoveDodge 6/6 Sze 1

%Xélz PDISDR: 10|1/%_ \6Vgghtzpr75150|bs
: amage: 1d+2 imp  Origin: Pre

HT: 151620 Reach: C ngta;sP

Thescientific namefor theterror cat is dinictis A largecat of
35 million years ago, it hadl attributes of both a stabbing cat
gﬁabenooth) and ahiting cat (modem cats). It measured about 4
eetlon%, sood low to the ground, and hadlarge canine teeth. It
wasneither fast nor agood jumper, but initstimeit wasthe mogt
formidable predetor around. ]

Sincenoterror cat ever s ahumanbeing, they would never
have developad the inherent fear of humans that most extant
animas have - assume that they will ettack humans on sight.
Treat theterror cat in dl other respects as asmdl lion (p. 21).

Tiger

ST: 3540 MoveD 107 Sz?2

DX:14 PD/DR: 11 Weight: 220600 Ibs
1Q:4 Damege 2dcut  Origin: R

HT: 152025 Reech:C Habitats J M, F

Tigers are grest cats usualy found in thejungle, though oer-
tain types inhabit mountainous areas and forests. They actudly
like water and will often liein riversinwait of prey (Svimming
Move-2). They are solitary, exoept in meting seeson, andtendto
benocturnal. They are sometimes active during daylight hours,
but never in the heat of theday (11 am to 3 pm.). During the
IceAge, they covered dmogt dl of Eurasia, but today arefound
only In partsof Sberia, Manchuria, Perga, India, Ching, Suma:
tra, Java, andBdli.

Tigersuse stealth to stelk up doseto their prey, rushing upon
their victimsfor the find 10-20yards. They arepowerful jump-
as, e to dear 6foot walls and legp 10yard ravines easly.
Their hearing and night vision are exceptionally keen (Hearing
and Vison 18 Night Visgon Advantage).

A tiger attacks by hiting its prey on the back of the nedk,
grasping its shoulder with apaw and atempting to pull it down.
In redl life, this will often bresk the prey's neck - for game

rposes, assumethat only critical successwill do <. Ifthe tiger

alls to break its victim's neck, it will shift its bite to the throat
and attempt to strangle (see Going For the Throat, p. 60).

Mot tigers will not attack humans; in fact, they will even
avandon akill if thereis any Sgn of human activity in the area
Only if one becomes unable to catch its naturdl prey - either
throudgh old age or injury - will it resort to maneair(\jg. Those
that do become man-egters prove to be crafty and hard to track
down (one man-egter killed in 1911 had esten over 800 peoplel).
Give them a Craftiness of a leest 12 (e p. 65). .

Infact, man has proven to be far more dangerousto the tiger
than vice versa. Six of the eight Spedes of tiger arein danger of
teIo;tinqli(ci)n, and there are probably less than 1,000 tigers left in

e wild.



Titanotherium
ST:250+ MoveDodge 95 Sze 15
PX :310 IS‘D/DR:Z3d (\Svr_eght: Fz)lr—7 tons
: amege o igin: Pre
I-%’: 175570 Reech: C Hagtas P
Titanotherium was aprehistoric mammal of 40 million years
ap. Itslargest pedies were over 8 feet high a the shoulder and

over 15 feetlong. Titeanotheriawerebuilt inthe generdl shapeof
arhinoceros, buit the heads were decidedly different. Somehad
no horns, some had one, athers two or more; none of thehorns
were sharp. These hors were undoubtealy used for mating bat-
{Iﬁes gince the carnivores of the era were no thregt to a creature

is Sze

Titanotheriumisaherd animl, probably diumdl. Itsreection
to humans would probably be caitious ation, atacking
only if provoked. It attackSby trampling for 3d crushing dam-

~The ddidtics given for titanotherium can be modified for

gmilar prehigoric mammals. Uintatherium is somewhet
gndler, the toxodont smaller yet, and bauchitherium is 1%
times largerthan titanotherium.

Tripodero

ST 1012 MoveD 27 Sze 3

S
: | crff Origin:

I-ﬁ': 113 R%R,C Habitas F, D

Thetripodero inhabits dry sorub forests such as the chaparrd
foregts of Cdifornia or the mesquite woodlands in central and
wed Texas. Its name derives from its bility to stand balanoed
onitslong hind legsand muscular tall. Itsbody is the sze of a
wolf, but 1t can sretch to aheight of 15 feet, Tooking over the
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|ow trees around it - a first people thought it had telesoopi
legs Itwaksondl fours, its&%ufordeggékmrgitld%rr%
ground, periodically pausing to stretch up to look Tor Frey.

The face is modly snout, which it uses in a pecliar way.
Whenit spatsprey (anything uptohuman Sze), it tekesaimand
its a hard pellét of Sun-dried clay at the victim. It caries a
pply of 10- oftfmepdletsmaa(rjg pouchinitschesk. It can
shoot only one pellet a a time, and tekes one turn to ready
between shots Treet theattack asamissileattack LSSQ Accl,
*1/2D ST, Max STx2; it never shootsa any thing that it won't hit
with full force). Thepelleisdo 1ck+1 crushing damage.

Thetripodero will avoid dose combat, though it can bitefor
1d-2 cutting damage. It can o tall-aveep info any of itsback
hexes, doing no damage but knocking down its opponentsif it
winsaQuick Contest of DX. Itisa3-hex creaturewnen walking
ondl fours, thoughthe last two hexesare tail and bent reer legs
[tisa 1-hex creatiire when danding.

Whde

ST:50150  MoveD 107 Sz 3%

DX: 13 PD/DR: 4/6-13 Weight: 25 tons
I(%_:S Damage* Origin: R

HT: 1420-70 Resch: C, 1-7 Hahitats: SW, FW

_ Whaesare mainemammalsof the order cetacea, compris:
ing S0 many typesthat it isdifficult to dassify themunder one
heading. They range in 9ze from the 10-foot orca (killer whae
- ge. 20) to the gigantic blue whale, which can reach more
than 100 feet. They aregregarious, rangwgam mals, oftentrav-
ding 60-70 milesin a day in groups of 3 to 7. Mogt feed by
filtering plankton and small crustaceathrough thewhalebone or
"beleen;" which is not composed of bone a all, but of a thick,
irHike material. Whales were persecuted in ancient times as
being e demons or mondters, bt they are nearly hamless to
humans - many couldn't swalow aman if they tried!

Thelargest whdles have e(tremel?/ thick skin covering uB to
20inchesaf biubber. This accounts Tor their high PD and DR
Modt hunted whales die from exhaugiion and loss of blood,
rather than seriouswoundsor damagetointerndl organs. Wheles
ae generdly nonviolent and have little fear of man, which
unfortunately mekesthem essy prey for whalers

Whirling Whimpus

ST: 1518 MoveDodge*  Sze 1
%X::y I5’D/DR: 3d7/1# 6/\[e|.ght':vI {DllJbgA)
: amege 3dor rigin:
HT: 1215 Reach.C, 1 aoitats
Thewhirling whimpus resembles agorilla exceptinits limbs

- thelower limbs are small, while the upper limbs arelong and
muscular and endinenormous paws. Itisableto ma?{ecdplg whirl
in place 50 rapicly thet it becomesinvigble (hence t of 7).
[tswhirling produces alow droning sound that seems to come
fromthetreebranchesebove. Itsfavorite ot to whirl isaforest
[Jéih pamnP through a glade at leagt 3 yards wide. It will wait
hﬁel_qwety until”it hears someone gpproaching, then begin
whirling,

] The%M Oecides which hex thewhimpusisin, but places no
figure. After telling the players that they hear the drone from
aove, he should note if any character enters one of the hexes
surroundingthewhirlingwhimpus. Any that dosuffer an attack:
3d crushing damege from the forepaws. Thewhimpuswill con-
tinue towhirl aslong asthereareapponentson their feet (it can

Creatures ofthe Wild



snee things magically). While whirling, it can moveat 1 hex
turn.

pe“lt may Sart or stop whirling instantly. Whilewhirling, ithas

no active defenses - it relies solely on its invisibility for de-

fense. Missle wegpons and spells which hit it will not be de-

flected. However, those passing within ahex will be deflected

away from the whimpus. .

Mage Sight will detect a faint glow of magic from the
whimpus hex, while See Invisible (p. M50) will actually dlow
the caster to seethe outlines of the creature. The whimpus will
whirl until ithasonly 3 HT left, a which paint it will run away
a Move 4 (not whirling).

Wild Boar

ST 2024
DX:14

MoveDodge: 87 Sze 2

PG I:I;D/DR:I/%dﬂ - (\)Nr.dght:R 200-400 Ibs
: amege igin:

HT: 152025 Reach:C Haigitas F

Large, short-tempered pigs, wild boars are among the most
dangerous game animdls. They have long sharp tusks, whose
razor enges are honed by the action of the opposing teeth. Wild
boarslivein groupsof 6 to 50 animls, with theboars protecting
the sowsandyoung. They areactivefromlateafternoontoearly
morning.

They arefamousfor bursting suddenly fromtheunderbrush,
and are capable of bresking ahorsesley and dissmbowling the
rider before he hits the ground. They are cagey bessts (Crafti-
ness 10 or more), known to hunt their hunters; and more than
onedog will usually belostinany boar hunt. .

Tregt their attack as a dam doing 1d+1 cutting damege if
they hit. Onceit has downed an opponent, theboar will continue
to gorefor 1d+1 cutting, or tramplefor 1d-1 crushing.
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Wisent

ST: 43-70 MoveDodge 136 Size: 3-4

DX:10 PD/DR:l/ Wt.: 1,000-30001bs.
1Q:4 Damege 1d imp# Orgn: log R

HT: 152025 Reach:C Habitats P,F

The wisent isa Europeen bison. The more common lce Age
gedes often represented in nedlithic cave drawings, wes a
plains dweller ﬁnoN extinct); another spedies lived in forests
The latter is ill extant, due to Polish and Rusdan efforts to
creste preserves for it. Treat it as albison for all purposes (p. 9);
itdoesltliimpding inaheadbutt, or 1d+2 crashing if it chooses
totrample.

Wolf
ST:8-10 Move/Dodge 9/7  Szel
IDX 5 14 DF>D/DR: 1é X \glreight:R7O170Ibs
; amage: 1d-2 cut igin:
I-(|2I': 1113 Reach: C Hab?tats FM AP

The wolf is a ferocious camivore, found throughout North
America, northem Europe, and Aga, and in early hisorica
times was even more wide-spread. Wolves are courageous and
intelligent, with greetfi%hting ability and endurance. They are
largely nocturndl, though they do hunt in the day. Packsr:
from 4-30; lone wolves can aso be encountered. Wolves
for Iihfg]awd a;? quri]te protective of r:he!r ma%d cubs of pck

They usu unt in ving a ;e
tactics (p. 57). yThe)/ atacmitirg ingdosa combet for 102
Cuttin They tend to rush in, bite out a piece of flesh,
then out of theway whilethe same operationis performed
by the other wolves Eventualy the prey weekens from shock
and loss of blood, and can be dragged down.

Wolf attacks on humans are a subject for hot debete. There
are no verified revent attacks, but ancient teles abound with
dories of wolves devouring people. The odds are good that
wolveswill not attack humansunlessthedlimateisso sverethat
other prey isvery sarce

e



Wolverine

ST:10-12 Men/Dr 86 Szl

DX:12 PD/DR:/. Weight: 3065 Ibs

1Q:5 Damage: 1d-2cut ~ Origin: R

HT: 1012 Reach: C Habitats F, A, M

Wolverinelce Age

ST: 1316 MoveDodge 86 Szel

DX:12 PD/IDR2 Weight: 50100 Ibs
105 Damege 1dcut  Origin: loe

HT: 1214  Rexh:C Habitas F, A, M

_ Thewolverineisamong thefiercest animalsinnature, though
it does not usudlly attack humans. The largest member of the
wegsd family, it fesambles acrossbetween aweesd and abear.
It measures up to 4 feet Iong - ﬁlusanother foot of tail - and
Sandsup to afoot andahdlf at theshoulder. )

Thedrongest mammdl of itsSze, itisableto drivemountain
lionsand bearsfromtheir kills. A wolverineis capable of bring-
ing down amoosethat ishampered sow. Itisactivefor
four hours at atime, then rets for four hours, continuing this
cydethroughout theday and night. )

Whilewolverinesdontt attack humans, they apparently enjoy
baiting them. Trappers are sometimes driven out of businesg/
wolverines raiding their trap lines, edting the trapped animal's
and ruining the traps. If hunted, they can double back and de-
groy the hunter's camp! They are the cagied beagtsin
nature: give them a Craftiness level of at lesst 12'to figure out
how to ruin equipment, evedehunters, detect and destroy traps,
andingenerd mekeafool out of ahuman. If cornered, they will
bite in dose combat for 1d-2 cutting. o

The Ice Age wolverine wes alarger ancestor. Tredt it likea
mod%gwolvenne except that it will attack humanswith dinner
in mind.

Woolly Rhinoceros

Woally Rhinoceros

ST: 120150 MoveDodge 136 Sze 10

|sz:19 gD/DR:S/gd ot geight:ll-z tons
X anage. 20+ Cr; 1gn: 1ce

HQr: 1714048 Reach: C Hebiats AP

The woolly rhino was a common figure in prehistoric cave
art. It Sood about 4 yards long and 6 feet at the shoulder, with

long shegay fur. It was asolitary animdl, probably active from
(ﬂg(throughda/vn. o vy

For al practical purposes, tredt it 8 a modem rhino ép 29),
except that it inhabits amuch colder dimate. It will usualy flee
humans, but occasondlly onewill charge - egpecidlly amother
or wounded anima.

Yeti
ST:18 MoveD 77 Sz 1?
|[8( 8 12 gD/DR:ng o We ght:M 4(I_I}($_(X)belt§)s
) amege 3d or igin: |
HT: 1020 Reach:C I-%abitats M, A
Yeti isa Tibeten word referring either to an unknown animal
of the Himaayas or amountain - no oneis surewhich.

Thenameyeti has been attached to one of the gredt | of
the 20th century - the Abominable Snowman. Although not as
essy to dismiss as the Bigfoot cresture of North America, the
yetl remains an dusive mystery. o

Westarn mountain dlimbers fregquently r1gJort yeti Sghtings,
and dories of "yeli scaps' ed by Tibetan monadteries
prompted noted Everest dimber Sr Edmund Hillary to retrieve
such objects for Western siientigts (who qlrjickly digmissed them
a made from the pelt of a rare goat). The yeti could be the
descendants of a race of giant prehistoric apes, fossls of which
have been discovered bf' eontologiss in China,

Y et ppear aslage, Turry whitegpes: They do not use weap-

and will af rappling vicms and ing unil
%&/ are(}%. U%I&?,/aqyg)lpwﬂ?run roman w lﬁesshs
lair or offspring are threetened. Theyeti are dso rumored to be

jicd crestures. If this isthe case, it will have Invighility ﬁat
will-costs 1 fatigueper use) and perhgpsanimal control plls
Its heart is its mana organ and is congdered very valuable by
mages and dchemigs

Creatures ofthe Wild



Dinosaurs
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Everybody loves dinosaurs - until they haveto fight
them, that is. The word dinosaur is taken from the Gresk
words for "terrible lizard." Even though dinosaurs were
not lizards, the nameis afitting one.

Dinosaurs were the dominant life-form of the
Mesozoic era - from 225 million years ago to 65 million
years ago. The Mesozoic is divided into three periods -
the Triasgc, from 225 million to 185 million years ago;
the Jurassic, from 18 million to 130 million years ayo;
and the Cretaceous; from 130 million to 65 million years
ago. Dinosaurs gppeared in the middle Triassc, and were
extinct by the end of the Cretaceous. The disappearance of
the dinosars was accompanied by a mass extinction of
many life-forms. Thereisgreat debateamong expertsasto
what caused this extinction - continentd shifts, globd
cooling and the impact of a huge meteorite have dl been
advanced &s posshle cases.




All that isknown of dinosaurs comes from reconstructions of
foss| remains, and thusis highly speculative - scientific spec-
ulation, but speculation nonetheless. Recent findings indicate
flat much of what has been popularly believed about dinosaurs
iswrong. They werenot the dow ploding creaiureswepicture;
rether, they were dynamic, (ﬂmd{ and active, perfectly adapted
to be the supreme mesters of their axé?ﬂem. The descriptions

jven here represent the best guesses of the experts; the GM is
reeto bring themmorein linewith his own beliefs
At lesst one example of each of the seven mgjor families of
dinosaur hes been induded:  codurosaurs, cml saure-
omithopods, Stegosaurs, caratopsians osaurs
Egrsosaursmd plesosars are ds included, even tholigh they
arenot truedinosaurs. )

The ambitious GM is encouraged to determine sats for as

many different dinosaursas are needed for his campaign, using

theones given here as guiddines

Allosaurus (Carnosar)

ST: 75100  MovelDodge 7/7  Sze 12+
DX:14 PD/IDR:212" Weight: 1:2 tons

1Q:3 Damege: 4d im
I-(|2I': 144050 Rexch.C, 1 v

. AIIosaJruswag posshly SItrrslultir]patecarni\éoL%Jtl resa’rf]bled
anosaus  but was smdler, fester, an arger fore-
Ii%rbs It measured 20-40 fet from heed to tal and 5(0(%31_5_ or
morefeet tal. |t was common to the Jurassic period, inhabiting
flood plains, forested deltas and lake shores o

It can bite to dose combat or a 1-hex reach for 4d impaling
damage. Or, it can claw in dose combat for 1d cutting damage
-its arms are reldively weak.

Ankylosaurus (Ankylosaur)

ST:40-50 Move/Dodge4/0  Size20+
DX:11 PD/DR:4/6 Weight: 2-4 tons
1Q:3 Damage:3d cr

HT: 154045 Reach: 12
41-

= dephantine legs,

Ankylosaurswereheavilyamored herbivoreswithpiked on
clubbedtals, Tmtsnlemeansofda‘ense(asdefromtheamorg
|stosmbg?<thelr tails - into any back hex, or any hex adjacent
};0 tlrtl? dogga( - f%r O%%gumomg damege. Ankylosaursarenot

uilt for dodging; is0.

Arkylosarus,— a typicdl member of the family, reached
lengthsof 25-30 feeet, and stood about 5 feet highby 8 feet wide.
It was a Cretaoeous dinosar, inhebiting flood plains, river
banks and lake shores

Brontosaurus (Sauropod)

ST:300+ MoveDodge: 5/0%# Sze 28+

|DX3:9 ED/DR:Z% Weight: 1530 tons
; amage; 4d cr

I-(lzl': 17/100+ Reach: 18

Brontosaurusis the more commonly-known name for the -
nosaur known scientifically as Apatosaurus. It stood on four
' hed along neck and tail, and measured 70-80
feet_(i)r&gength. It was common to the Jurasic and Cretaoeous

i
Harmless vegetarians, brontosaurs would inhabit flood
plains, us'ngzthar long necks to feed from trestops TheY may
0 beableto rear up onto theirback legs, dlowing themtofeed
fromthehighest trees.

Contrary to popular belief, Brontosaurus was not a svamp-
dweller - infact, it probably avoided them. Its primary defense
is its sheer Sze‘most carmnivores cannot even hope to hurt it. It
doentt hite, dthough itsbead and neck have areech of 8 hexes
Tramplmg? cloes 6d anditstail-whip can dso befatdl.

Thetal hasareachof 8 hexes and can swing 8 hexes per tum
(movement is measured by thetip of the tail). Brontosaurus hits
attomdicaly withitstail; anyonewithin the effected areamust
makea Dodgerroll to avoid being hit. Thetall does4d damage;
asessknockbeck asfrom adam.

Brontosaurusis so large that it getsno Dodge roll, except for
itshead, which Dodges & 4.

Dinosaurs



Ceratosaurus (Carnosaur)

ST: 5065 MoveD 6/7 Sz %

PX:314 DPD/DR::ﬁ| o i Weight: 1-2 tons
. anage im

I-%': 133240 Reach: C| P

A medium-sized two-legged camivore, Ceratosaurus hed a
horn on its snout - rare in camivorous animas. Possibly, it
usad its head to butt in mating bettles. Ceratosaurus measured
about 20 feeet from head to tail, and stood 1215 feet inheight.

It can claw at 1-hex reach for 1d-1 cutting damege, or bitein
doge combt for 3d- impaling damege. It inhabited river and
lake shores, flood plains, and hills during the Jurassic.

Deinonychus (Coeurosaur)
ST: 1518 MoveD 127 Sz 23
DX: 14 PDIDR: 1/ Weight: 100200 Ibs

1Q:3 D 142 imp #
o e ™

Thelargest codurosaur, Deinonychus reached lengths of up
to 10 fet. On eechfoat, It had alarge forward-mounted claw
used for disembowelling opponents. The forearms were dso
heavily dlawed. Treat the feet as the main wespon, kicking at
reech 1 for 1d+2 impding e Deinonychus can dsp hite
and dawin dosecombet for 1d cutting damage. Commoninthe

Cretaceous, it inhabited dry flood plains and river banks.

Duckbill (Ornithopod)
ST: 850 MovelDi 1216/79ze 20+

I%(S 14 PB/DR: ]/# Weight: 1-3 tons
HT. 1573 Reach C|

Typicd duckhills, or omithopods, included Trachodon, Cor-
ythosaurus and Parasaurolophus. Many duckbills had hollow
cress on their heads, which might have been used to produce
mating calls They stood upright to teed from trees, andtraveled
ondl fours, neer-tothe?round, feeding on herbsand bushes

Duckhills would be found in herds in swamps and deltes,
adonglakesand rivers, andon wetflogd;ians. They rangefrom
30 to 40 feet in length, their usud defenseis fleging, though
ome pedies havedaws; the latter can daw in dose combet for
1d-2 clittingdamege.

Dinosaurs
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ST: 1430 MoveDodge 7/7  Sze 330

PXé 14 BD/DR: ]Illd L Weight: 250-2,000 lbs
: amage 1c+1 im)

|-(|2r: 141025 Reach: C, 17 P

There were many types of plesiosaurs - Cryptoceidus and
Elasmosaurus being typicd examples. They were air-breathing
mﬁr;ne animas, filling the same ecologica niche as the killer
whde

Some have short necks, others have long and supple necks
that can reach 7 ?/ards in any direction - ided for plucking
peopleout of smell boats They range from 10 to aleast 40 feet
In length, though some authorities dam they reach 60 fest,

Pteranodon (Pterosaur)

ST:35 MoveDodge 1474 Sze 2
PX:%{4 PDD/DR: Oﬁ_ 3 Weight: 3060 Ibs
; amege. 1d-3 ¢r
|-(|2r: 1357 Rexch:'C
Pteranodon was awinged reptile (not adinosaur) common to

thelate Jurassic and the Cretaeous periods. It isthebet-known
member of the pterosaur family.
Some pterosaurs were as amal as chickens, others were
larger; Peranodon had & wing-spen of up to 35 feet, while
coatlus (below) wes larger yet. Some spedes e insects
others ate fish. may have been carrion egters
Whileit wes oncethought that pterosaursflew poorly, using
the wings manly for gliding, recent evidence shows that they
were actually consummate agridists Some experts believe that
they were elso capable of running about on the ground on dll
fours. GMs who subsoribe to this belief should give pterosars
Moves of 3-4 on theground; otherwise, they haveMoves of 1-2

Quetza coatlus (Pterosar)

ST 79 MoveD 26 Sz4

PXILM BD/DR: O{d' Weight: 100-200 Ibs
) amage; 1d1m

|-(|2I': 113  RexhC P



Quetzalooatlus was a winged reptile Smilar to the Pterano-

don, but with amuch larger winggpan. The only skeleton dis-
covered to date (in Texas In 1972) shows awingspan of 50-60
feet. Its head measures some eight feet to length, treat Quetzal-
coatins as alarge Pteranodon (above).

Stegosaurus (Stegosaur)
ST: 75100 Move/D 44  Sze 12+
DX. 8 PDIDR: 2. Weight: 23 tons

1Q:3 Di 3dim,
% 1506 Rt 12

Seysans wes a heavy four-legged dinosaur, measuring
20-30 feet long, with atiny head an(?ﬁjugeplateson its spine.
Thetail borelarge sikes, and wasuseful asadefensiveweapon.
Some experts believe that the Ste?oajrusamldf_lapthe plates
onitsback as a further defense. [f 50, anyone within one hex
must make a successful Dodge roll each turn to avoid being hit
for1d-2cutting damege.

In combd, Stegosaurus turns its back to dl attackers and
swingsits tail, which can lash into any back hex, or any hex
adjacent to theback hexes; for 3dimpaling damage: Stegosaurs
livedin flood plainsand dong shordlines, and werecommon to
the Jurassc. Thelr skeletons indicate that they were capable of
standing upright to feed fromtrees.

Triceratops (Ceratopsian)

ST:200+ MoveDodge 106 Sze 15+
DX%Z PDIDR: Sd_ZZ# Weight: 46 tons
1Q: Damage: 5dim

HQT: 175075  Reach: C .

Triceratopswas among the lagt dinosaursboth to, ?pear and
tobecomeextinct. It wasafour-I herbivorebuiltaongthe
lines of the rhino, measuring 20-30 feet in length.

It had an amazingly effective horn and skull formation; the
bonesof the skull flare out to protect the neck, l thewa%ba:k
pest the shoulderd Givethehead aPD of 4 andaDR of 6. The
three horns were long, sharp and angled for disembowelling
camosaurrs; Triceratopsiscapableof charging likearhino. Treat
itsattack asahead butt (p. 45) doing 5d Impaling

~ Triceratops traveled in herds, living in swamps and dong
river deltas. It wascommon to the Crefaceous

Triceratops

Tyrannosaurus (Carnosaur)
ST: 10150  MoveD 97 Sze 19+
DX:15 PDIDR: 2/ Weight: 45 tons

Q3 Damage: 5d+2im
HQT: 155075 Rexch: C, 1.2 P

Tyrannosaurus was the largest meat-eating animal ever to
havelived, and no predator had stronger jaws. |t measured about
45 feet from head to tail, stood about 20 feet tall, and had a
4-foot head armed with 6-inch teeth. It dso had ridiculoudy
gmdl and usdess fordimbs.

Itslegs were much longer than those of Allosaurus, whileits
dawswere shorter. |tstorso was dso shorter, benefiting spesd.
Despiteitsgrest Size, itwassurprisingly %g/a‘ul andfast. Ithad
to be: it was going up againgt the most heavily-defended of all
dinosaurs - the ankylosaurs and ceratopsians.
~ Tyrannosaursattack with a terrible bite, doing 5d+2 impa-
ing damageat up toa2-hex reach. Unlikealosaurs, they donot
kick; their legsand feet are adapted morefor running and dodg-
ing, avoiding counterattacks from their prey's weapons.

Tyrannosaurslived onflood plainsandin swamp forestsand
were common to the Cretaceous.

Dinosaurs



DOMESTIC ANIMALS

This section describes those animals, both domestic
and dometicated, which havebeentamed and areusedby
man. Domesticanimasarethosewhichhavebeenbredfor
certain traits - dogs cattle, horses, pigs and gods are
examples Domedticated animals are those which have
been left primarily as found inthewild Sate, either be-
causethey are useful asis or because the wild hes pro-
dluoed the best survivors for the area. Elephants, llames,
camds reindeer and yak are examples of domedticated
aimds The ca is a gedd casg being both - some
breeds are dightly modified, mog are not.

Habitats are liged only for those animals which are
dofoundinthewild gate.

DomesticAnimals 44-



ST: 3240 MoveDodge: 6/4  Size 3

DX:9 PD/DR:1/ Weight: 900-1,100 Ibs
1Q:4 Damage: 1d+1 cr # Origin: R

HT: 1215 Reach: C Habitas D,P

Camds are large herbivores used in desert areas as mounts
and heasts of burden. They stand 67 feet & the shoulder. The
Arabiancame hasonehump, whiletheBactrian or Aan camel
hestwo. The Arabian isunknown inthewild, but the Bactrian
isill foundwild in the Gobi Desart.

Camdsarewell-agpted to their desartlives, with [ormg?1ladwes
toprotect their eyesfromwindblown sand, and nostrils that cen
be reedily dosenl to keep out sand. Camels store fat in their
humps, to serve as an energy reservewhen food is scarce. They
aeaodletodorewaer intheirtises

Camelspossess astrong odor thet, to the uninitiated, is quite
unpleasant. They aso have the unfortunate hebit of spitting &
bothersome people. They areknown for their tubbormness and
short tempers - dl Anima Handling kill rolls are at -4.

Inthe wild, camels are gregarious diurnal animals, found in
groupsof upto 15, though 4t0 6 is more.common. Wild cames
will usually fleehumans. Camels cen tramplewith their hooves
for 1d+1 crashing damage, or bitefor 1d

Ca

ST:24 MovelD 157 Size< 1
DX:14 PDIDR! ; Weight: 515 Ibs
1Q5 Damage 1d-4cut ~ Origin: R

I-(IQT: 1323 Rexh.C g

A dometic animdl, kept asa pet. Cas are covered in more

detail in Animal Companions (p. 72).

Catle

ST:4080 Move/Dodge: 8/4 Sz 3

DX: 89 PD/IDROO Weight: ¥>1ton
1Q:4 Damage 1d+1 imp# Origin: R
HT:1417 Rexch:C

45

Cattle - cows and bulls - are found throughout the world
and have been domesticated for centuries; some species could
not survive in the wild anymore. Cows are gentle patient ani-
mals, but bulls are famous for their short tempers. In 1%t cen-
tury America, bulls were respongible for more human injuries
than any other animal. Mogt male cattle are castrated as calves,
and are Calledl teers; bullocks or oxen.

Oxenare used as draft animals-see p. B144. Cattleare kept
for amultitude of purposes: meet, dairy products, lesther, glue,
0ap, fat, medicines, etc., and in the past were a common me-
dium of exchange. A fine horse, for example, wes sid to be
worth so many cattle, and cattle were given asa dowry or paid
asabride-price. Threatening tokill afreeman's cattle was often
moreeffective than threstening to kill his family.

_ Bullsattack with acharge - adam and a trample. The dam
istreated like:ahead butt (p. 45) doing abese damage of 1a+1
impaling (bullswith short hornswill do only 1d crushing). After
knocking its foe down, the bull tramples with its hooves for
1dH crushing, helved for running through thehex. It will then
turn around and gore the prone victim, thistimedoing only half
head butt damage because the speed of the charge s misding, If
thereisanything left, thebull will tossthe remans: tregt thisas
falling damage from 5 yards SE B13). . .

Bullfighting is a Physica/Average skill defaulting to DX-5.
A successul ll roll dlows the metador to guide the bull's
ma%cla harmlwdeg [?as himsdlf; failure means beg ed and
posably trampled. The matador may attempt to sta the bull as
itrunshy: Bullfighting ill -4 to hit, sncethemain action isto
avoid impalement, o . )

Creten entertainers leamed a smilar Physical/Hard skill,
Bulldancing; they to?/ed with theanimal, even vaullting over its
horns, but didnotkillit. A separateroll isrequired for each trick
performed. Failure indiicates a fall, possbly resuiting in being
gored or trampled. Bulldancing defaLilts to Acrobatics5.

Dog

ST: 112 MovelD 4-12/6 Sze <1t02

DX: 11-12 PD/DRA Weight: 5150+ Ibs.
1Q:5 Damage* Origin:R
HT:12-15412 Reach: C

A domegtic anima, used for hunting or asapet. Large
can be usd &s draft animds. Most cods are not thi
enough to serve as armor, though a thick-coated dog will have
PD I,DR 1. Somebreeds (bl nds, for ingance) have very
keennoses and a Smdl roll of 18

Some dogs are ferdl - treat themas wolves, coyotes dholes,
dingoes or jackals - whichever seams most gppropriate. Dogs
bite in dose combt, doing cutting damage for their ST. Some
breeldswill bite repeetedly; others (eg., bulldogs) will bite and
not let go.

For r%%re ondogs, seeAnimal Companionsonp. 72

Donkey

ST: 2025 MoveDi 85 Sz?2

DX:10 PD/DR: 0 Weight 500600 lbs
1Q:4 Damage 1d-1 cr# Origin: R

I-(lzl': 1013 Rexch:C, 1 Habitats P

Smdl eguine animas, donkeys are aso called burros and
a%s They are patient animals, more sedate than mules, and
very surefooted (DX 15 for any roll to keep their footing).
Miners fa the American West relied exdusivly on donkeys, as
the donkeys could go into mountains and deserts where mules

Domestic Animals



coud not, and est desert vegetation that would have killed
horses Donkeys aremild-mannered beedts; they will not biteor
kick unless severdly molested. They hite for 1d-1 hits of crash
ing and kick totheback hexesfor 1d. Though donkeys

makesmall mounts, they aresturdy, strong bessts and humans
can dill ridethem.
Falcon
Seep. 15
Fowl
Chicken
ST:1-2 More/Ds 76t Sze<l
DX:13 PD/DR: 0/ Weight 3101bs
1Q:4 Damage 1d-5imp  Origin:R
HT: 1212  Reaxch.C

Chickens are the most common barmyard animals They are
cgpableof limited flight- they can certanly fly into aperson's
faceandtry to peck out hiseyes. Roodersare aggve cock-
fightshave provided entertainment throughout theages: Chick-
enscan actually mekequiteaffectionate pets. Move givenison
theground; mog chickenscannot fly any greet digance

Duck

STi-2 MoveDodge: 4107 Sze <1

%:}4 SD/DR:Ollod- s al\./ei.gl‘rth 3101bs
! amage: 1d-5¢r rigin:

HT: 1412 Rexch:C Hdgtats Fw

Ducks are small waterfowl, frequently hunted or kept on
homesteads that have ponds. They often become affectionate
pets Wild ducksareamong the fastest fliersinneture; domestic
ducksare not. A duck will attack apersonif it feds threatened
enough, but no duck is as aggressveas arooger or goose Move
givenisforflight; on the ground, ducks have Move 2.

Goose

ST: 13 MoveDodge  7/7# Sze <1

DX: 14 PD/DR: 0/0 Weight: 815 Ibs
1Q:4 Damege: 1d-4cr -~ Origin: R

HT: 1435 Reach:C Hebitats FW

Domestic Animals

Geeeareaggressivebirds, largefor barnyardfowl. The are
superb “wetchdogs" oncethey dertedthecitizensof Rome to
inveding barbarians. Anyone approaching afarmwith geese
will be met with loud honks and possbly an aggressve charg.
Geeerunatintruderswithwingswideandbeaksreedy tope
They arelessamenebletotraining than other fowl. Movegiven
isfor flying; on the ground, geee areMove 3.

Goat

ST 812 MovelDodge 96 Sze 1

I%(:413 FI;D/DR: 10 o Weight: g}:m lbs
; amege* n

HT: 15610 Rexch:C gHabitas M,P

Medium-szed herbivores; goatshavebeen dometicated for
centuries: A whole herd of goets can live on land that would
barely support one cow. Goatsmakeinteresting pets- they are
subborn (any Animal Handling skill roll isat -3), but they can
beaffectionateand funny companions. Goa'smilkisprized in

patsoftheworld.
ary of drengers, goatswil | fleeif approached. If brought to
bay, agoat will butt, thenfleeif thereisaway out. Trest thebutt
asadamattack for damegeegua to 1d crushing for every 100
Ibs of weight (Ia%egoashwemmknmmnto il peoplewith
headbutts). Givethegoet +2 ST for determining knockdown.

Horse

Horse, Cavalry

ST: 3240 MovelDodge: 168 Sze 3

%Xz:tg BD/DR: Olfd+2 cr#vgght %001,400 Ibs
X amege: gin:

HT: 1215 Rexh'C, 1 g

Horse, Draft

ST: 5060 MoveD 126 Sze3

DX:9 PD/DR: 0/ Weight: 1,600-2500 Ibs
Q4 Damage: 1d+2 cr# Origin: R

HT: 1316 Rexch:C||

Horse, Heavy War
ST: 4050  MoveDodge 147 Sze 3
DX:9 PD/IDR: 00 Weight: 1,500-2000 Ibs

1Q:4 Damege 1d+2 cr# Origin: R

HT: 1215 Reach:C, 1 g

Horse, Race

ST: 2632 MoveD 189 Sze3

DX:9 PD/DR: 0/ ; Weight: 800-14001bs
1Q:4 Damege 1d cr# Origin: R

HT: 1214 Reech:C, 1 g

Horse, Saddle

ST: 2835 MovelD 26 Sze3

DX: 9 PD/DR: 0/ Weight: 800-14001bs
1Q:4 Damage 1d o Orign:R

HT: 1214 Reach:C, 1 Hebitats P

Pony

ST: 2430  MoveD 136 Sz=2

DX:10 PD/DR: O A Weight: 350-700 Ibs
1Q:4 Damage 1d-2 cr#t Origin: R

HT: 1113 Reach.C, 1 HebitatsP



Dometic animals, kept for riding and draft purposes. Horses

range widely in both §ize and temperament, )
esize of a horse is messured in hands at the withers, the
high poirt of the back where the neck joins the shoulders. One
handis4inches A horsethat stands 15-2 hands stands 15 hands
plus2 inches, or 62 inches, & the shoulder.
~ An 18hend horseisagiant, a Percheron or Clydesidle. 152
is congdered theided height for acavalry mount 13 handsis
about the sze of the ponies of Genghis Khan and his Mongol
amies(any horeof 13 handsor lessiscdledapony).
darl-rlgg? cg1 I<_|(:I§j into frfontlglreerumhe( grggee listed
or bitein dose combat for 1d-1 crushing
For moreon horses, seeAnimal Companionsp. 73

Llama

ST: 1620 MoveD 136 Sz&?2

PC))( :‘%1 SD/DRZZI c\)N_ei ght:Rl(I)-C{D Ibs.
: amage:- rigin:

HT: 1215 Reach: - Habitats M

Llames are related to camels, and were domesticated long
hefore the Spanish came to South America. They are usd as
beadts of burden in high, rugged mountainous arées. A related
Jedies;, the quanaco, may be treated as a wild Ilama, found
primarily inhigh mountain meadows. i

Llamés are diurna herd animals, found in groups of 512
They dtand ebout 4 feet high a the shoulder. They areused as

animals, and meet, wool, tallow, leather, rope and even
uef areobtained fromtheseanimals. They aretoosmall to ride,
%@I% packs up to Light encumbrance - they will refuse
ier

Llamas will it when angry, but their hite and kick are

ineffectud; flight istheir only defense.

Mule

ST:3040 MoveDodge 85 Size 2

DX:10 PD/DR:0/! Weight: 800-1,400 Ibs.

1Q:4 Damage 1d cr# Origin: R
HT:1214 Rexch:C, 1 g

Mules arethe Serileoffspring of adonkey andahorse. Their
reputation for gubbornnessis largely undeserved. Likehorses,
some mules will dlow themsalves to be overworked - even to
death- most, however, will merely stop working when they are
tired. Mules are favored as draft and pack animalsfor thisvery
trait - replacing animals that dlow themsdlves to be over-
worked can be expensve. Mules are o less high-gtrung than
horses, though some will il shy a suddennoises Mules are
rumoredto have adeep fear of water, but thisisunfounded.

Mulescan kick into any front or back hex, doing 1d crushing
damage They can dsobitein dosecombat, doing 10-1 crashing

big

ST:100 MoveDodge  7/5  Sze 12

%(6 u PDD/DR: mn g\/_elght:Rl(I}AH)Ibs
: amage- rigin:

HT:151013 Reac%gec d

The modern domedtic pig is a crosshread of Agatic and
Europesn pi gs- medieva pigsweresmaller andfagter. Pigsare
more human in their habits than most hoofed animals - they
adaptwell to human timecydes Modern pigsare raised mainly

A7-

in dies but in ancient times pigs were sent into the forest to
browse, withaswineherdto guardthem. They weretaught from
piglethood to come & the cdl of ahom.

Domestic pigs are not good fighters - they lack the sharp
tusksof their wild ancestors. At best they will attempt tobowl a
personover and runpedt. Treat thisesadamattack, withthepig
getting +3 ST to determine knockdown.

—

ST: 618 Move/D 86 Szl

qu:is IBD/DR: zld s \glreigm: Fgmso lbs
; amage: 1d-3cr igin:

HT:15/6-8  Reach:C g

aegrazing animals, rasedin largeflocksfor wool and
meat. They areshy and skittish, wary of most humans. They are
d9 totdly defensdess, making them attractive to pregetors.
Sep ae usudl%/( turned looge to graze on their own, with the

protection of a d and his .
Rams are aggressive, and will charge if provoked. Tredt a

ram's attack asadlam, withtheramgetting +3 ST for determin-
ing knockdown and doing 1d-3 crushing In ahead but.
Water Buffao

ST: 5570 Mwe/Dold[(ie 74 Sze3

DX:9 PD/DR: Wt.: 1,500-2000 lbs.
1Q:4 Damege: 1d+2 imp# Origin: R

HT: 1316  Reach:C P 09

Thewater buffalo isafamiliar animal in Ada Itisaplacid,
ient beedt that dllows |ittle children }o herd it with aswitch -
et It canturnon a stranger and trample and gorehimin afew
seoondis. It doestrampling damege for 1d+1 crushing, or gores
for_1d+2 impdin?. )
Trest water buffal oesas cattlewithtemperaments somewhere
between those of cows and bulls. Weter buffalo are patient with
their medters, wary with anyone de A person gets a -4 to
Animal Handling when dedling with awater buffalo if heisnot
familiar with this particular animdl; -3 after aday, -2 after a
wee, -1 after amonth, and no pendlty after 2 months.
The above stats can dso be used for the wild Cape buffalo,
one of the most dangerous game animds dive. Trest the Cape
buffalo asalage, savage water buffalo, inhabiting wet plains

hunters), often doubling beck upon its pursuer, Many a hunter
has been surprised from behind by the charge of a Cape buffalo.
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LOATHSOME GRAWLERS

Stinging insects, dimy vermin, and similar horrorsare
treated like skin-affecting gas (p. B132). Clothing will
keep them off for 2 turns, armor for 5. After that, they
penetrate, doing whatever damage they cando. The result

of aninsect atteck canrangefrom harmless misery to quick
Cegth.

Loathsome Crawlers -48-



Ants

Ants are found, dmodt literdlly, everywhere. Mogt live in
large underground nests, with some: pecies hilding large
mounds above the entrances. A few species live above-ground,
travelinginlarge colonies ] )

Mot ant bites, whilepainful, are nothing more than aminor
nuisance. Some ant svarms, however, can completely strip an
animdl to the bone in a matter of minutes. A Svarm is about
m withhaerM?ve of 2. Depending on spgjes it does

o efrom 1 point per turn to 1 die per turn.

Most mgyalvr onthe quverpgld oFf)Firhis sde An anpawam
doesdamagetoany foethat isnot completely protectedoy heavy
clothing or armor, andisdigpersed by 15 hits.

Bas
See p8.

Bees Wasps and Hornets

Bees usudly will not ging unless molested. A single bee-
ding is no problem, unless the victimis dlergic. A swarm of
bees can be quite dangerous, though. o

A swvarm s about 1,000 bees, with Move 6. It doesstinging
damageof 1 hit per tun unlessthefoeis completely covered. It
isdigoersad by 12 hits, and will give up the attack if the foeis
chasd S0yardsfromthehive. A beehive can eesily hold 30,000
?eas if %neomknod(smeover, hesgot aHordeto ded with
®ep. 50).

Wasps and hormets are more solitary than bees, being found
doneorinsmal nedts A large homet's nest might hold 1,000
msna:st Treat wasp and hornet swarms likebee svarmsdoing 2

itsperturn,

Thenumbers given above are for bees and wasps found in
temperate zones. Tropicd insects are larger and more danger-
ous, and may occur in larger numbers.

FeasandTicks

Heasand ti&saemmonlﬁ/-knwvn asites Mogt dog and
cat owners are familiar with mso fleainfestation, while
anyone who has gone c_ameFmg, iking or canoeing for an ex-
tmdedrpglodoftlmmsllk y to havepicked upticksat onetime
or anot

Fessand ticks will never be numerous enough to cauise even
1 hitof damege. At mog, fleaswill have aperson scretching in
misery for awhile Hees and ticks are, however, cariers of
ciseace - fleas were responsible for the spreed of the bubonic
plague. Certain ticksaso carry Rocky Mountain Spotted Fever,
adsesethat can bedeadly if not diagnosedin time.

Lesches
Seep. 20

Mosquitoes and Biting Hies

A few of thesewill befoundin mogt placesinwarm wether,
but aregenerally nothreet. Hy bitescan bequitepainful, though
- aWill roll is required to avoid crying out unless the victim
hes Toughness or High Pain Threshold. And some mosoitoes
ae disae-carias

These creatures are capable of swarming- a swarm is about
1,000 insects - and when they do, they can drive even bears
tow thewoods. Treat aswarm of mosquitoes or hiting flies the
sameas a bee swam, except that it has no hive and can be
digpersed by agtrong breeze.
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Rats

_Rats are found wherever there are peopl
wild. A snglerathas ST 1, DX 13, I84and HT 1772 ltsMove
and Dold?raares, andit canbite for 105 crushing damege. Rall
versus HT+2 to avoid infection from arat hite - this may be
ather an extrahit of damage, or an actud dissese

A swarmisabout adozen rets, withaMove of 4. It does 1d
of hiting damege per turn and is dispersed by 6 hits, amor

e and evenin the

protectswith itSnormal DR.

Soorpions live inwarm dimates, both arid and humid. Mogt
soorpion-dings are no worse than beesings A few spedes of
scorpionshaveastrongtypeC venom, doing anywherefrom 1d
to 2d+1 damege. Habits of scorpions are as destribed onp. 30.

Soorpions do not swarm, except in horror scenarios. In such
acass, the swarm hasaMoveof 2, and stings for 1d-1 per turn.,
This assumes that the scorpions are only mildly poisonous. For
really poisonous svarms, assume that anything caught in the
a//v%ﬂht_d@ﬁd damageper turn. A scorpion swarmis dispersed

its.

Shakes

Snakesareavery successul lifeformfoundinmany biomes
There are S0 many gpedes that it would be impossible to de-
sribethemall. A variety of spedies arelisted on pp. 32-33, with
brief notes on damage and temperament. Only poisonous snekes
and condtrictors are covered, as other gedies are generdly
harmless. Should ats benesded for anon-poisonous sneke, ue
those of the poisonous sneke, with bite damage being & most a
point or two.

Sakesarefor themost part solitary. Whilethey donot really
avarm, they will occasiondly be found in nests of a dozen or
more - excaping the heet of theday inacool cave or crevice in
therock, for example. Should such anest be disturbed, treat it
asaswvarmhavingaMoveof 2, doing 1d-3 damage (more, if the
snakes are poisonous), and being dispersed by 10 hits.

Spiders

‘Mot snider bites are hamless. However, some spedies are
poisonous - and a few are deadly. Black Widows and mogt
tropicd pdsm;ssndershave%gec venom doing 1d to 2d+1
damage, depenciing on spedes: TheBrown Redusehesatype E
venom doing 1d Mast non-tropicd poisonous piders
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havetypeH venomdoing 1d damage. Spidersaresolitary and do
not swarm, except in horror scenarios. A spider swarm does
any wherefrom 1 point to 1d of damage, depending on whether
or not the spiders are paisonous. The really poisonous spiders
will doasmuchdamageasascorpionsvarm.

Sepp. 335 for the habits of different types of piders

Swvarms

A group of smdl credturesis treated as aunit when it attacks.
Such a group (filling one hex on the combet map) is cdled a
"gvarm.” A swarm dtacks any victim(s) inits own hex, auto-
maticaly hitting (though spemd dothing will protect aV|ct|m)
Swarms can be dispersed i they take enough hits. Swarms are
covered in detal inthe GURPS Basic S, p. B143.

Hordes

A horde behaves much likea svarm, but itshigger. Infact,
aperson can't count how many hesstiesareinahorde- theyflll
each hex s0 completely that, in the case of crawling hordes, the
floor canbarely besen beneath them. Use theswarm rules for
their behavior unlessthe following rules specify otherwise

Type of horde Damage/ Base Move D|spersed

Tun Sz by
Bas 1d-2 15 6 4hitshex
Birds 1d1 15 8 6hitshex
CramingInsts  1d-1 5 2 5hitghex
Plyinglnsects  1d3 15 5 3hitghex
Piranha 2d 5 4 4hitshex
LageRas 1d+2 5 4 Ahitshex
Smdl Rats 1d 5 3 3 hitghex
Sekes 1d-3 5 2 5 hitshex
Damageper Turnindicatestheamount of damagetakena the
end of every turn by each character overwhelmed by a horde.

Thisisnotan "attack," to thesensethat thereisno roll tohit and

no chanceto parry; nothing anyone doeswill prevent at leest

of thehordefrom getting h|m Thehordecan both move and bite

inasngleturn, evenif thevictim has dispersed ahex- full inhis

turn. Characters do, however, get their DR againgt this damege.
Base Szeishow many hexesit takes to make ahorde. If a

Venom

Many snekesand insects (and some other animal ) attack with
poison, here called venom to distinguish it from other poisons
Venoms are tregtedjust like any poison (see p. B132), and are
divided into different typesbasad on their effects.

The desription of each type of venom includes its effect if it
isnot ressted, thelength of time beforeit tekes effect and how
long the effect lags Also induded are the HT rall (if any)
alowed to ress the venom, and its effect on anyonewho suc-
cessfully ressts. Venom strength (amount of damage) vaies
even within agiven type, andis listed with each animel

Unless pecified otherwise, venoms are blood agents they
must enter the body through awound or injection. Venomscan
be ddlivered by fangs, dings quills daws, pincers and even
sprays. Ingenerd, the skinmust be broken for thevenomto take
effect, though spitting cobras can envenom the eyes (e Ty S,
bdow) No red Terran animels envenom with a geseous dloud,
which might blow the wrong way, but anything is possble i in
siencefiction and fantasy.
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horde is reduced below its base Sze (in hexes), eech remaining
hex becomes a swarm (p.B143).

Move s the number of hexes ahorde can move. All hordes
move last in each tumn. A larger horde moves even dowe; for
eech 10 hexes of horde (30 hexes for flying or svimming
hordes), reduce Moveby 1. Nohorde can have Movereduced to
0, though- a horde can always move

Dispersed by is the number of hits necessary to dipere a
single hex of a horde. Usethe rulesfor Attacking a Svarm (p.
B143) to "damage’ a horde. However, hordes are harder to
diperse than swams. Whenever a horde takes "Cispersd
damage' equd to its "Dispersed by" number, it is reduced in
Sze by one hex. The GM choosss which hex of the horde is
removed. Hits taken by ahorde are cumulative.

GMsshould fedl free to extrapolate from this teble. For ex-
ample, some hordes - like spiders and soorpions - might be
poisonous, and some- likebaisand rats- may carry diseeses
Generally, the moreintelligent the cregtures, theeasier they are
to d| but ahorde with a " %roup mind" or guided by an

intelligence could bemuch harder to breek up.

A horde does not haveto stay in one piece. Parts of thehorde
may break off from themain group to pursue additiond victims.
If ahorde bresks apart, treet eech part asaseparatehorde, until

they regjain.

Notethet DR, induding Toughness, does not protect aganst

once the venomis in the bloodstream. DR will protect

againg thedelivering agent-fang, daw, stinger-but doesnt

protect againgt substances sprayed in the eyes. The description
of avenomous animd givesthe DR that it can penetrate.

Game Madters are free to assgn non-human races different
reections to thefollowing venoms. Keep inmind, however, that
immunity to paison isnot paid for when "buying" an Elven or
Dwarven PC. These races should sill have some negdtive reec-
tion to the venom. A balanced way of adding variety is for the
non- human race to have amilder reaction to onetype of venom
and a stronger reaction to another. Or the GM may choose to
witch reactions- perhaps Reptile Men rect to Type A venom
asif it were Type D, and vice versa

Type A: Anyoneinjected must make aroll against HT-4 im-
mediately, and then again & the beginning of each day for the
next three days. A failed roll means the venom does the listed



damege-critical failuremeansdegth. ModifierstotheHT roll:
+1ifthe venom is sucked out within five minutes, +2 if anti-
venin (TL 6+) is used for tregtment and -2 if the victim per-
forms srenuous physical activity. Effects ocour within' 15
minutesof theinjectionif theinitial HT-4 roll is failed, or upon
aisng on the day of the failed HT-4 roll if theinitid roll was
successul. If all rolls are successful, the venomhesno effect.

Type B: Anyoneinjected must roll againgt HT-6 immediate-
Iy, and then again & the beginning of eech day for thenext three

s, If any of these rolls are failed, the venom does the listed
damage- criticd failure meens degth. Modifiersto the HT rall:
+2 if antivenin (TL6+) is used for trestment (suctioning the
wound hasno effect on this type of venom). Anyone irP'ected
withthe venomis a -2 DX for three days (or a -4 DX for the
remainder of the three days if any of the HT-6 ralls are faled).
Effects oocur in one minute if the initid roll isfailed, or upon
rigng theday of afaledroll if theinitid HT-6 roll is successful.

T%/peC: Anyoneinjectedmustimmediately makearoll againgt
HT-6. Failure meansthat the venom does thelisted damage im-
mediatdly, and thevictimisat -4 DX for thenext threeday's-
critical failuremeansingant death. If the HT-6 roll is made,” the
victimtakes %2 damege, andisat -2 DX for thenext three days

Type D: This venom does no actud damege. However, a
human-sized victim will be pardlyzed for sx hours if a roll
againg HT-3 is failed. This paraysis is complete, exogpt for
breaming, heartbet, etc. - thevictim cannot moveor commu-
nicate inany way, though heis consious

Criticd falure results in the victim fdlling into a coma -
total unconsciousnessfor 7to 12 hours; after that, check vs HT.
If the check fails, the coma continues for another 1 to 6 hours,
and so on. If the comalasis for more than 24 hours, the victim,
upon awakening, will be a -2 to dl attribute checks and skill
rollsfor aperiod of time equal to thelength of thecoma

IftheHT-3 roll issucoessul, the victimispardyzed for only
3d minutes. The GM should make dl rolls to seoret o thet the
playerswill not know how long the pardysiswill lag.

TypeE: Thisisalocd poison, usudly fromsmdl arachnids.
If the victim is hitten on alimb (the most common target), he
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tekesthelisted damege, andhisuseof thelimbisat-3for 1 to6
days- noHT roll toresdt. For feet andlegs, thismeansa-3 to
Move; for hands and ams, a-3 to DX- based skills.

After theinitial period, make acheck againgt HT (et no per+
alty). Failure means that the symptoms worsen - thevictim is
& an additiond -1 for the next 1 to 6 days. After this period,
makeanother HT check, continuing tosubtract 1 fromtheuseof
the limb for each failure. If the total penalty resches -7, the
victimbeginslosng 1 HT per day. Critical falurea any stage
means that gangrene has st in - the affected limb mugt fee
amputated to save the victim's life. Amputation & any time
before acheck againgt HT will prevent further deteriorationand
possibledesth. A successul HT roll on any day meansthat the
victimrecovers 1 PomtofDX or movement per hour until hehas
totally recovered from the venom.

I the hite is on the torso or head, the venom does double
damageand reducesall attributechecksand skill rallshy -3 until
aroll againgt HT ismade. Thefirgt roll ismade on theday after
thebite, continueto check daily, subtracting an additiondl 1 for
eechfailure. If thetota minus reeches-7, thevictim dies Crit-
icd failure means desth in this case, as amputation is rather
drastic! A sucoessful HT roll & any point means that the victim
recovers 1 point per day until fully recovered.

Type F: Anyone injected must immegiiately make a roll
agang HT-6. A'failed roll reultsin the venom doing the listed
damage- criticd failuremeansdeath. Anyonetaking damageis
nauseated and dizzy -3 to dl attribute checks and ill rolls
for 1 to 6 hours. If the HT-6 rll is made, no damegeis taken,
but the victim il feds sck for 3 to 18 minutes -3 to al
attribute checks and skill rolls as above.

Type G: Anyoneinjected must makea HT-2 roll or immedi-
ately suffer theconseguences. Thisvenomdoesonly 1 HT dam-
age, but does fatigue damage as listed for the cregture. If this
brings thevictimto 0 ST, he falls unconscious for one hour. If
ST dropsbelow 0, thevictim remains unconscious for one addi-
tiond hour perpaint bdlow 0.

If the HT-2 roll ismade, thevictimtakesno HT damage, and
only 1 point of fatigue. Critical failure results in a coma -
unconsiousness lasting 1 to 6 hours. After thet, roll vs HT. If
thecheck fails, the comacontinues for another 1 to 6 hours, and
o on. If the comalasts for 24 hours or more, the victim, upon
awekening, is a -2 to dl attribute checks and skill ralls for a
period of time equal to the duretion of the coma.

_TypeH: Anyoneinjected mugt makearoll egangt HT-2. A
faledrall resultsinthevictimtaking theligted d after one
hour; no further rolls are necessary. If the HT-2 rall is suooess:
ful, the victim takes only 1 point of demage. Criticd failure
reultsin maximum damegeimmediately.

TypeS Spitting venom. Thistype of venom doesonly 1 HT
damage, but blinds the victim (-10 on any combet skilg for 5
minutes if a roll aPa'rﬂ HT4 isfailed. If the roll is mede, the
victim is blinded for only 3 to 18 ssconds The GM ralls in
soret (the victim shouldn't know how long he will be blind).

to additiontoits other effects, thisvenom causssintensepan
-4 10 1Q to think clearly. If the player hes a good ideawhile
he is blinded, have him make an 1Q4 roll for the character to
come up with theidea

Type X: A generic dassfication for unique venoms. Details

aegiven in the descriptive paragraph for the animal. Do not
expect one Type X venom to resemble another TypeX venom.

Loathsome Crawlers



E MASTERING
ANIMALS

The GURPSBasic St coversdl
the genera information that a Game
Madter or player would need to use
animds inacampaign (see pp. B140-
145). However, the following pages
provide more detailed descriptions of
the game effects of assorted hazards,
injuries, reactions, ec. TheGM may
adopt whatever parts hefinds useful.
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Abilitiesand ills

Advantages and Disadvantages

Mogt animdls have some inherent or indtinctive advantages and disadvan-
tages Many animals have the Night Vision advantage - any animaswhich are
described as being active a dawn, dusk or night may be assumed to have this
advantage. Peripherd Vision is the norm for fish, insects; amphibians, birds,
reptiles and mammalian herbivores. It is unusua in mammalian predetors, but
some spedies do have the advantage - mostly smal camivores that are some-
times preyed upon themsaves. Mogt animals have Absolute Direction, Combet
Reflexes, Alertness and Common Sanse. Many will have Danger Sens, Double-
Jointed, High Pain Threshold, Rapid Hedling and Strong Will. Some have mana
organs, which dlow them to use certain magicdl abilities (for more on mana
organs, e the sidebar), and afew have Magic Resstance. Often, their hide or
amor gives them increased PD and DR.

Common disadvantages include Bad Temper and Phobias of loud noises
monsters, magic, machinery, etc. Some are Berserkers. Some species could be
congdered to have the Cowardice (most herbivores) and Stubbornness disadvan-
tages - these animals will be difficult to train and will not be et dl suitable as
combat  mounts.

TheRuleof12

Inherent advantages which require an 1Q roll will often work more effi-
ciently than 1Q might suggest. In game terms this means that in certain advan-
tag&svlvzhereaw 1Q roll isrequired, animas are dlowed to roll asthough their 1Q
were

Inherent advantages where the Rule of 12 gpplies include Alertness, Com-
mon Sense and Danger Sense: The rule of 12 may be invoked inany Situation
wherethe GM sugpectsthat the animal ingtincts of the creaturewould provide an
adequate replacement to, or improvement on, human |Q.

It isimportant to remember that the Rule of 12 does not dlow theanimd to
roll againgt 12 for all 1Q rolls, merely thosewhere the substitution seems appro-
priate, as decided by the GM.

ills

Animals have many inherent skills, ranging from combet to stedlth. Combt
skill is equd to DX, of course. Stedlth is usudlly 14 - exceptions include
animals such as skunks which are not concerned about being seen (Sedth-8),
and animals such asjaguars which are madters a quiet movement (Stedlth-18).
Tracking is a leet 14 for mogt animals, up to 18 for bloochounds. Acrobatics,
Surviva, Climbing, Jumping, Swimming, and Leadership (for pack and herd
animas) are dl possile sills for animals to have a alevel of 14 or higher.

Sendng Abilities

As daed in the GURPS Basic Set, most animds have a "generic” 14 for
sendng thelr environment. Thisis sufficient for most purposes. For more detail,
however, read on.

For herhivores, Hearing (16) is usually better than Vision (12). The eyes of
most herbivores (and insects and giant bugs) will detect mation more eesily than
shapes- they probably won't notice someone if he remains perfectly dill. Ifthe
stuation s unusua (dark clothing on an Arctic tundra, standing tall in abarren
desert, ), then even poor-sighted animals will notice someone standing still.

Camivores ahilities vary widely. A dog's sight is poor, but its nose iskeen;
treat smelling as 16 for mogt dogs and Vision as 10. A cat has excelent night
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Mana Organs

Some animds gain inherent magjical
abilities through their hility to concentrate
mana in certan organs and parts of their
bodies. This stored mana provides the
energy to power their "pells" Someani-
mls get enhanced PD and DR by concen-
trating mana in their skins -"like the
gumberoo (p. 17). Animals that othewise
would not be capable of flight gainthe ahil-
ity to fly by concentrating mana in their
wings or'skin (the octofly 1s one example;
wp.B)

Animas with mana organs pay no fa
tigue cogt for casting their spells - the en-
ergy to power the pdl is drawn directly
from the mana stored in the mana organ.
However, mana organs have alimited Sor-
age capacity and recharge a alimited rate.
For mogt passive uses (armor, for exam-
ple), the mana organ recharges a a rate
equd to the rate a which the mana is ex-
pended in maintaining the pell. Thus, a
cregture's magicd amor will operate con-
tinuoudy. Magicd flyers generlly expend
mana & alow h rete to effectively
give them unlimited flying ahility.

Since most cza?f thelcreaures in th(iis book
are non-magicd, only a cursory descrip-
tion of mea orgms{\as been provided. A
more thorough account can be found on p.
FB113,

f
f

Spell Components

In many campaigns that include magic
use, there are certain rare components re-
quired for the more powerful spells to
work. Often these components are from
ma%igsi cregtures - the mana organs de-
suibed above - but equally often, spell
components can be aoquired from ordinary
animals (eye of newt and wing of bat, any-

etrieving rarespell componentsisthe
suff adventures are mede of. For maxi-
mum effect, the anima parts should be
both difficult and dangerous to obtain. For
example, perhaps the Might sl requires
the left incisor of a living femalelion. Or
maybe Bravery neads the feathers of a plo-
ver- the bird that perches indde croco-
diles mouthg!
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Animal Curses

There are many legends of animals thet
will curse theperson who kills them. This
isnot done aﬁlvdx{]eb?gle qedure it's
justin thenature of . Many types
of animals are sAd to have this power —
the dbatross is probably the mogt famous
in Western culture, though the Gresks
knew that any animd in certain sacred
aress had this power. In this case, it was
the area, not the animal, which cursed.

TheGM may choogeto give this power
to certain animals or aress inhiscampaign,
If & person is unfortunate enough to un-
leshthe curse, he suffersthe effects of the
Curse dl (p. M54). All of his diealls
are modified unfavorably, lasting untl he
Sucoess despite the
bed rdls - GM's dedision &s to exactly
whet thisis Then the Success tums some-
how toashes, and thecurseisended. The
curse may affect dierolls by anywhere
from 1to3 paintsinwhichever diréctionis
mog unfavorable- itis up to the GM to
decide the exact strength of the curse

TheGM may wish to hint with rumors
& to which animals or aress are affected
(and qpread a few false rumors whilehe's
a it). However, many legendary heroes
unknowingly killed cursed animals —
there wereno rumors to warn them.

GameMasteringAnimals

vision, an adequate nose, keenhear-
ing, whiskers that detect movement
and obstadles - the GM can Smply
asumedl to be 14 and give it the
Night Vison advantage.

Blind caveanimas can senseby
pressureand sound quite accurately
(14) - the blind crayfish is a very
successful predator. Fish have nu-
meroussensing abilities, and certain
sound wavelengths carry well in
water. Birds of prey have amazing
vison (18), but are average in ll
other senges. Snakes are dleef, but
detect ground vibrations, and smell
on 16. Ratlers and related species
can detect heet, too. Seethe chapter
on Creating Animals (p. 78) for
more detal.

Combat

Damage

TheDamageligting for eechan-
ima represents the totd damage
E _ donehy that anima inasingleturn.

= : The only exceptiontothisisan All-
Qut attack with the two-attack option, inwhich casetwo attack rolls are made.
Biting and dawing are summed up in onefigure; do not figurethem as separate
damages ech turn.

Some animdls have more than one form of attack - biting and clawing,
charging, and trampling, for indtance. For these creatures, the damage fromthe
most common form of ettack is listed under the cresture's Sats; the other attacks
ae explained in the animal's paragraph description.

Note that the type of damage done by mogt carnivores is considered to be
cutting rather than impaling. However, certain animals do impaling damage,
notably those animals with teeth or horns large enough to puncture the torso
deeply. The appropriate type of damage is listed in each animal's description.

Close Combat

Againg an anima (or anything dsg) that attacks in close combat (most
camnivores, for example), the only active defense isDodge. Exception: if some-
one has the Brawling, Judo or Karate skill, allowing him to parry bare-handed,
he can use the Parry defense. Martidl-arts strikes will work on animas, but
throwswill not.

A combatant may choose to "dodge and retreat” from an animal that is
attacking in dose combat, provided it is not grappling him. Add 3 to his defense
asheretreatsfromthehex. If theanimal hashold of thefighter with itsclawsor
teeth, he cannot escape from the hex by retreating.

Becausetheir wegpons are inherent and designed to work a dose quarters,
animas do not suffer the -2 penalty to hit in dose combt that humans do.

Unlike humans, animals may All-Out Attack in dose combat (this is an
exceptiontop. B113). They may choose either to maketwo attecks against thelr
foe, make asingle attack a +4 totheir kill, or asingle attack at +2 damage.
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KnockbackandSam
Theknockback (p. B106) anddam (p. B112) nlesindudedintheGURPS
Basic Setareintended primarily for humanfighters. Modificationsmust be
madewhendedingwithverylargeorverysmdl cregtures,
Knodkoack Cregtureswith ST 4-16 use the same rules as humans (p. B106)
-8 points of cutting or crushing demage produces 1 hex of knockbeck. For
wesker cregtures theamount of damegenecessary foreachhex of knockbeckis
4, For dronger animals, the amount of damage necessary for each hex of
knockback is equa to %2 ST (rounding up). Thus, atiger with ST 35 is knocked
beck 1 hex ifittakes 18 hits of damege in asingle blow. A humanwith ST 10
teking the same amount of damege would be knocked back 2 hexes, whilea cat
with ST 2would beknocked back 4 hexes
S am. Sansaedill doneasaquick Contest of DX, followed by aquick
Contestof ST todetermineknockdownandknockback. Roll thequick
Contestof DX normally. TheContestof STwill headjusteddependingon
therdlativeSTsofthetwofoes
- Begin by assessing the norma ST modifiers (+2 in foe's direction, fc.).
- If the weeker foe's ST is now below 3, increase it to 3, increasing the
gronger fog's ST by the same.amount.
- If the dtronger foes ST is now ebove 17, reduce it to 17. Reduce the
wesker foe's ST hy the same amount, with the following exceptions

Biting to Grapple

Man¥ camivores bite in dose combat
and dontlet go. All cats, aswell & some
canines, attackinthisway. Casatemptto
drangle prey with their jaws, and will
change grip only to get doser to the neck.

In'game terms, this bite (in addition to
d(]ngrnorma damage) a[)lstreatedasa oap-
ple. Thebitinganimdl canattemptany ma-
newver that agrappler can; it can atempt a
take-down or apin, or may choke its foeif
itheshittenit ontheneck. Thevictim most
break free before hecan moveway. See
p. B111 for more on grappling.

2 eet ct coes et specically
thenedk whimis-stobe?@u it

the initial hite on the general body win be
unsatifactory. Thecatwill releeseitshold
and hite again; after threehites it reaches
the neck and will not let go. Each of these
hites does normd d ‘and the cat
mustroll to hit each time thatit changesiits
gip (at no penalty). Once the cat reeches
thethroat, it may begin chokW itsvicim.
A victimwho chooses the Wait maneu-
ver may tep back out of thehex- to bring
his sword to bear, for example- whenthe
cat lets go to adjustits grip. To do =, he
must win a Contest of DX; otherwise, the
cathites again before itsvictim can escape.
~ Ifthevictim hesadosecombat wegpon
in hand while being grappled, he may at-
tack the animd while sill iniits hex. The
animd gets no adtive defense herel He
ngways attempttograppletheanimal’s
(1 turn; atometic if beng ripped)
and choke the creature (e p. )
Thereareother animastha donot et
goa dl after ther first bile; bulldogs and
wessds cometo mindimmediately. Inthis
ca thereis no point in yvatm? for the
animdl to relesse its grip; fire will make it
let go, and 0 will hacking it repeatedly.
Most canines attack by biting repestedly
rether than by hiting to grapple.

Parrying Animal Attacks

~Animds such as bears which attack
with a onehex (or more) reach can be
blocked or parried. If a chéracter Suocess:
rdlrparnes.anaumd,therelsadmoe. he
W|Isrt1|tthellmbmh?s%sltpanreg F!e
mu a ul T iS
weeponm‘azl(fl Since animals argggllaj a
tackers with their limbs (trested like Judo
orKarate), thisrallisa 4.

Ifthe parryer does hit, there is achance
that his weapon will breek. Trest the
weight of an animd's forelimb as equdl to
*1/ 3étsh§ , r(f)unded down (anbfa??taswnlrf]

aforepaw wei .
ﬂzwwdg@%oret?mesthew&h
of the parrying weapon, the wegpon has a
2in 6 chance of bresking. Thus; this beer
has a*1/3chance of bresking any weapon
that weighs 2 Ibs. orless
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+ If the stronger foe's ST (before adjustment) is less than 1%% times that of
the weeker foe, do not reduce the weeker foe's ST below 7,

+ Ifthe sronger foe's ST (before adjustment) is less than 2 timesthat of
the wesker foe, do not reduice the weeker foe's ST below 5;

+ |f the stronger foe's ST (before adjustment) is greeter than or equal to 2
times that of the weaker foe, but islessthan 15 plusthewesker foe's ST, donot
recduce the weeker foe's ST below 3.

+ |f the stronger foe's ST (before adjustment) is greater than or equd to 3
times that of the weeker foeandisa least 15 more than the weeker foes ST, the
stronger foe automatically wins the Contest, and overruns his opponent (see p.
B100). The stronger foe il mekes arall, but fells only on anatura 13

Example: A moosewith ST 54 (atrue giant!) and amoosewith ST 40 charge
each other. Each gets +2 for moving more than one hex toward the other; -2
because the other moved toward it. Total modifier: 0. The stronger mooses ST
is reduced to 17. Ordinarily, the weeker mooses ST would now be reduced to
3, but since the stronger moose's ST s less than 1% times that of the weaker
moose, the weeker mooses ST is reduced only to 7.

Flying Tackles. A number of camivores — cats, especially — attack by
legping onto their prey, knocking it down. Mast animals can essily legp twoto 3
yards, while the leopard canlegp 6 or more. Treet this attack asa " flyingtackle"
(p. B113), with the animal getting a DX rall to land on its fegt. The victim ralls
asfor adam, butat anextra-2to ST. Ofthe greet cets, only leopards andjaguars
attack with a flying tackle. Lions and tigers atteck from the rear or die side
without flying legps. Smdll cats (oodlots, pumas, €(c.) pounce on smdller prgl

Head Butts. Animals with horns will attack through a specid form of dam
cdled thehead butt. Knockdown and knockback are determined as for anormal
dam. In addition, the victim of the head butt will take damage from the horns;
the amount will depend on the weight of the head-hutting cresture. The basic
damage will be equivalent to the animd's trampling damage, modified up or
down by 1-3 points, depending on how long and sharp the horns are and whether
the animdl tosses its head as it butts. If the horn is especialy sharp, it will do
impaling rther than crushing damage. For example, arhino weighing 1% tons
will do besic damage of 2d (1d+1 for weight, plus an extra2 paints for having
along horn and using a head toss).

This damage is doubled if the cresture is moving 10 hexeslturn or more;
halved if it is moving 3 hexes'turn or less

Any head-huitting animal must meke arall agang HT (& +5, if it is travel-
ing 3 hexesttumn or less) when it butts with its heed. If this rdll is failed, the
anima is stunned. The head-butter will take no actual damage from the dam,
unless it is butting heads with another animal or with a massive object (tree or
ca). Inthat case, it will take damage only if it loses the quick Contest of ST by
10 or more points. Damage taken is equal to half the damage normally done by
theanimd it is butting heads with, or to half the damage it normally does itsdlf,
if it butted a fixed object like a car. For example, two deer (head butt damage:
1dimp) butt heeds. One ralls acritica failure. It takes* 1/2d impaling damage.

Knockback from Sam Attacks. Compute knockback based on the findl ad-
justed STs of the two foes, with the loser of the Contest being knocked back one
hex for every 2 points by which he log. However, no cregture may knock a
second creature back adistance in hexes greater than the speed at which the firg
creature was traveling a the tune of the impact. Thus; a brontosaurus traveling
a Move 1 cannat knock anything back more than 1 hex.

Injuries
Use the same rules for injury and its effects as for humans (pp. B100, B110
and B126:133), with the following exceptions.
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Wheninjured, animalshavetheir DX reduced ontheir nextturn only, just as
do humans (p. B110). However, the anount of damage needed to reduce DX
varies, depending on the anima'stota hit paints. Usethetable below, rounding

damage down:

HitPaints DXReduction
Lesthan30 -1DX  perhit %
3150 -1DX per 2 hits .

5100 -1DX  per3hits o

0200  -1DX  perdhits
201+ -1DX per 5 hits

Thus, agiant bear-dog, with 60 hit points, hasits
DX reduced by only 3 ontheturn after taking 10hits.

Recovery From Injury

Animds derive the same benefits from firg ad and medical care s do
humans. However, treating an anima for injury or illness requires the Veteri-
nary skill (at default, if necessary). This skill isused for bandaging, firgt @d and
gradua recovery under medical care.

Each time an injured animal regains logt hit points, whether through band-
aging, fird ad, medical care or gradul recovery, it does so in proportion to its
total hit points. Each time the animal recovers hit points, it will recover 1 hit
point for each 20 hit points (or part thereof) that it originally hed. The amount
recovered is in proportion to total hit points ina healthy anima, and not to the
number of hit paints logt in damege or number of hit points remaining.
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Pack Tactics

 Pack animalslike wolves and other ca
nines hunt usng clearly recognizable tac-
tics Fird, they sdlect’a single animdl -
usually aweek or sck indivioud - to cut
off from a herd. They sddom aftck
healthy animals - even the biggest predar
tors have difficulty bnn%rg jown large
prey. Mot adult herd animdls can outrun
k predators over any significant dis
goe andif cornered, they put up more of
a'ftlr?ht than predators are willing to ded
wi

Oncethe prey has been separded from
the herd, the pack will chese and harass it
for sometime before attacking in earnes!.
Members of the pack take turns snapping
a its heds and Soes, keeﬂn%the quarry
running while their fellow hunters rest
This constant pursuit weskens the prey for
the findl attack. Once the beast is on the
brink of exhaustion, the pack can bring it
down egsly.

If the prey chooses to stand rether than
flee, the pack will rapidly surround it, A
few hunterswill feint to draw its attention
- then the others rush in, atacking from
the sdes and rear. If the beest turns, the
former attackers will withdraw while the
onedime feintersrush it from behind. The
victimis quickly overwhelmed by the nu-
merical superiority of its altackers. Pack
Rgdfors will rardly attack alarge animdl

d-on - individuals that use this suiciddl
tactic quickly drop out of the gene podl.

hunterswill attack humansjust as
they do other animds - by chasing them
until they drop, or by surrounding them
and attecking from the flanks. If aaglarty
sandsitsground, but thepack isunableto
surround it- or ifthe humans stand beck-
to-back, leaving no flanks exposed - the
Eackvwh behesitant to aiteck. Indead, the
unters will try to keep the party pinned
down, waiting to exploit any opening. If
thepack is desperate, some members may
dw&;ge the party in an atempt to over-
whelmthemin afrontal assault. The other
pack memberswill bequick toteke advar-
tage of any ensting cheos.

Ingameterms, pack animasmake fre-
quentuseof theFeint and Wait maneuvers.
Somewill Feint to draw thevictim's atten-
tion, whileotherswvi |1 Waittotakeadvan-
tage of any opening.
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Herd Animals
Many herbivores live in large teds,
bending together for sodd and defengve

;?urposes - therés safety in numbers

hee herds have well-worked-out sur-

vivd tadtics incduding poding sentries
een

ki the biggest males betw
ﬁé%rs and ﬁeﬁ of the herd, g’%l
orming up into defendve cirdes
When threatened, some herd animals
will form up into a defensive dirde, the
females an m€Xoung ae indde the arde,
while the mdles face outward dong the
outer rim- presenting a cirde of danger-
oushornsto any would- be predators
Mog herd animdls, though, will flee
from danger. The femeles and young run
firg, while themales hang back, blocking
the threet from the rest o the herd. The
maes will occasonally whirl, around and
lash out a the predators with horns or

hooves

The maes will give up their lives for
the herd, but they're usualy successful in
ariving off foes. The mogt common herd
animdl to fall to acarnivore is aweek or
Sckly one that can'tkeep up with thebulk
of the herd.

Someherd animaswill stampedewhen
threstened. Theherd will usually tampede
away from the threst, but herds have
known to run over predators. This usudly
heppens when the herd is being chased by
another predator, or when there is no-
where to run but right a the preddtor. A
herd of wild buffalo might get angry
enough to stampede afoe |be'ad¥.

To daermlneaanpedew igure
outhow many tums itwill taketheherd to
pass through agiven hex (by dividing the
number of hexes the herd is deep by the
herd's Move). Use the trampling rules on
p. B142 to s dama%e taken by eech
characterin theherd's path each turn. Un-
likewithindividud animals, thisdamageis
not haved for running through the hex -
multiple tramples within the same tum
more than makeup for the short length of
Hme agiven anima remains within the

ex.
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Animas with 20 or fewer hit points recover 1 hit point a atime, animals
with 21-40 hit points recover 2 hit paintsat atime, and s on. Thus, an elephant
with HT17/50 will recover 3 hit points eech time it regains hit points.

Asxorted Hazards

Drowning
Drowning, swimming and associated water hazards are covered in detall in
theGURPSBasic &, p.BIL.

Fallin

Agi malscan bejugt asclumsy ashumans; it doesn't happen asoften, but they
dofdll down. Different animalstakedifferent amountsof timeto get totheir feet.
Ingenerd, four-leg?ed camivores will get totheir feet in 1 second (no Kneeling?
step nesded). Small animals (anything smaller than a medium-sized dog) wil
a0 get up Inone turn. Herbivores such as deer, horses, camels and antelopes
take 3 seconds. Larger herhivores such as giraffes and dlephants take 6 ssoonds

Falling damage is lessened for many animals. Allow cats of all Szes aDX
roll to land on their springy fest, reducing falling damage to one-haf. If they
make their DX roll by more than the number of yards fallen (or roll a critica
Ucoess), they take no damage. Anything smaller than a medium-sized dog will
only teke half damege inafdl, and anything smaller than a rabbit will take ¥4

Accderation and Turning

Acceleration

For gamepurposes, assumethat most animalscanreachthelr full Movefrom
adanding sart, and can decdlerate & will. Thisis not strictly accurate, but the
redlity is not worth the complications, The exceptions are massive herbivores
such as dlephants, and any animd that is even lightly encumbered, including
mogt mounts.

Mounted animals. A mounted animal (or massive herhivore) may change
spead by* 1/30f its Move, faster or dower, in any given turn. For example, a
horsawith Move 16, beginning from a standing start, may move up to 5 hexes
onthefirst turn, up to 10 hexes on the second turn, and full speed on thethird
turn (round up onthethird turn). Ifitisrunning at full speed and beginsto Sow,
it must il run a lest 11 yards on its next turn - some caution Is needed in
riding these thingd
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A mounted anima may decelerate by twicethenorma amount if it mekesa
DX +2rollandifthe rider mekes a successtul rall againgt Riding-2. Ifthe mount
Sucoseds, but the rider failshisrall, the rider is unseated, taking demege as for
fdling 4 yards. If the mount fails its rll, it fals; the rider may legp dear ona
soond successul Ridli nﬁ rol (da dty equal to his Encumbrance). Other-
wise theanima fdlsonhim. Inaddltlontodan efor falling 2yards, the rider
takes 1d+1 crushing damage if his mount's speedl a the Start of the turn wias 10
or gregter, 10-1 othewise. Ifthe rider makes a ucoessful Acrobaticsroll (DX-
5), he can legp dear and take only the falling damege. In any case, add +1 hit
for each 5 hexesof Move over 10,

Sprinters. Camivores such as crocodiles and most cats have a very rapid
charge for abrief period. These animals may sprint a twice their Move for two
setmisasadwa'ge Thismay dso be donewhilefleeing, though not if they have

alreedy done soin attacking. Any sustained chaserapidly fatiguestheseanimas
after adsrunning out they have ly 3 ST remaining! Only the first
of any runmay bea dou

The exception is a chegteh, which does not 0et the sprint bonus. DogHike
animds dont either; they tend {0 run prey down, having stamina ingeed of
printing ability. Forth&a usethe Running rues onp. B88.

Turning

A four-legged herhivore (or any flying animal) that ismoving 10 hexesiturn
o faster must aways moveat least one hex inastraight line after every 1-hexs
ide change of direction. A four-legged herbivore moving 20 or more hexes must
adways move & lesst 2 hexes in a sraight line after each 1-hexdide change of
dlirection - and S0 on.

An especidlly massive herbivore (elephant, rhinoceros; brontosaurus) must
moveonehex inagtraight line after every 1-hexside change of direction for eech
5 hexesftum of its speed. Thus, a rhinoceros charging a a Move of 14 must
moveat lesst 2 hexes inastraight line after every 1-hexside change of direction.

For camivores, use the same rules as for. humans ép B103), unless the
camivore is partticularly massve (Tyrannosaurns Rex, for example). In that

casg, use the rules for four-legged herbivores (one hex in adraght line after
each change of direction if moving 10 hexes/turn or faster).

Hit LocatlonforAnlmds

In generd, use the same rules for hit location and injury effects as for
humans; afew exceptions are Sated below.

Parts of the Body
While it would be impossible to generate ahit location teble for every type
of anima which might be encountered, some generdl guidelines can be offered.
For animals that stand on two legs, use the Parts of the Body table in the
GURPSBasic St (p. B203) with modifiersfor the creature's size (additiond -1
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Other Animals

There are too many animds in the
world to list esch one indiividually. If the
neads more stats for an animd, the

) follom rs)g;]guddmes are offered:

| camivores not presented, use
theCa Dog, Ferret, Raccoon or Badger
didics
For other smal animdls, use either the
Rat, Porwpme or Rebhit statistics.
birds, use the stats for
Ch|d<en D or Gooe For raptors and
otha Ia'ge b|rds the Facon and Eagle

could be used.
Otha' animas (herd animals, large

predators, and o on) can begenerated ina
similar mariner.
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Goingfor the Throat

Targetin?rhenew adticaisadar
dard atfack for many animals. Usethefol-
lowing rulesfor neck attacks.

The neck is-5 to be hit (this number
may vary for animds); mising by 1 hits
thelody. The neck has no DR of its own,
but mogt armor indludes neck protection,
dither asenextensionof thetorsoamor or
of thehelmet. UsetorsoPD and DR, un-
less a'grea helmiswomn. After subtracting
for DR, crushing attacks do 12 times nor-
mdl damage; cutting and impaling attacks
both do double damage.

~ Thevictim is sunned if he takes tota
hits over * U3 of hishit pointstotheneck. If
hetakestotal hitsover* /3of hishitpointsin
asingle how, thethroat may be crushed.
Rollvs. HT; if thevictim failsthe HT roll,
histhroathas been quhed Hemustmeke
anaiditiona HT rall eachturn, losing 1hit
if he fails, until he dies or recaves the ap-
pranaeflrst ad. o
f the neck takes full hit point demﬁF
from an edged weepon, a successul
roll is necessary to avoid decapitetion!

Game Mastering Animals

for adog-9zed credture, or +3 for Tyrannosaurus Rex). Make whatever modi-
ficaions seem necessary for the specific Situation.

For indtance, treet the tail of a kangaroo, or any other two-legged cresture
that usesiits tail for belance, as athird I§. Onaroll of 911, the legs or tal are
hit; roll adie to determinewhich (51-2 eftleg; 34, right leg; 56, tal). If thetall
is crippled, the animal will have difficulty keeping its balance - DX and Move
arereguced by * 1/3, and akangaroo will no longer be dble to leanback onitstail
to kickwithal four fegt.

For quadrupeds, use thetable below. If an animal does not seem to fit either
thetablefor humans or theteble for quadrupeds, the GM should be able towort
out appropriate hit pendlties using some combination of these tables _

en using the random locations for quadrupeds, Subtrect 2 from the die
roll ifattackirg romthefront; aod 2 if attacking from the back. The hit pendlties

on this teble elready take Sze modifiers into acoount.
Body Parts for Quadrupeds
Random  Body Hoofed Massive Med/Lg Small

Location  Part Animgls  Herbivores  Carnivores  Animals
2 o : . fi

#No pedd effect, N _
* Onanaturd 2 or 12, foot or paw ishit. Inany case, roll for left or right.

Exoept for the following, the resuts of mgjor damage are &s for humans.

Head: The skull provides a natural DR of 2 in aodition to the cresture's
normal DR. Herhivores that attack with homs or antlers have thicker skulls,
providing anatural DR of 3 and making them harder to stun. These herhivores
are stunned on total hits over % their hit paints, and get a +2 to their HT rolls
to avoid being knocked out.

Neck: Seesdebar on Going for the Throat. _

Trunk: Damage over ¥z of hit points will cripple a trunk. Anything less
enrages the animdl; any further attacks which it mekes will be All-Out Attacks

Nose: Very tender in many camivores, espedidly canines Any hit to the
nose suns the animal. Damage over 2 points is log. The GM may (if desired)
make aresction roll to see if the animal flees o is envaged.

Leg, foot or paw: Crippling damage does not necessarily cause afour-legged
animd tofall . If theanima mekes auccessul roll againg DX-3, it ret@nsits
footing. It may not attack with a wounded foreleg, nor may it attack with the
other foreleg unless it can essily rear onto its hind legs, like abear. It attacks at
DX-3 and aoes only half damage. With awounded hind leg, the animdl attacks
a DX-3, but does normal damage. Move in either case is reduced by 3.

Hooves give an animd's feet a natural DR of 1.
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Criticd Misses
Foranimal critical misses, the GM may either usethe Critical Miss Tableon

p. B202-treating any "weapon bresks," “wegpon drop” or “wegpon tums in
band" result as 1d-3 damage to the creeture - or use the teble below.

Animal Critical Miss Table (Optional)-roll 3dice

3 - If the defender has an impaling weapon, the animd is impded on the
weapon, which does its maximum damege, and the weapon is stuck - a Quick
Contest of ST is required to pull the wegpon free. Otherwise, treat as #4 below.

4 - Theanima falls bedly and is Sunned for & least oneturn. Ontheturn
after itsnext, theanimal may begin rolling vs. HT to recover.

5-Theanimd falls clumsily, hutting it seif: it tekes 1d-3 crushing damage,
defendsat -3 until itsnext turn and cannot attack again until it regainsits feet.

6 - The anima bresks a claw, hoof or tooth, If gopropriate; besic damage
isreduced by 1 for dl subsequent attacks. If otherwise, the animal takes 1d-3
crushing demageto the limb withwhich it was griking.

7,8 - The animd |oses balance completely and falls down. It defends a -3
until its next turn, and cannot atack again until it regainsits feet,

91011 - The animd isdightly off balance; defends at -2 until its next turn.

12,13-As 17, dbove.

14 - The animd pulls a muscle - -3 to attack and defense rolls, requires
three daysto recover.

15- As#6 above, but besic damage is reduced by 2.

16-As #5, dove, but takes 1d-2 crushing damage.
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Shots to the Vitals

Thehit penalties listed for the Vitalslo-
cation assume that the attacker knows
wherethey are. If the character has Natu-
rdig, Survivdl, Zoology or Veterina
ills, or has had previous experience wit
the animal, use thelisted hit penalty. Oth-
awis he suffers an additiond pendtx of
-2 - he has only avague notion of where
the vitdls arelocated.

For totally dien credures (from an-
other planet or universs), no shols to the
vitds are possble except by accident
(@M dajsion&.. When one of the crear
fures has been killed, it may be posshle to

A successful Xenology rall is necessary to
do to.

Game Magtering Animals



Wounded and
Cornered Animals

A wounded animal_ can be even more
dangerous than an uninjured one - des:
eration can cause it to fight all the more
|chay,. Makeareactionroll any timean
animal iswounded, with anegativemo-
fier equal totheamount of damegedoneby
theblow. Theanima will flesonany reac-
tion of Poor o better. o
A Very Bad or Disagtrous reection will
cause the animal to All-Out Attack &s if
Bersak (p. B31). However, the anima
does not get any of the accompanyi
vantages of baing bersark; it can dill be
sunned, and ill falls unconscious when
its hit points fall bdow zero. There are
exoeptions to this rule: some camivores
oetveryangry a eventhemales soraich,
while others run away if hit with a small
qone The GM has the find say on any
wounded animal'sreaction. ~ ~
Corneredanimalswill ds fight fierce-
lr%,a'sAS?Bv a-4resction to any animal that
no olvious escape route, treating any
rection better than Poor &s Poor. On a
Very Bad or Disastrous reaction, the ani-
dwg/ will All-Out Atteck asif Berserk; see
e

Note thet some animals Ebea's for ex-
ample) aretrue berserkers (p. B3D) if en-
;g\;led, ganmg dsladtvhe accompanying

antages and di Such ani-
mascanbevery hardtokill.
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17 - As#d, above, but dso takes 1d-3 crashing damege.

18- Theanimd falsso miserably initsatack that it losesitsnerve. Any
anima with an 1Q of 3 or more will turn and flee on its next turn, if excape is
possble. If backed into a corner, it will assume a surrender position (throat
bared, belly exposed, etc.). For animals of 1Q 2 or less, treat as #17.

For animdls that cannot fdl down (snakes, ec): treat al resuts of fdling
down as taking 1d-3 damage, ingead.

For fliers: treat results 7, 8,12 & 13 not as fdling down, but as being put
into an adverse flying position with the same effective resuilts.

For svimmers: treat dl results of falling down asbeing put into an awkward
position, with the same effective results. Any results of damage due to falling
should be read as stun ingteed.

Anima Reactions

Whenthe players meet an animal that does not have a pre-determined reec-
tionto them, the GM may choose to make a "reaction rall" just as hewould for
an NPC. Rl three dice, add any modifiers appropriate to the Situation (seep.
B204 for guiddines) and consult the Animal Reaction Tablewhich follows.

Notethat some animals are given reaction modifiers (theK odiek bear reacts
a -3, for example), while others are described as "dways atacking” or "d-
ways fleeing." Herbivoreswill usualy flee onany reactionworse than Neuttral,
though some (most notably, Sagsin rut) may atack, and herds may stampede.
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Animal Reaction Table -roll 3 dice and apply modifiers

Oor less: Disastrous
In apotential combat situation, the anima will attack vicioudy, dl-out
atacking and fighting to the deeth. Herd animas will sampede directly at you.
A trained animal will not obey your commands. If you try to force obedi-
ence, itwill either attack or flee depending on its temperament. A riding animal
will doits best to throw you and then trample you.

3or less: Very Bad

In apotential combat situation, the animal will attack. It will flee only if
badly wounded or heavily outnumbered.

A trained animal will not obey your commands unless you continualy urge
iton. Eventhenitwill be balky. You may do nothing ese while trying to control
your animd. [t will take the first opportunity to excape, injuring you if you get
inthe way, but not gopping to kill. A riding anima will try to throw you.

4-6:Bad

In apotential combat situation, the anima will attack if it thinks it has a
chance. Itwill flee if outnumbered or wounded.

A trainedanimal will obey with obviousreluctance, and only under congtant
Supervison. It will escape & the first opportunity, but can eeslly be cowed back
into lineifyou try to dop it.

7-9: Poor

Inapotential combat situation, the animal will makethrestening noises and
teke an attack dance. If the party does not leave the areq, it will attack if not
outnumbered or outpowered.

A trainedanimal will obey your commands only with some prodding. It will
try to escape only if there is a dear opportunity or if it has been mistrested.

10-12: Neutral

Inapotential combat situation, the animal will beindined togoitsownway
and let the party go theirs. It will fight if attacked by a party roughly its equa;
athewise, it will flee.

Atrained animal will obey your commands adequately and not try to escape
Itwill take itsfreedomif offered, unlessyou offer more protection and food than
the environment does

13-15: Good

Inapotential combat situation, the anima findsthe party too formidableto
attack, and will back away dowly. If attacked, itwill flee

A trainedanimal will obey commandswell, even hazardous ones. It will not
try to escape and will even bereluctant to leave you if offered freedom. No leash,
cage o other regtraints are necessary to keep it with you.

16-18: Very Good
In apotential combat situation, the anima will be cautioudy friendly and
curious. Itwill not attack, though it will fleeif the PCs make hodile movements.
A trained animal will eegerly obey your commands and ssek your approval.
The animal will be sorrowed if you try to leave it

190r better Excdlent

Inapotential combat situation, the animal is obvioudy friendly. If attacked
it will assume a surrender position (on its back, belly or neck exposed, c.).

A trained animal worshipsyou and will lay down itslifefor you. Ask and it
will obey to the fullest extent of its abilities. Good luck if you ever want to get
rid of it - this animal will cross a continent to be with its beloved magter!
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Mothers

Mothers protecting their young are the
fiercest foes on earth, and probebly any-
where d for that metter. Mot femde
mammas have hormones which com-
pletely dominate their persondities a
times when the young, arc threatened.
Many birds and even repiiles dsohave this
ingtinct - crocodiles are among the most
protective mothers on earth.

Mother animds know no fear, are
quick to fed threatened, take offense ess:
ily, and will attack vicioudy, giving no
quarter, Assume that mother animals have
a modified Berserk disadvantage: dl Ber-
serk rules gpply, except that no 1Q roll is
needed to snap out of it. Ingtead, the
mother will come out of it when dl foes are
deed or fled, though shewill continueto be
nervous and edgy for some time afterward.
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Huntingand Trapping

- HUNTING

AND TRAPPING

The essentids of hunting are covered in the GURPS
BasicSounder Trackingonp. B57, Sealthonp. B67and
inthesidebar onp. B128, Thefollowing rulesare offered
forthosewhowant more detail.




Hunting

Whmdetermininwhaherthemry'ﬁor ingissucoessul,
note by how much the PCs make their 1Q rals; the better the
rall, thelarger andtastlerth%grq&. Depending ontheenviron-
ment, this could range from sun (wh|d1ww|dka aperson
dive, thmﬂt;alt might, lower his charisma) or birds to deer or
antdope. The characters mugt il make sucoessul missle
rey, Stealth will help thqn”get

u%' For dengerous gameanimds,
the encolinter.

wegpon skill ralls to bag the
wﬁ%i)ﬁdnoﬂrgdaa&?%. &
such asbuffalo or boar, p?

B
0

Preserving Mest

After asucoessful hunt, the hunter may wish to preserve the
megt 0 ato move on more quickly. Ales, preserving mest in
thewildstekesasmuchtimeasdally hunting!

Figurethat half the body Weghl of any lageanimal ismest.
Makingjerky out of this mest takes 3 days, and will reduce the
weight E)yi/z ; o only Ya of an animd'S actud weight can be
cariedspresavedfood.

A smoky fire, congtantly going, is reguired to preserve megt

Fishing
A sucoessul Fighing, Naturalist or Survival ill roll will tell
thefisherman wherefish arelikely to befound-which Sreams,

rivers, or lakes In d, it's eader to find fish in
le%sthere ae fggg hiding places Fish gamer in
conceded pats, inpools camweler.

and m%ny ots, inpools and ¢ [

For each hour of fishing, make a Fishing roll (Survivel may
be subdituted). If the roll 15 successul, the fisherman catches
Y4 pound of ‘edible fish, plus % pound per point below the
needked die roll. If fish are especidly plentiful, or if a criticd
ecessisrolled, twice as much fid'is caught. If fish are epe-
cdly scarce, or if theinitid rall to locate the fishis failed, only
half as much is caught. Any critical failure resUitsin no more
fish being caught that day. .

_ Fish may be caught in anumber of ways - using hooks and
msflles or lures spears; knives, trotlines nets or even bare

If equipment is not avalable, a Survive ill roll will
dlow thefisherman to improvise from avalable meterials. The
fishing roll may be a -2 or more depending on circumstances
and availability of equipment.
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asjerky. Altemately, alarge quantity of st &1 Ib. ﬁer 51bs of

gfﬁ dr(ng gmsbeusadto presarvethemest, though theprocess
Presarved ﬁa%/eet |agts up to 3 months, but unpreserved meat

gailsin 12 hours (4 hoursin thetrapics) unless kept codl.

Animal Empathy

While Animd EmpthP/ sams  fird glance to be an ided
advantage for anyone callecting animals, 1t is only suited for
humane callectors Anyonewith Anima Empathy who know-
ingly collects animals for vivisection, arena combat or other
Irposes leading to pain or degth for them would be violating
he nature of the advantage and should be docked cheracter
points. In addition, certain types of traps - mog notebly the
are- aenct Kitablefor ue by anyone with this edva{age

Craftiness

Should there bean actud guesi for aparticuler animd or an
organized hunting party, theGM can determinethecourseof the
hunt through aseries of dierolls He should first meke a deo-
5on on the "creftiness' level of the animdl - a measure of its
ability to avoid traps and to outwit and throw off pursuers. The
craftiness level is used in place of 1Q. Mogt hertivores (with
notableexceptionsliked wildboars, wild buffoesend
prl_maes% are not crafty; roll againg their 1Qs - that is if the
anima's1Q roll is successful, it Can do, something dever trying
to evadeitshunters. If the prey is acagier animdl, such asafox,
wolvering, leoperd or coyate, give it acraftiness level of 10 or
more (this is uudly indicated in the anima's _descnptlonz.
Many man-eaters aré extremdy crafty and will dirde back to
hunttheir hunterd TheGM should Simiply play theseat hisown
level of ingeniousness ,

The hunt then becomes a sies of Contedts between the
ﬁursuers Tracki r%skllls and the prey's craftiness level. If the
unters use dogs, fhey can subdtitute the dogs tracking abilities

%ﬁdly 16 or 18) for their own. At any refe, whenacrafty or
be

erousanimal isfinally brought to by, theencounter should
ayed out.

- Huntljn?; and Trapping



Trapping

Trgiry  animalsisanother way togainfood. Mogttrapscan
bes&%rgnly 15 minuteshy aski edt?gpper, Tr‘etraasas“rxﬁ]d
be checked @ lesst hourly, as predators and scavengers will
empty thenifgivewtheopfmunlty. A successful Naturdlist (or
approprigte Survival) ill roll will pick up die signs of an
animal's presence - tracks, runways, trals, dens and feeding
marks- andwill tell atrapper where best toset histraps. Ifthis
initia roll istailed, the trapper will bea aminusto his Traps
ill for catching animels A&;ﬂamdty equdl totheamount
by whichtheinitial roll was missed, )

Eachtimeatrapsset, theGM should roll in secret to deter-
minewhether anythingis caught. Roll againgt Traps (Traps5 if
thetrapper is city-bred) or the appropriate Survival skill of the
trapper, and note how successful the rall is The trapper must
havethe Traps skill & a TL appropriate to thetrap, or takethe
?pr%)riaemodifier. Afalledroll meansthat nothing iscaught
-but con't tell the players thet; let them check the trap to find
out for themselves. Criticel failure meansthat thetrap goes of
whilebeing set, posshly injuring thetrapper. )

If the trapping roll is successtul, the degree of success will
influence both the type of animal caught and the timing; in
generd, the better the roll, the "testier™ or more valuable the
animal, andthemoreopportunethetiming. Themost opportune
timefor ananimal to betrappedwouldbejust beforethetrap is
next checked. The eest opportunetime son thesituation
-it migl;t be many hours later if the PCs arein a hurry, or it
might bejust after they check atrap, giving acamivore more
timetoradit. )

Angg)\ilma hasachanceto noticeatrap -rol | aContest of
ills between the trapper’s skill and the animal's 1Q, with the
following modifiers none if the animd is running; +3 ifthe
animdl is reasonebly aert (the normal condition); +5 if the
animal has cause to be suspicious. A best, such as a
wolverineor an old man-eating tiger, will always be uspidious

Types of Traps

BoxTraps —

Box trapsareof man G evennatu-
ral ca/esq)Tshe besic ic%at};ﬁa the animal is |ured into an
endosure, after which the opening is shut behindit, blocking it
in.

A primitive cage can behuilt out of splings and vines with
one end|eft open (4 hoursto build acage large enough to hold a
lion, or 2 hours with appropriate Survivel Skill or Carpentry;
thesetimes assume tools). Bait isattached to atrigger set a the
beck of the cage. The trigger can be a bent sapli éor arope)
lgg;ly secured by a crosstick which rdlesses asolid or barred

Another typeof box trap is thebox propped Uﬁ ona "figure-
four" trigger; thebox Smply fallsdown over whatever st off
thetrap. Thistype of trap is limited to animals no bigger than
large dogs - the weight of the box makes it impractical for

creaursma{ larger. .

A natural cave could be used asabox trap by blocking the
entrance fter the animel enters; removal of?éngerws animds
canbetricky, though! Sacks can be used for smaler animals -

thishecomesasafetypeof snaretrap.

Deadfalls
A deadffdll condtsof alargetrestrunk or other heavy deth;é
stuptofal onany animdl that pessesunder it. Thetrapmay
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& infront of aden or aoross agametrail (sprung with along
gring or rope, no bait is reo&saggl The deedfall may dso be
baited with atigure-four trigger setting off the trap. If prgaerly
congtructed, adeedfali isvery humang, killing theanimal dmost
ingantaneoudy. Deedfdlls do crushing damage besed on their
weight (ssep. B131).

Pits require a shovel or some other di%géagg todl; apick is

handy if the soll ishard. SeeDigging, pp.
the length of time need to dig the pit. o

Pitsare often larger a the bottom than at the top, making it
moredifficult for theaniml to escape. Mogt pits are dug across
gametrailsand covered with branchesand brush or grass Often,
bait is lad across the center of the pit, or the prey is Smply
chased towards it. Elaborate "hedges' may be consructed, nar-
rowing the path to thepit. o .

Pits are not aways stitablefor capturing animals dive - the
fall can cripple or otherwise injure many animals. Asaruleof
thumb, animas smaler than medium-sized dogs will be un-
harmedby afall into apit just deep enough to hold them. The
only larger animals which can be captured unharmed in pitsare
camivores that gring on prey, or animals with sturdy frames
(such &s depharts).

1, to determine

Shares
A snare s anoose rigged to snap tight on the releae of a
ring trigger, strangling or holding theanima. It should be st
ong awell-worn runway or in front of an animal's burrow.
Depending on the type of snare, bait may or may not be usad.
Snares are primarily for game animals; there is a high risk of
injury incapturing ananiml thisway. Anyonewiththe Animal
Empathy advantage should be docked character pointsfor using
asnare- it can cause ananimd great pan. )
Animals can be taken unharmed in snares; though, espedially
if thetrapper isnearby and checks thetrap frequently. Thereis
a4in 6 chance that an animal captured in a snare will be too
severdy injured to sve If the animd is left snared for more
thananhour, increese this chanceto 5 in 6.



Stick Nooses

A dick nooseisuseful for removing ananimal fromatrap, or
for snaring ananimal as it comes out of itshurrow. It congisis of
along stick or polewith anoose attached to theend. A Contest
of DX isrequired to successfully dip the noose over theanimal's
head, the GM must decideif féilureby the character resuitsin
theanimal getting dose enough to attack. )

Once thenoose is around its neck, even astrong animal can
be easly controlled - lunging either toward or away from the
stick-user will only result in strangulation. No ST rall is nesded
to control an animal unlessit has more than twicethe character's
ST. Inthat case havethe player make arall againg ST to hold
onto the gtick during any bresk-away attempt Failure means
that the anima wrests the sick away. It will beat -3 DX aslong
asthe stick-nooseis attached, and thereisa50% chancethat the

Live Capture

Animas may be captured dive for avariety of reesons. Peo-
plewho pay well for live animalsindude zoos circuses animal
trainers, universities, emperors and other arenaowners, govern-
ment xenobiology apencies, breeders and ecoentric millionaires

Capturing animals live can be more dengerousthan hunting
tokill them; the huntersmust show restraint, whiletheanima is
under no such obligation. Asin hunting, certainbig game ani-
mels can end up hunting the hunters - subduing an animdl
WIthOL{[ injuring it can be difficult when oneislegpt on from

There is an additiona danger if the animasare being cap-
tured, for training purposes mothers. The young are the bet
animasfor training; to capturethem, though, the hunters may
haveto faceafurious mother, themost dangerous animal oppo-
nent there is. Also, the young are often well-equipped to teke
careof etdhelmaves and caninjurethe unwary hunter when lesst

expected,

‘One mugt be careful not to harm the anima - mogt wild
animalsinjured while taken captive will not recover, For game
purposes, assume that an adult animal which tekes 10% of ts hit
paintsinwoundshesad in 6 chance of dying (50% chencefor a
very young animdl) in captivig{. Ananiml taking20% of itshit
pointsinwoundshasab In 6 chance of dynp(* 3chencefora
very young animal), and an animdl td<|r1? 130f itshit promts
(Y2Tor avery younganimdl) inwoundswill certainly die. There
areexceptions; some gpecies do not dieas readily asothers [fa
player is certain that a particular pedes is aieﬁt a surviviny
captivity whilewounded, theGM should reguitehimtoreseer
the isse between game sessons and bring proof to the next

ing sesson! In themeantime, low his character to nurse
the wounded animal.... most animals would survive a lesgt a
few days, am/way In the cage of fantasy or suience fiction ani-
mals, the GM'sword is findl.

Methods of Capture

_ Theanimd must firs be located. This can behandled by a
gmple1Q roll or, if more detail is desired, through a series of
Tracking skill rolls. Neturalist skill will tell where a given ani-
ma islikely to befound, and will detect Signsof itspresence in
anaea

Capturemethodsrange frommodem and futuristic deep ges,
tranquilizer and stun guns, hypno-darts, stedl cages and cattle
prodstoprimitive pits, neres, lassos, trip-ropes, netsand box
traps.Hopa‘ulliqtheB‘Iayerswnl come up with additional idess
of their own - the GM should reward crestivity while holding
plausibility in mind.
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animal will e\(emudl){ grangle if it escapesinto the brash, Oth
ewisg the anima will eventually work the noose off. Critical
failure meansthat the dick-noose falls apart.

Forked Sticks

These are not redlly traps, per se. But they are useful for
catching snekes or small animas Thedtick canbeused to
pinasnake to the groundby catching itjust behindthehead, A
sharp forked qick Can a0 be used to remove asquirtd or other

| animdl from ahollow tree. Impale the animd
thrust-3; minimum; 1 pt), pinning it againgt the Sde of the
hallow, and twigt the dtick. The fur and loose skin will be
twisted around the dtick, andtheanimal can bepulled out. This
method is not very suiteble for live capture.

Tranquilizers
Tranailizi
and one to see If the tranquilizer worked.
Tranquilizers, per s, are a20th-century development. How-

ananimd takestworrolls; onetohit theanima,

ever, any of the poisons used by primitive men for hunting
would usually cause unconsciousness before death; the hunters
tracked the animal andl killed it with hend-wespons as soon esit
went down. Treat Such primitive paisons by using thepaison (p.
B13?) or venom (p. 50) rules. )
The tranquilizers used nowadlays are dso capable of causing
deathintoo srong a The dosage must bebalanced to the
messof the animal, and differswith age and physical condition
even within a given species. It is better to err on the sde of
caution; use less rather than more, and put in a second dart if

A suiocessful Veterinary or Animad Handling, ill roll is
needed tojudge the proper drug and for agiven animd.
None of the franquilizers has an instant effect; time runs from
about ten ssoondsto asmany minutes: A ssoond suooessful ill
roll isrequired to judge in advance the length of time before the
tranquilizer will take effect, or to tallor the for the de-
sredeffect. Larger animalswill dwaystakelonger tofall; very
amal animals will be affected withinaminute.
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~ Afailed roll will kill theaniml, not put it down et &l or put

it down for less or moretimethan desired (seebelow). Depend-

ing on spedies, adarted animdl will flee or chargeas soon asthe

{jhandgi‘ttsaa;ld keep on until the drag takes effect - if it notices
e .

Wi
Tranquilizer Guns

Bows, blowguns, crossbowsand air rifles have been usad for
tranquilizing, but the most suiccess has been with big-bore (450
caliber or more) sSngle-shots such as the Martini-Henry.
gunsare loaoed with alight powoer charge so asnat to damage
ather thedart or theanima. Tranquilizer darts codt tentimesas
much as ordinary cartridges. Anyone with both Veterinary or
Animd Handling and Armoury & the right TL can make his
own. Don't bother with a success roll; the chance of failing at
loading such around isonein many thousand. )

Thedartscan beloeded with tranquilizer asthecartridgesare
prepared. They canthen becarried to thefield and used like
other ammunition. Or, the cartridges and asupp!?/ of tranguil-
izer can be caried to the field, and the darts filled once the
animal hasbeenfound. Pre-loaded dartsgivea-3to thetranquil-
izing uocess roll, since they are not matched to the particular
animal (-5 if thereis agreat disparity in species- darts %ed
for pronghom and used on hippo, for ingtance). Darts| in
the field take 30 ssoonds to prepare. -

Tranquilizing ammunitionis ashort-range proposition. It hes
terribleballigic properties, and the dart won't stand the shock of
high velocity. for bows and crossbows is halved when
using tranquilizer darts. Tranquilizer guns have the following
game dds pidal - SS 10, Acc 2, *1/2D 20, Max 50, rifle -
sameaspistol except that ishas SS 12and Acc 11 Half-damage
Satsare given only inregardsto accuracy sincedamageisbased
on the tranquilizer used.

=

Trnguilizer Failure(roll 2dice)

2 - Animd dies Indantly.

3 - Animdl fallsunconscious; dying in 1-6 minutes.

4- Animal falls unconscious; will diein 10 minutes unless
someone meke a successul rollcgnst Veterinary-2 to recog-
nizethe problemand improvise CPR. Asssssafurther penalty If
theanimd isinconveniently large; if it'salarge dinosaur, emer-
gency ddis smplel impossble )

5'- Animal falls unconscious and remains out for 16 days,
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Ios'rlg 2HT daily dueto stervation and dehydration. Death may
result.

6 - Animd fdls unconsious and remains out for 212
hours; losing 2 HT.

7 - Animdl falls unconscious, but has a bed drug resction;
make a roll agang HT. On afalled roll, treat as #4 aove
otherwise, no extraeffects. )

8- Anima gtays up for an unreasonable amount of time -
mreeftai‘ rlne normal maximum (or shooter's hest guess) - but

en fdls.

9 - Anima is extremely groggy (-3 to DX), but does not
fall.Makearoll agangt HT fortheanimd every 10minutes; the
animal recovers 1 DX for each sucoess, until totally recovered.

10 - Animd is dightly gro?gy #gl to DX), but otherwise
unaffected. Animal recoversastor #9.

11,12 - Animdl is absolutely unaffected.

Other Methods of Capture
Blowpipesand Bolasare used with the approprigte skills, see
B4

.B49.
P Cattleprodsdo no redl dameage, but can causeintense pain.
Mot animaswill try to %a/vay fromthe sourceof the painful
ding, and can thus be herded. Some, though, will turn and
atteck the source of their torment. o
BS]I:ms and Nets are usad with the gppropriate skills, seep

Smoke can beused toflushananimal fromitsden.

Trip ropes reguire constant supervison to be effective; they
ae usualy ussd with neis A rope is drefched aoross a path,
aither taut or manned by oneor two people, and gameis chased
toward the rope; hedges are often constructed to channdl the
gtey.f'la'll?e anima will usually betripped by the rope, and netted

erfdling.




Trangporting Animals
Anyonewishing to collect animas mugt give seriousthought
to containment, transportation, food and water.
Trangportetion may mean a cage, wagon or Smple leesh ar-
rangement. |t may mean native porters, teams of oxen, andl-
terran vehide or'a sarship. It will certainly depend on the
resources avalableinthearea

Game Animas

Thefollowing lists give some idea of whet sort of game can
be bagged in various habitats. Should players forget this infor-
mation, an appropriate Surviva roll will let the character re-
member what's available and how to try to caich it. Hunti rg
Trwngorajr_vwd skill may beusedtotry tocatch ananimd.

gmdl animals, assume enough are caught for one medl.
All animls listed are nutritious, in the sensetht they will kﬁ
ahuman being dive. The GM should determine by how mu
the Hunting, Trapping or Survival |Q roll is made, and consult
thechart for thecorrect hiome. Theanimasareliged mrouPth
increasing palatability order, so an extremely good 1Q roll de-
saves something near theend of theligt. In some ceses the low
rating is becausethe creatureis difficult to prepare (small birds,
for instance, have many small bones). In other cases the higher
listing referstoan animal moredifficult to catch, suchasguinea
fowl. Fsh are not liged.

It should benoted, however, that thisis dl amatter of teste.
Thereare African tribesthat relish grubs, dogsareadelicacy in
many countries, the Frencheat snailsand somevegetarians think
thewholeligtisinedible. There aresurvival manuals that daim
skunk meet is better than venison and sakes tadtier than
chicken. Any of these animals will keep you dive in an emer-
gency, regardless of how you fedl about the teste.

Inany of thepedes listed, old meles will be tougher and less
palatablethan younger or femaeanimals. Thisisespecialy true
inrutting seeson for animals like moose, when the excess hor-
mones coursing through the systemleave afoul taste. Thenutri-
tional valueisdill good, however. Itisaovisabletocarefully cut
out the soent glands inanimalslike beaver, skunksand muskrats
before cooking them!

Notethat animalsliged in agiven biome might be foundina
specificarea For example, many of theplansanimas are Afri-
can or North American only, and wouldn't be found on the
Seppes of the Ukraine.

Jangle: Svamp:
Insects Insects
Kites Muskrat
Bas Fri

Mice Min

Smal Birds Smdl Birds
Squirrels Sakes
Jackdls Otters
Lizards Wildcats
Sakes Wading Birds
Wildcats Beavers
Antegters Raccoons
Monkeys Rabhits
Saths Duck
WartHogs Bear
Antelopes Dexr

Deer

Guinea Fowl

The collector may be required to makeaZooIolgy (or Xeno-
un

logy) roll to determine what the animd egts.

oreds of

poundsof food, water and sraw might have to be trangported to

0et theanimd to its findl destination.
Predaﬁ cliseece from lack of exerdse and proper diet, es-
and melancholiaaredl congtant worries. It'snot essy being

%imd collector!

Forest:
Insects
Skunk
Muskrat
Mice
Chipmunks
Srdl Birds
Squirrels
Martens
Weasds
Foxes
Beaver
Porcupine
Raccoons
Oposums
Rabbits
Grouse
Wild Turkeys
Moo

Ducks
Bears
Wild Boar
Dex

Plains
Insts
Mice
Hawk
Jackd
g{rqu_nd DSquirrds
arie Dogs
Rabhit
Barlger
Grouse
Odtrich
Zera
Antelope
Bison

Sl

Arctic:
Mice

Lemmi
Groundr%uirrels
Smdl Birds
Owls

Foxes

Wolf

Bear

Hare

A

Caribou
Ptarmigan
CanadaGeee

= sl

Mountain:
Insects

Vulture

Mice
Chipmunk

Pika

Smd| Birds
Foxes

Eagles
Marmots

Hares
Ptamigans
Mountain Goats
Mountain Sheep
Elks

Bears

!

Desert:
Insts
Vultures

Mice
Birds

Lizards
Shakes
Fox
Hawk
Ratbit

Lal
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ANIMAL
COMPANIONS

Often, animals are portrayed in campeigns asbeing ~___/ |
ather mentd dangers or food. Unfortunately, this ex- ] :
dudes a whole group of animals that can add an extra / Aﬁ

[\

dimension to the campaign. For what is the adventurer 4
without histrusty steed, or the magewithout his familiar?

This chapter covers the training and use of various Y‘i
types of animals as companions. Magicd "familiars' are ~
not covered in depth, but detailed information can be
found in GURPS Magic, on pp. 106-106.

|
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Training

The length of time nesded to train an
animdl isgiven by the table onpp. B143-
144 The Training times given there are
gge]rws to the players don't shorten
i

_However, rolling againgt Animal Har-
ding every day can Quite cum-
bersome - the average well-trained dog
would reguire 380 successul rald To

|igooeﬁ try ralling for 10,
20- or even 40-day blocksof time,

A failed roll indicates that the whole
el A o for 1 Ome
r . Alsp, if rolling for ime
u?‘.é?s arall o 16 iCes ne b -
ure, 17 indicates two bed failures and 18
indlicates three. For 20-day blocks, bad
faluresstart & 15, and for 40-day blocks,
they start &t 14

A badly faled roll mesns that the
trainer was atacked - it's up to the GM
whether he is injured; he may want to
roleplay it. At the GM's option, & bealy
failed roll may dso mean that the animal
is asesad agd to its Obedience
modifier (see below].

Animd training Is much more effec-
tiveif done through love, trust and mu-
tual respect than through fear, bullymg
and physcd domination. GMs shoul
take note of the trainer's character: Badl
Te;k/er, Sadigm and Bully are all poor
disaovantages for an animal trainer to
have. Any animdl_trained or owned
such a person will eventualy rebel.
Whether this means s;nﬁ!y meking a
brreak for freedom or attacking its mester

on the species and the situation.
Atany timeof dress makeareection roll
at-3 (plus or minus any Obediience modk
ifier) Tor the mistregted animd.

Hiringa Trainer

Professiondl trainers can behired (trest asfirdirEaHilrding,
p. B194), thouggethey ae rare in mogt Tech Levels - finding
onewill usully beat &2 or morependlty. Citieswith arenesare
likely to have trainers, but any camivore trained by such a
traingr is likdy to turn on its owner - asess an Obedience
modifier of at'least -1. Nobles will often have trainers and
hendlers to care for their horses, hounds and falcons. In the
modern world, Hollywood hasafew good animdl trainers- and
afewbadones . )

In giena*d, an animal trainer hes an Average Job, earning
$40x level of his Animal Handling <ill per month, or $30x
ill level per month for amdll animdls (amdller thanthe average
dog). Itisusually afreclancejob, reguiring aminimumskill of
12" Suooess rolls are besed on Anima Handling ill -2, and
aiticd falure means 2d damage and |oss of amonth's income
(3d and 2 months income on anaurd 18.

T71-

Obedience
A trained animal's obediience to commands will depend on
how well it has been trained. This will be represented by an
Obedience modifier - the better the modifier, the better the
training. The Obedience moxdifier can be either postive or neg-
aive, and modifiesthe owner'sAnima Handling skill whenever
betriesto ?atthe anima to obey acommand.
0

ItisupTothe GM to determine a trained animal's Obedience
modifier- this number smulcé%;meralialé range between +3 and
-3 Iftheanimal Isheing traned by aPC, thePC should roughly
describe how he intends to go about the training. The GM can
then determine the Obedience modiifier accordiingly, teking into
account Animal Empathy, disadv: such as Sadism or
Bully, and any particularly good or bad dieralls

If'acharacter purchases an areadly- trained animal , the Obedi-
ence modifier will affect the animal's price. In generd, each
point of Obedience modifier will adjust the priceby 104 Thus,
adog with an Obedience modifier of +2 will sl for 20% over

e SRR AT TR I 0
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Petsand Trained Animals

Many playerswill want their characters to have trained ani-

mals as ets or companions. This allows for some interesting

ing posshilities, and can be alot of fun; again, remember

that these animals are contralled by the GM. Mot animals will

require a certain amount of care and attention; e below for
specific notes about different types of companions.

AnK time that a player wants his animal companion to do
something whichisnot routine, an Animal Handling kill roll is
called for, at default if need be. Fetching the morning paper is
fairly routineand should not call for adieroll, but refrieving an

item dropped down amine shaft would definitely requirearoll.
Add the Obecience Modifier (if any) to the PCs Animal Han-
dling il when working with atrained animl.

emember that trained animals are cortrolled by the GM; if
a player is consistertly using his animal companion &s an un-
pad- for advantage, the GM may be cdlled on to balance things
Perhapstheanima will runaway, or balk & itscommands. Beer
inmind that curiosity isapowerful force
in mogt animals, often getting them into
trouble. How”often ae byal{sik tliy
reupine quills or unks
gomplg bec%use thw$r£ym thelr noses
somewhere they shouldn't have? Also,
animals often have little dignity (exoept
cats, who havetoomuch). How oftenhas
adog embarressed his medter in front of
hisfriends?

Dogs

Dogs require attention more than ac-
tud cae agx dog that doesnt get its
daily quota of affection will become less
effective. Thismay meanhaving the
clisobey commends, losing areaction rol
bonus or actudly losing it to someone
who offers it more love than its current
owner.
Mogt dogs which are likely to go on
an advm%grjg can hunt for t Ves,

though they m into trouble doi
D. HEG%/II agggewic sndng rgﬁ
of 14 for the dog to locate game, then a

DX rall to catch it. Criticd falurein
aither of these ralls means the dog is in
trouble. Thiscould meanthet it hascome
a0ess a large carnivore, skunk, porcu-
pineor swarm of angry wesps. In sucha
ca, the owner may have to rescue his
pet. Critica suooess in hunting means
that the dog not only fed itself, but
brought back one meal for itsmester.
TheGM and players should use their
own apeier‘oeasagwddhr;eofwigea
iscapeble of doing. TI S
g%%eawd training levi smdgg;lsa be
teken into acoount. Largedogs (L abra-
dors, Huskies, Wolfhounds, S. Ber-
nards or German Shepherds; for exam-
) can carry packs resembling saddle
% but 10'Ibsencumbers them and
reducesDX and Speed by |. A load of 20
Ibs: reduces DX and Speed by 2, and 30

Animal Companions

Ibs by 3. Thisisthe heaviest practical |oadl that dogs can carry,
though thg can haul much heavier loads, especidly in teams
Seep. B145 to determine how much adog can drag or pull.

Cats

Catsusudly dontt travel well, though mere are exceptions
Catshaveleaned tolikemiEsawdwaga*s and somehave even
enjoyed travel gy . They won't walk far during the
day, though, andmageswifecat familiarshad better think
r .

Casactudly havean1Q of 5, but can only betrained asan1Q
3animal. They are capable of moreintelligent actions; they just
won' do them on command. Cats are quite independent, gener-
dlyrdoing asthey Feeee o

hey requirelittle care- not even feeding if alowedto roam
-but are not above pestering their owners for food. Sometimes
they'll evenlet someone pet them or soraich their ears They are




besically nocturnd, but will change their habits to be with hu-
mans more. Cas agood oed oftmmmedaﬂng. )

Cats can hunt for themsdves, usudly & night. No rall is
neaded; cats evolved from 33||th huntérs é1dogs evolved from
pack animals), and are highly skilled &t catening food and Say-
ing out of trouble. They may bring back desdl mice s presants
for their owners, but won't usually supply any useful mest.

Other Pets

Other pets will reguire both care and food, and often trans:
portation and acage or leash. The GM must be guided by com-

mon sense s it 1S beyond the soope of this book to cover al

possbIePas Possihilifies indude monkeys, gerhilsand other

rodents, talconsand other hirds, lizards and snekes. Certain pets

F()?o'[d)ly nakes) will evoke anegative reaction from some peo-
e

Hones

Horses can be dodile and extremely loyd. They can dso be
nesty- tempered; a trained warhorse miay &ttack anyonewho ap-
proeches it other than its owner. They Can be eagar-to-please or
Subborn. Most horses are stupid - beautiful, but Supid. They
will dlow themsdves to be worked to death, and when ex-
tremely thirdty can drink themselves to desth if not prevented.

Two sallionsin the sameparty may fight if not restrained by
their handlers, pa”ﬂmlgr!{v.lfamarem heet isnearby. Medievd
war horses areusually stallions and require at least one.groom or
i)agefor a/qﬁ{ two horses. Only afully-trained horse ?UF toits

Q leve) will be sitable as a warhorse, others win bolt - see
Animal Combatants, (p. 74). Horses - egpedielly race horses
and thoroughbreds - can be _extreme?/ high-grung, and are
ey ed. Fight is their naturd regponse t0 anything
unusual or thregtening. An Animal Handling roll a -3 isneces:
say to sootheapersond horse -5 to soathe a familiar horse; -7
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to soothe a totdlly unfamiliarone. These pendlties may be even
higher if the hore s particularly high-strung. ]

Horses are 1Q 4 for training purposes A GM may wish to
dlow a well-traned hore to do _anythm? he's s’ a movie
horse do. Granted, this is Sretching the Timits of redlity, but
thenthat'swhat games aredl about.

Horses reguire a minimum of one hour of care per day. Be-
fore ahorse can be ricden, & least 15 minutes must be spent
gemng it readly - putting on the saddle and bridleand so forth.
At the end of aday'sriding, ahorseneeds 45 minutes of brush-
ing and rub-down. During the day, it will require a2-3 hour
break for rest and fOI%]]Ing..ThIS[I meisareedy figuredintothe
travel times onp. B187 - riding the samehordedll day will get
one little farther than walking will. Having a string of horses
will dlow oneto travel 20-30% farther thanon foot.

Horses must bewell and regularly fed to maintain condition.
Horses doing light work (1-3 hours (? should befed 5%
of their weight ingrainand 1 to 125% of their weight in hay or
forage. Thus a 1L,000Hb. horse, worked lightly, needs 5 Ibs. of
g_ran and 1012 Ibs. of hay or grass per day. Horses doing me-

iumwork (35 hours) should befed 1% of their weight in grain
andanother 1% inforage. Heavily-worked horsesneed 15% of
their weightingrainand 1% |nhayorforaqe Thus, a 1,0004b.
cavalry horseneeds 15 bs of grain and 10bs: of forage daily,
or performance dedlines. Ponies and draft horses only need ¥2 as
much food dueto their efficient metabolisms. Foritsfull ration,
ahorseneads 1 hourtoeat itshay and grainor 6-8hoursto forage
in good vegetation. On average, horsesneed 10 gdlons of wter

daly.

(gra' n-fed horses have more speed and endurance than grass
fed horses, grain is more efficiently processed by the digedtive
system. Two Ibs. of oats or ather grain costs $1;”grass and hay
can be assumed to be free.

Fatigue for horses is figured &s for humans (p. B134). If a
horsegets less then afull ration of food, but at leagt half rations,
fatigue increeses by 50%. Less than % rations doubles fatigue,
andnofood at dll friplesfatigue. ]

~ When traveling, horses should be hobbled or picketed &
I’]I%ht to prevent straying, though this mekes them more
tible to predators. Large camnivoresfind them quitetadty.

Domegtic Animals as Companions

Modt adventurers will not want to bring a herd of animals
with them, with the possble exceptions of horses and beagts of
burden. Cowboys on a round-up brought an average of sx
horses per man - the mounts every few hours, This
allowed the horses tifme to forage and to rest, saving grain ex-
pene and \;\)Ire/amnﬁ_mjury from overwork. Pioneers hesded
aorossthe Western plainswould bring dong threeteams of oxen
per wagon, if they could afford them. Nomads often droveherds
of ?oatsor Sheep with them as they traveled. o

f adventurers want to do this, fine - but they will either
nead to hire a full-time caretaker (the cowboys™ method) or
spend alot of time caring for the animals themsdves. A hore
reguires an hour of care éach day if ridden; only 15 minutes if
not ridden. A horse that has not been ridden for a month will
becomeornery if someonetriesto saddleit up again- giveitan
Obediience modifier of -3, and require Riding Tolls twice &s
often, until ridden for 3 da{%m , .

Oxen, camelsand other beedts of burden require 15 minutes
care esch per da%/. All herd animals will need to forage most of
theday, thoughthey candothiswhiletraveling if the Vegetation
is appropriate. Any herd of herbivores will attract camivores,
the FCswill need to be on their guard, espedially a night.
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Wild Animals as Companions
Certain wild animals can make companions; though
there are dways uncertainties, Leé?"é ae gonglgg ,recgrgn
mended; onenever knowsif awild animal will return if givenits
freedom for even ashort while. Mde areaction roll (modified
hy the Obedience modifier) every timethewild animal isout of
Sgft of its owner - on aresult of Bad or worse, the animdl
doesn't come beck. This rall will always benecessary- the call
of the wild lurks in the heart of every wild animd, though
animalsrased from infancy get & +2 10 ther rall. An escapd
animdl can be tracked down; onethat has not lived in the wild
snce infancy will probably leave an eagy trail. A successful
Animd Handling roll (at -1 per day theanimal isfree) isnesded
tocoax theanimd into reumning foitsmester. =~
‘Mot people will react a -4 to anyone traveling with a wild
animdl, unlessthe animdl iscaged or athewise redirained. There
is ds0 the question of how the animal will react to Srangers
Makeareection rall eechtimeadtranger ismet, with thefollow-
ing modifiers. -2 for acrowd (12 or more people), -2 for open
hastilty, +2 for cam friendliness on the part of the person, If
thereectionis Poor or less, theanimal will try to attack (or flee
from) the srangers. Theowner must make an Animal Handling
roll toredrainit, and ma{ have to exert physcd force,
After three successfull reection checks for lone indivicual
the animal is considered to have adapted to the presence
People oned atime, thatis ThreeSuccessul reaction checks
0 e Aoy M paTlo HE i,
urther checks are nless people retening.
Training camivoresto beattack animalsisrisky, @eda.l?/glf
they aretrained to attack humans. Bloodlut canbe aroused, the
anima can forget its dodile nature, and wanton killing can re-
ault. If such an‘animal ecapes; a dangerous man-eatel may be
created. Tregt awild animdl that hasbentrained to fight aSiif it
were amocified Berserker: after any combat, make a reaction
roll (modified by the Obedience madifier). After three uccess
ful checks, no more are needed unless the owner Sarts (or con-
tinues) toabusetheaniml. .
Among the great cas, only cheetahs and oodots train well.
Any referencein amedieva Source to “hunting leoperds' actu-
dly refers to chedtahs Asessany other greet cat  leest -1
Obeciience modifier.

Animal Combatants

~ The GM runsal anima combetants - trained animals that
fight for their owners. If the animal wes specifically trained for
combat, itismuchmorelikely tofight than one trained for other
rposes Mogt animalstrained for combet donot get any bonus
o hit. Theanimal dready knows how to fight, it Isleaming to
fight on command. Thére are exceptions, mogt notably dogs
Cfenan poho; and [phgydytraners”ra& dogs to altlack |tn e
cific ways, ic hody arees If aplayer is willing to
50°/oab%yve thesriglmd training costs (or ta?leSO% morr%ti mgat%
train), adog can be trained to atack aspecific body par ﬁu&ldly
tr?w%d vaeepon am) & +1 to hit, minus the normidl hit location
ifiers
Ananimd that has not been trained for combet requires its
owner to makean Animd Handling skill roll &t -5 a the tart of
each battle. A failed roll means that the animal doesnit obey

commands-runni n?a/vay freezingor attackingindi scrimi —/

nately. An animal trained for combet Sill requires this roll be-
fore its firg hattle. The seoond bettle will be et -4, the third &
-3, and 0 on, until the sxth and following battles will be &
araggteénlmal Handling skill. Theserollsaredso modified by
the Cbedience modifier.

Animal Companions 14

thelyf tgehandlerand afni rTl? hg/e %vlvdl-rdwea'sed tedtwi quethgt
ways use, no further die rolls are necessary; the anim
doeswha?llt iscommendedto do. If the player wants theanimd
to do, something out of its regular routine, but with whichit is
familiar ("Roso0e, fetch that oear!”), an Anima Handling roll
a no minus is required, If the player wants the animal {0 do
something complex ("Smba, chase the wolf over that way!")
argl & -3 is required. The GM is free to have the anim
miginterpret vague or poorly phrased commands. i

Pointing, in combat time. counts as an action, Time ddlay is
another srong possihility- theanimal may requirea or
two to figure out what itshandler hesin mind. The GM hesthe
right tosde “Tredo%'samon istoconcentrate" wheneverhe
fedsthat the dog nesdstimeto d|?eil thecommand.

Ifan animdl (egpedidlly adog?f edls that its madter is threat-
ened, it may choose to protect him rather than abey his com-
mands A character may nesd theanima tofetchamégic itemor
potent weapon more Urgently than he needs the animal's tegth
protede him, but theanima might not undergand this. The
GM'sruling onhow ananimd actsis findl.

Familiars

Familiars are animals or pirits which attend and serve wiz-
ardsand mages Many different animalshave been presented as
fammgr;s- ts(g)adrgarﬂ'%/tsthlaI tt&gmage cafr|1 d‘o%ewgg()om

izads, crows, flies, hares, snekes, owls

Iz;lw%efdogsha\/eail beenrumored familiars. Rulesfor credting and
GMI% familiars are covered extendvely in GURPSMagic on
pp. 106.
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§i! | /O Eventually, someone will have this book
it/ memorized- it aways happens. Instead of being
surprised and concerned when a credture is e+
countered, players will st about killing it ina
very business- like manner- even if their charac-
tershave never s it before. Thistakes some of
thethrill out of the game. Making up new crea-
turesis an enjoyable way to fix that problem for

campaigns not solidly fixed in the red world.
{|
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Creating Creatures Quickly

The guidelines given in this chapter can
be usad to create new creatures in detal,
taking into acoount their abilities and heb-
its But wht if youre in ahurry? Y our
siencefiction explorers havejust landed
on astrange new world, and you need a
cregture to throw & them nowt
_ Thereis avery smplemethod of creet-
ing anew creature when you need one on
the spur of the moment. Find the habitat in
this book most dlosdl rmblirg_ the one
through which the PCs are traveling. Pick
an animdl in that section which seems tofill
the same ecdlagicd function es the crear
ture thet is currently needed. Redically
change the desoription and use the listed
Sads, ether unaltered or with some minor

Voilal Ingtant unknown monger!

Theplayerswi | | haveonly agmdll due
& to which animd's dds you are redly
usng (remember that different gravities
and pressures can even changethe Size of
comparebly drong animds), and will be
uncertain enough to accuraely roleplay
their characters uneese. If you take the
tuneto do this before the game begins, and
make up a few cregtures of your own as
well, the players will never even know
you'edoing it.

While this sysem camnot replace the
sdidfaction of credting a new cregture in
dl its complexity, it should help get yon

through the roug%' Fpots

Creating Animals

Thereareanumber effectorswhichwill affect how an animal interactswith
its environment, where it fits into the food chain, and (of mogt concem to its
potentid opponents) how deadly it isin combat. The GM should try to Strikea
balance when creating a new creature, giving it both strengths and wesknesses
A creature which has no weeknessesis no fun toencounter, nor isit particularly
redi%g The following are some- though nowhere near al- of the factors to
consder:

ST: Themogtimportant effect of ST is on damege, unlessthe GM iscregting
abeadt of burden. Thechart on P. B140 determines the amount of hiting damage
doneby acarnivore - for herbivores; use half ST. Most camivorous animals do
cutting damege when they hite; some of the larger ones do impaling. Mogt
herbivores do crushing e In generd, use this chart to aetermine the
amount of damege an anima deliverswith its daws, d<.

ST isvery important if the animal attacks by grappling or damming. Any
atempt to choke is rolled againgt ST, and any attempt to bresk free from a
grapple or to avoid falling after being Jammed isa Contest of ST. The exact ST
must be known if the animal attacks by grappling or damming. For other ani-
mals, the damage amount may bedll that is really important- 1t's not necessary
to know the precise ST.

B 4§)T g0 determines how much weight a beest of burden can carry (s p.

DX: DX determines how likely the animal is to hit when it attacks. Most
camivores do not suffer any pendtiesto hit dueto Iightin% or bad footing, nor
aretoo many concerned with aimed shatsto the eyedits. Thus, there isno need
to incresse an animdl's DX - as a fighter will boogt his combat sills - to
overcome such minuses. Becareful inassigning high DX to acresturewith high
ST. An animal with both high DX
and high ST can be extremely deadly
- eypecidly if it grapples Once a
high ST cregture hes someone grap-
pled, there's no breaking away,
short of death - just whose death
Oepends onthe PC's friends!

A DX of 15+ should berareina
large camivore. Exoeption: if theac-
ceptable prey is limited to a smal
number of gecies whose DX is do
15+,

1Q: Inavery red s every
animd gecies is an intelligent one
- truly nonvintelligent spedies die
out. Each gpedes has indtincts and
behavior patterns which make it
well-suited for its niche.

1Q is important for animdls in
determining trainability and for re-
Sding Magic and Psonics Other-
wis, itglayslittleroleinthelifeof
a GURPS animd. Very few crea
tures in this book have |Qs over 6 -
above that is bordering on sapience.
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HT: Many animas will have two numbers for HT - the firgt is the "hedith”
thet theanima rolls againgt, while the second isthe "hits' that it can teke. Mogt
wild animas are fairly hedthy (represented by the first HT number), in the
1217 range- the week and sickly tend to be weeded out by nature. Herbivores
tend to be less susoeptible to disease and to recover more quickly from wounds
than camivores, s their "hedth" is usudly abit higher.

"Hedth" dfects the anima's chance to recover quickly from a un; its
ability to ress knockdown; its resstanceto certain pels and the rate & which
it recovers from wounds (though mogt PCs don't worry aboutt that part of an
opponent's makeup).

"Hits" are based on body Sze and taming; usudly, the bigger the animd,
thetougher itistokill. "Hits" dso affects the amount recovered from wounds
- 32 p. 57. When cregting a new creature, the GM may want to take into
avcount the amount of damage done by the PCs. Ifthey are doing 3 dice per shot,
?e rp]ight want to beef up the animd's "hits' to make for a more chdlenging

ight

PD and DR: Theseare as important to animasasthey areto humans.

The PD of an animd is usudly based on thedeflecting quality of its hide or
coat. The fur of ashort-haired mamma won't deflect a blow a dl, while the
longer fur of an Arctic creature might: PD 1 or 2. Anextraforelimb might add
1 or 2 PD by being used as an extra level of defense, and beating wings might
makeit hard toland ablow straight on. The hard armor of aturtle or giant insect
isworth PD 2 to 5, depending on the angles, curvaure, dope, and <o forth.
Quillscanoffer PD 1103,

DRwill rangefromthe 0 of mog dogs; to 1 or 2 for thick-skinned mammals,
to 3 or 4 for thick-skinned reptiles, on up to 5 for turtles and other heavily-
amored creatures. A DR of 6 i probably the upper limit for natural cregtures.

MoveandDodge: Mog animals Dodge s equal to hdf of Move or half of
DX - whichever is larger - 10 being the maximum. Occasiondly a GM may
wishto mate a creature a peciaist & defense: its Dodge equal (or nearly 0) to
itsMove. Thisshould only betruefor defense oedididis aferocious attacker is
usualy not agreat defender, tending toward all-out attack methods.

Move will determine the combat order is which an animdl drikes, and
whether it can overtake (or excape) the party of adventurers. The average unen-
cumbered human runs 5 yds/sec (swims 1 yd/sec). This should be used as a
bed's for comparison when setting an animal’s Move score, or acregture that is
similar in spead can be used asatemplate. Most catswill be fater than canines,
though canines are better long-digance runners; herbivores whose primary
means of defense is flight will be faster yet.

Reach: Many animasattack only in dosecombat. Thishastheadvantage of
putting them in dose where the prey (or PC9) are & a disadvantage. Some
creetures are large enough to kick or dtrike e one-hex reach. Ranged attacks are
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Knowledge
Knowledge is the PCS best defense

The morethay know about acregture, the
morelikely theyrare to emerge dive from
an encounter. ‘The less they know, the
mredeedlytheqeaure|sl|d)let0ﬁ(riove
Thus, when running acreature- whether
it's one from thisbaok or oneaf your own
design - you should congder how much
youwant the playersto know about it

Sdence flctlgr;mi)a:darejs wouldn't

know anything anew lifeformex-
ceptwhat they could guessfromits resem-
blance to known creatures (amouthful of
ZinchHong, sharp pointed teeth does not
denote a grasseder!). Medievd or mod-
emadventurersmight havesomeinforma:
tion - maybe even too much - and some
of what they know might bewrong.

Therearemany waysto givehintsand

dues ra\ge'sdbaierlmdgs farmers, chlud
mors, , dusty library tom
wives %gpbardsswlore g/ym d“iﬁrm‘s
nursery rhymes can %| iveacluethet could
saveathinking PCslife- orloseitif the
rumor isfal se%'Wha do you mean Siver
doesnt work againg vampires - didn't
matoldprietsayitdid?").

A wholle{)any canbedestroyed by one
umberooif they don'tknow its weekiness
hey canbe killedjust as eeslly by an ani-

md yon cregte. Beforeyou condemn your
PCsto agory degth, think of someway to
impart a least a hint of how to survive
Maybe an dld torn manuscript or an old
worn traveler-trite, but fun.

Creating Animals



Special Abilities

Extra |imbs:_ Extralegs canincrease
gpeed endlor tability (no minuses on un-
even terain, plusesto ST in dams). Extra
ams (or forelegs) can increase combat
abilities — perheps dlowing two attacks
per turn white dill being &ble to defend
normally. Extralimbscan dsoincludepre-
hengletrunksandtails

Tentadles Tentecles are extremely
muscularlimbs. They canactually support
some weight on land (aguariums have re-
ported octopi escaping from their tanks
across the floor!), and are excellent g
Flers A&?gn eath tengr:le ac\i/gl#e Ofdl
or grappling pur U
dod%r%eng%apgfﬁdto ragthevictin);
to the creature's month. The mouth will
usually have a tearing ahility (beek or
teeth), though a digesting adid or venom
are other pogsibilities. )

Pincers Aincers are graspers which
Sometimes do damage, usudl grcrashl .
Assign eachpincer avaue of ST for bol

ad grapplmg Jupo% A 9s

sors- fypelimboouldevolveasaweapon—
don' useit for grasping, tfmgﬁ. )

Venom: Most animals that deliver
venom do not have apowerful atack in
bruteforceterms. A snake'stangsdon'tdo
any sgnificant amourt of damege - just
enough to pierce the skin. Mod exising
poisons work either by digesting cdllular
walls or by diupting naJrolqglcd pro-
eSS - Ofter types are certainly poss-
bel Yon may_use any ofthea?stoisr?g
poisoNs (See p. 78) or créate your own. Be
sure that the players have a way to save
themsdves somehow, or a leat dlow
them aroll againg HT tominimizedam-

ae

Camouflage: Many crestureshavenat-
urdl camouflage, allowing them to hice
from predatorsor lieinwait for prey. Such
animdscanbedifficulttospot, evenwhen
wnhm) afewfeetofthen(l%ortdl aahefty
minus).
hwagétlgcal or aJEJISome fish anddeds

e theahility to generatedec-
tricity - 0ruéndggjfor diretgtion%ng, of-
fense or defense - and can rdeae a
powerful jolt which can stun or kill. Sait-
water cregtures usudly generte a lower
voltage then fresh-water crestures - it
water is abetter conductor, so they don't
nead asmuchvoltage A land animal might
conogvably evolve such organs &s wll,
shocking any predator that touchesiit.

Flight: |nge1erd,flymgmmdshs§§

distinct advantage in both ?)Eﬁd :
height. Theexoeptionto thisisif mereisa
low ceiling or no space for wingspread-

oftmflyersareveé(fi:l ontheground.
 Adantagesand Saills: Animas may be
jven certan advantages and ills Acute

Peripherd Vision and Sedth are

gxgd examples Seep. 53 for other poss-
liies

Creating Animals

very rare, usudly limited to fantastic cregtures; these animals can be extremely
deadlly unless some offsetting weekness is provided.

SengingAbilities: Mogt animasarebetter a sendng their environment than
humans are. This is hendled by the use of a generic sending aiility of 14 - the
anima mekes dl Vison, Hearing and similar rolls againg: abee level of 14,
rather than againgt 1Q as humans do. I creating ananimal, the GM may wishto
noteappropriate senges and their specific levels For ingtance, bloodhounds have
wesk eyes (Visonralls of 9 or less) but keen noses (Smell 18).

Some of the ways animals sense the world around them are through light,
sound, vibration, chemicals; pressure, radiation, rrgnetism, gravity, dectricity
andtemperature. Some fantagtic and siencefictiondl cregtures have other sns:
ing abilities - including magic and ponics

Radiztion i the same besic energy aslight, only in different wavelengths -
omesnekes, for example, can sneinfrared rays. Other radiation sensesmight
Oletect ultraviolet rays, X-rays or gammarays. This can epecidly makeadiffer-
ence in science fiction campaigns.

Presaure in humans is largely limited to touch, though our har can dso
Oetect changesinair currents. Someanimashaveamuch morehighly developed
snse of pressure: fish can snsemovement inthewater around them, and insects
can fed the ar pushed by someones hand &s it descends to swat them. A
predator which uses pressure to track prey (such as do certan eydess cave
animals) would any PD honus that aperson receives for being invisible-
aswould acregture using ultrasound, such esabat.

‘/"" \ E
il G0 i,
N S

Vibrationisthe same stimulus as sound, interpreted by organsother than the
ear. Snakes are dedf yet can detect motion througpx?round vibrations.

Chemicd sensation is usudly cdled smell and teste. Animals with acute
anel are not & as much of aless in the dark as are those limited by vision. A
dog leaving awel it house & night trots right out, no need to wait for its eyes
to adjust Snce its nose is what quides it anyway. A cat will crouch by the
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just outside fat a few moments - it needs to dlow its highly developed night
visonto adjust to the light differential beforeventuring out.

Certain hirds have magnetic field detectors intheir ears, possibly for migra-
tory purposes. Thisis harder to visudlize as being useful in gaming terms, but
there are posshilities in stience fiction. Magnetic and gravitationdl detectors
would be very useful to degp gpace (vacuum) crestures!

Gravitetiond detectors more highly developed than the human inner ear
might result in better balance (squirrels on a telephone wire), better dimbing
ability, better cornering abilities (perhaps 2 hex-sde feeing changes & no cos),
quicke recovery fromfalls(dwayslandsonitsfeet - Yodamagefromfdling),
andoforth.

Creatures which can sense dectric fields (mostly fish on this planet) would
seam to have an enormous advantage in hunting highly-developed creatures -
dl Terran neurologicd activity is dectro-chemicd In nature. Again, Stience
fiction posshilities abound.

Finaly, animasthat usetemperatureto hunt their prey (snekesagainimme-
diately cometo mind as anexample) are not hampered by poor lighting or other
seamingly adverse conditions.

Aggressiveness. Thisdetermineshow likely theanimal istoattack, andwith
what ferocity. Most animas will attack humans only if desperate or provoked.
A few speciesare known man - eaters, however - crocodiles and certain cats, for
instance. Most herbivoreswill flee. Give aggressive animals a negative modifier
- sy -3 or s0 - when ralling to determine reaction. Timid animals will get a
smilar postive modifier.

Tactics: Modt cresturesusedidtinctive offensdveanddefensivetactics These
tactics are generdly indtinctive and a fundamental part of the creeture's nature.
Examples of offensive tactics include: pack tactics (wolves and other canines);
attack from ambush (crocodiles and many cats); attack by chasing prey intoan
ambush (lions use such teamwaork); spreading out over an area and cdlling to
eech other when prey is Sighted (some canines); and going for the throet (cats).

Defensve tactics include such things as flight (most herbivores); podting
sentries (beboons and herd animds); formingtheherd intoadirdewiththelarge
maesfacing outward (musk oxen); climbing treesto escapepredetors (monkeys,
syirrels); bluffing with defensive displays (the monitor lizard's hissing and
puffing itself up); and use of defensive wegponry - sprays, quills, homs, and
amor (skunks, porcupines, antelope, and turtles).

Number: Mog species will be found traveling in certain numbers-solitary
cats, canines inpacks, herds of herbivores and so on. Other possibilities include
aswarm of ra-aze creatures, a horde of wasp-Size creatures or mated pairs. The
number of creatures encountered is usudly atrait of the pecies

Abundance: The GM should dso consider how abundant the animd is -
how common it iswithin the habitet. This will determine how frequently it will
be encountered.

The food chain follows a pyramid, with the number a esch step being
smdler than the number in the step below it. Thus, herbivores will be more
common than predetors, and small predators will be more common than large
ones. The largest predators will be the rarest animds of al.

It has been esimated that it takes dmogt 800 Ibs. of plant food to support 60
Ibs. of moose 60 1bs. of moosewill support 1 1b. of wolf. Since the average wolf
weighsabout 100 Ibs, whereasthe average moose is about 1500 bs, it can be
seen that there nesds to be about 4 moose In ahabitat for each wolf.

19
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Special  Defenses

Horns Many animals (usuall
havehorms wi th whichto dr| veoff
tors or rivels, Such crestures usudl Iy ha/e
grongskulls(DR2), mekingthemdifficult
tostunthrough head blows

Amor; Many creatures have thick
hides or shdlls that serve asnatural armor.
Some (such s turtles) can completdy
withdraw inddethe armor, leaving no ex-

WeEKNnesses

Quills: Some crestures (the porcupine

nﬁthe prime example) are covered in
qU| S that are easily detached when

ouched. Such animdls often show little
mrmn for danger, Zj)redaors Quick-
ly lean to leave them
Finesdw fal in this category.

Srays: A vilesmelingspray will drive
off mod ﬁfedaors eEJe'haps temporarily
blinding them &s well. Predators rapidly
leam to givethese crestures awide berth.

Mimicry: Many harmless cregtures (in-
Scis epedidly) mimic more dangerous
credtures, Predators who have leamed to
avoid the dangerous creatures will often
avoid the harmless look-dlike aswel. In-
sadts often mimic the surroundiing foliage
(Ieaves and flowers) while fish sometimes

quitedifficultto detect (IQroll atapendty,

just like camouflage). Larger creaturés
m ight develop these Imesaswdl
yinan

campag).

Ined|b|I|ty Many amdl animals have
developed avileteste, or skin that exudes
apumwhmtd(eseffectwhmmgtﬁaj
Smd| mammasareanexampleof thefird;
certain frogsare an example of the second.
Predators lean that these cregtures do not
make good eating, and leavethem done or

sufferthe consequences

Demonic Animals

Demonic animals can essly be crested
& Seads or companions for demons and
therr dlies All theGM hasto doistekea
normal an|md and add afew demonicde-
ments - a unnatura voice,
dc. Thesmm/w (GURPS Fantasy
Bedtiary, |s%@(ampleofamr
md anlmd with ic dements. De-
morrc tx)rgle? ho(LjJndshe?as bigfis and
reptilesareall foundinthelegends
cﬁﬁures Usidly these ammdshm
, DR, IQ, Damage and
|ceb|lmes Often, theyW|II havefull or
S&‘i’? d |mmun|tytomnnlag|(dwemors

Creating Animals

These numbers will fluctuate in cydes, often seasondly. At times (when
vegetation isparticularly lush, for example) the ratio of prey to predetors will go
up, and the carnivores et well for awhile and reproduce more rapidly. Asthe
number of carnivores goes up, the ratio will begin to drop. When it fallsbelow
acartain point, the camivores arve, and the prey begins to increase as preda
tion decreases- the cydebeginsdl over again. Itis during the lean periods that
humans may come under direct threet from camivores.

Ecology: Lagt but not leest, the GM should consider the ecology of the
cregture - how it fits into the world around it. What is its niche - what role
does it plays in its ecosystem? What does it et - is it herbivorous; camivorous
or omnivorous? What habitats does it live in? Is it a scavenger, a predetor or
prey?What areits natural enemies? Isit migratory or doesit Say in onelocation
year-round? The GM might even want to congder its mating hatits.

Each creature occupies a place in the ecalogy of its habitat, and saves a
certan function - whether its scavenger, prey or predator. Each has certain
behavior patterns aswell. By taking these factorsinto account, the GM will find
he's created acreature which s not only an interesting opponent, but onewhich
a9 srves an interesting and redlistic purpose in his world.
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WERE-CREATURES
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#  Amongthemostancientandpervesives 5_
human mythsisthelegend of the A7

man-beedt, the skinchanger, the

were-cregture. Themogt familiar ofthese
- isthewerewolf... butlegendand fiction
describe literdly thousands of sorts of
were-falk, withmultitudes of srange
powers and origins. Therdesinthis
chapter will let the GM cregte
custom-designed "weres' for hisown
campaign - or let players creste
were-charactersas PCd -
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Animal Templates

The "animd template’ of a were con-
S of the charactenstics, advantages and
disadvantages of the real-world animdl that
is the bess of the were-form. The animal
template and the human form define the

d paameters of the wereform -
though mere's aways the possihility of cer-
tain supematural "extras’ which have noth-
ing to do with either the humanform or the
animal template, such as the cinematic
werewolf's invulnerability to everything
but siver.

Any anima described in this book can
be used as a template for awere. These de-
sriptions give dl the essentia information
about the creatures, but the GM must define
thetrails and point values of these creatures
according to the rules in the lycanthropic
cregtion section.

For example, here is the description of a
wolf, fromp. 38.

Waif
ST:810 MoveD 97 Szel
DX:14 PDDR 11 Wt 70170 Ibs

1Q5  Damage 1d-2cut Origin: R
HT: 11-13 Reech: C Habitats F,
MAP

Thewolfis aferocious carnivore, found
throughout North America, northern Europe
and Asa In early higtorica times, wolves
were even more widespreed. Wolves are
courageous and intelligent, with great fight-
ing ability and endurance. They are largely
nocturnd, though they do hunt in the day.
Packsnumber from4to 30; lonewolvescan
a0 be encountered. Wolves mate for life
and are quite protective of their mates and

cubs.

They usually hunt in packs, having a
good sense of pack tactics (s p. 57). They
atack by hiting in dose combat for 1d-2
cutting damage. They tend to rush in, hite
out a piece of flesh, then dodge out of the
way while the same operation is performed
by the other wolves Eventudly the prey
weekens from shock and loss of blood, and
can bedragged down.

Continued onnextpage...

Many of the rules presented in this chapter are ebbreviated from the gpedd
powersfoundin GURPSSuper sand GURPSFantasy Folk, with additiona meterial
specific to were-Cregtures. These rdes emphasize the traditiona concepts of weres
fromfolklore and popular culture, but they can easily be combined with therulesin
Fantasy Folk or even GURPSAliens or Supers to create more exatic or outre

Shepeshifters

Weres and Shapeshifters

For the purposes of this chapter, a"weré" is any person with theintrinsic ability
to transforminto abeest or abeest-like form. The state of werenessiis called "lycar
thropy," fromaGreek word meaning "wolf-man." Purigts sometimes prefer theterm
"theriomorph” (from the Greek for "anima-shape”), didiking the specifically wolf
connotations of lycanthropy, but most scholars concedke that generdl use has given
lycanthropy abroader meaning thanitsrootswould suggest.

Weres are a subset of the dass of shapeshifters, a group which dso includes
supersor nonhuman raceswiththeMorph power, mageswhoknow the Shapeshifting

I, and personswho own amagical or ultra-tech itemwhichdlowsthemto change
ig)e Thus, whileall weres arwe?\mifters, dl shepeshiftersarenot weres.

Why aWere?

Thereasonssomeonemight becomeawere-cregturearelimited only by theGM's
imaginetion. Below are afew possible origins for weres

Curse
Thisistheusual originof atraditional cinemetic werewolf-theold ’8%/ womean
pronounces a.curse on her murderer, the cultist tampers with Things Man Was Not

Meant to know, theintrepid explorer ignoresthe hieroglyphic warning on the door of
the ancient tomb....

Magic Item

The character has a strange bond with amydtical object which alows him (or
compels him) to take the form of a beast. For true weregom, it'simportant that the
relationship between the object and the user be unique. Thelucky owner of adevice
that will turn anybody into an anima is not really awere (although such items are
covered intheserules). But if the triggering item will only work for one person, and
if hecannot changewithout it (or perhapsheneadsit tosurvive, andthechangeisonly
anunwelcome Sdeeffect), then that personisatrue were, of asort well-supported by
legendary and literary sources
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The mogt common sort of item-bound were s the skin- . This type mugt
Ty an intact pelt of the animd he changes to (wolf, beer, sed, swan, whatever).
When hewishesto change, the skin-changer need only dontheskin
Religion or Culture

Certain people - or even an entire race - might be able:to become weres because
they have aspiritual link with the animal template (see sidebar, p. 82), or becausethey
practice certain rituds or ceremonies that give them the P(mer to shift shape. This
goproaches the line dividing weres from magica shepeshifter:

Genetics

Lycanthropy is often portrayed as hereditary - a person is a were because his
forebears were weres. They may be humans with arare magical or genetic gift, or a
completely separate rece, Ilvmg in disguise among humanity. This interpretation is
pamcular y popular in the movies, gppearing in films s diverse as Cat People and

In asuemeflctlon or pog-holocaust campaign, this ability could appear asanew
mutation.

Ararer but intriguing variation on this concept is the "reverse were” Thisis an
individua or racewhoseeveryday form s beedtlike, but who hasthe ahilitytotakeon
human formtemporarily, or under certain circumgances.

Disease

Lycanthropy could be amagical or viral infection, usually spreed throughthebite
of awerein beagt form. Anyonewho survives an attack by awere has astrong chance
of becoming awere himself. This origin is dso much-beloved in Hollywood.

Psionics

Inaworldwhere psonic powers are very common or potent, it might be possble
for aps to dter his body to tﬁwvof abeadt. This power may be conscious or subcorr
Fious, and may or may not be accompanied by more conventiond ebilities

Science
Super-science might be capeble of surgically or gmen(z:ily giving ahuman the

power to changefrom his natural formto awere-form. Ina"redlisic" sience fiction
campaign, atransformation would require & leest TL10 medicd stience but in
adnemdic campaign it could appeer & alower Tech Level due to amad sientist's

meddllng, or perhaps through exposure to "srange cosmic radiation” or an dien
artifact.

Mix andMatch

The origins above can be combined in anumber of ways. A magic item, for
ingtance, might meke its user dependent, cresting acurse. Or theinfectious biteofa
weremight trigger agenetic change, which will ensurethal dl subseguent children of
thevictim are weres as well.

Lycanthropy: Advantageor Disadvantage?

Thee rules dlow chanthrgfy as either an advantage or disacvantage. I the
lycanthrope controls the time of change and the actions of the beast form, it's a
powerful advantage. If the change is involuntary or the beedt-form has awill of its
own, it's adangerous disadvantage.

Buying Off Lycanthropy
Uncontrolled shapechanging - or any ather sort of undesired weredom - can be
"bought off" using eamed expenence: As dways, it is uggeted that when the cogt
to "buy off" the dissdvantageis peid, the GM should makethe removd of the curse
an adventure object, rather than just making the curse "go away." For more details
and some suggestions, see the Sdebar onp. &.
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Animal  Templates
(Continued)

Wolf attacks on humansare asubject of
hot debate. There are no verified recent a-
tacks, but ancient teles abound with Stories
of wolves devouring people. The odds are
Poodthawdvamll not attack humansun-

the dimateis o severe thet other prey
is very scarce

Hereis a ressoneble approximation of
the same wolf a a cheracter, trandated ac-
cording to the lycanthropic creation rules.
Notethat an characteristicsarebought from
abase of 10, rising the point velues in the
Basic Set

Wolves have ST -1 (-10 poirts), DX -A
(45 poirts), 1Q -5 (40 points), and HT +2
20 points). They have the advantages
Alatnes+2 (10 paints), Combet Reflexes
15 0|ntR) Discriminatory Smell (15

+1 (3paints), 4legs(5points),

PD +1 (25 paints), Penetralng Cdl (6
paints) and Sharp Tegth (5 points). Therr
disavantages are Color Blindness (-10
poirts), Mute (-25 pams) No Fine Manip-
ulaors(30 parts) jon -3 vidous
edaor (15 ) have the sills
rawlin aD (1pointg, unninga HT (4
points), Sealth a DX (2 points) and Track-
ing & 12 (2 points - se the Rule of 12, p.

Thishypothetically averagenatural wolf
would normally be a 27-paint cheracter in
human-based terms (157 points in attri-
hutes advantages and sklllsand -130points
in attributes and disachv: )

Toturn an ordinary walf into a were-
form, the GM can dart by defiling the
character's change. Ifthewere-formisto be
apurebeadt, the GM can let theweretrans:
forminto anormal wolf like the one above.
The charecter then ocould define his were-
form &s a character of up to 50 paints (or
more, depending on thepoint budget for the
humanform), and spend hisadditiondl char-
acter paints as he likes to individudlize the
wolf,

If the GM wishes to develop a super-
beest or beast-men were, he can play with
Eh%efor%m ngnﬁosah tohrwgwlty

perhaps, or with a higl or
ableto gpeek), or adding certain megical or
pseudo-soientific advantages and disadvan-
teges (perheps some magicd protection, a
Vulnerahility to siver, or aDread of wolfs:
bane).

Were-Creatures



Change Trauma

Thisis an optiond rule which the GM
canusetoheightenthedramaandterror that
people should rightly ted about the pros-
pect of becoming weres It can dso beused
to make opportunisic players think twice
before willingly infecting their characters
with lycanthropy.

If the GM wants to use Change Trauma,
he arbitrarily assigns from one to six mental
or physcd disadvantages or power limita:
tions to anyone who becomes a were. He
then decides in what order the disadvan-
tages will vanish, andralls 1d (or 2d, if he's
fedling particularly vicious) to seehow long
eech disadvantage lingers Thisroll deter-
mines the number of changes the new were
must go through before that disadvantage
vanishes. The disadvantages vanish in
order, andnone garts "counting of f" before
dl those before it on the list have vanished.

As Change Traumais atemporary sde
effect of aoquiring lycanthropy, none of the
disadvantages or limitations related to
Change Trauma carry any negdive point
vaue of their own.

Example: A PC has met a were whose
wereform is hedcdly a tdking wolf - the
werehasthephysicd stats of awolf (except
for the ability to spesk) and the intellect,
persondity and sills of the human form.
The player decides it would be intereting to
play a were of this type, so the PC asks the
were how he got that way, and aso begins
saving his earned character points to even-
tually pay for the cost of the were-form (see
InfectiousAttack, p. 9).

TheGM isdsintriguedby theidea, so
he sends the adventurers off on aquest that
will eventualy result in theinterested char-
acter becoming awere. However, the GM
a0 decides that he will spice things up by
invoking the Change Trauma rules.

The GM sdects 6 disadvantages, sts
them in order and rolls 1d for each, getting
the following results Painful Change (4),
Bloodlugt (2), Berserk (5), 15-point Split
Persondlity (6), Bestid (4), Mute (3).

Thenew werestartshiscareerwithall of
the above disadvantages, much to his con-
gernation (and his player'd). Initialy, the
party will need to be devote a good dedl of
time and energy to keeping their lycan-
thropic companion out oftrouble during the
changes However, dfter the fourth change,
the changes are no longer painful. Two
changes later, the were-form losss its
Bloodlugt, and s on, until after 24 changes
the were findly figures out how to talk in
were-formandis at last, throughthe rigors
of Change Trauma.

Change Trauma should not be tregted as
a disadvantage, because it aways goes
away in lime It isinconvenient, and may be

y, but its just one of the hazards of
lycanthropy.

Were-Creatures

Were-Forms

A were-form can be basad on any cresture known to man. Large, dangerous
animasmay havethemost dramatic potential, but therésnothing that mekesawere-
penguin or were-poodeimpossble. Thewere-gpeisrarely seen, perhaps becausethe
changefrom human to ape doesn't seem dramatic enough - but the thug who follows
avictiminto adark dley, and meets afull-grown gorilla, might not agree.

Whatever the nature of the creature-form, weres comein three basic "configura:
tions."

TheBeast

In his transformed State, the person is an ordinary animdl, with stats drawn di-
rectly fromany entry in this book. The were-shgpe has no specid human abilities or
intelligence. This isthe most traditional form of the werewolf of European legend -
anotherwise-ordinary humanwho periodically transformsinto an otherwise-ordinary
wolf. Eachformmay haveonly dimmemoriesof theother, eechformfollowsitsown
neture.

The GURPS character sysem assumesthat acharacter can talk, think retionally,
useits hands, efc.,-none of theseis true for an animal! When the beadt's “character”
is cregted, certain disadvantages must be taken:

Animal Intelligence. Ananimal cannotreasonin humanfashion, reed, andsoon.
If thewere suffersfrom a Split Persondlity, the animdl formmay aso be Bestidl (s
p. 98). However, without Split Personality, thewere-formkeepsitshuman persondlity
and as many of its memories as the animal intelligence can support. For example, a
were-dog would be able to recognize awoman and know that it loved her. A smart
were-dog would even know that "Laurd’ meant the woman. But it would not know
"This is my wife Laura" It could not run a computer, but it might know that it
containedinformation. Andsoon.

Mute (p. 97). An animal cannot spesk human languages.

Structural advantagesand disadvantages (seepp. 100-101). Anima formsare
limitedinwhatthey can do, but may asohavean edgeover thehuman shapein certain
aess No FineManipulatorswill bethe mogt common disavantage. The advantages
Teethand MultipleLimbs (ssepp. 101) would be gppropriate for most were-crestures.

Certain super-advantagescanbeappropriatefor beast were-forms, suchasCatfll
or Discriminatory Smell. Ordinary avantages can aso be applied: Acute Senses or
Alertnessarecommon, and most animalshave Combat Reflexes (p. B20).

. S(i(lalduse by abeadt form is handled as described on p. 99. Skills cannot be
improved.

The Super-Beast

The were is Sill bascally animal-sheped, but he is more than a normd beadt.
Perhaps he retains his full mind and human intelligence, or is Smply stronger and
tougher than anormal beest of that sort. In game terms; Super-beadts Sart as Sandard
animd forms, but do not have to teke dl the "beet”" disadvanteges above. If they
don't take Mute, they can talk. If they don't teke alow 1Q and the Bestial disadvan-
tage, they canthink aswell asahumanwiththe samelQ. Furthermore, asuper-besst
may take super-advantages above and beyond those appropriate to the animal tem-

plate.

Sill use by a super-beadt is handled as described on p. 109, kills can be im-
proved &s for human characters, and new skills can be learned - al based on the
gopropriate attribute of the beest form.

The Beag-Man

Thewereisan anthropomorphic hybrid of human and animal. Thefuzzy-faced,
bipedd "wolf-man" of the movies and comicsis the best-known were of this sort. A
beagt-man may retain his human memories and persondity, or he may become a
raveningmongter. Or, most terrifying of all, hemay becomearavening mongerwhile
retaining fully human memories and intelligence. The "default" assumption isthat
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the memories and persondlity remain intact. Again, the Split Persondlity disadvantage
will changethis!

Beast-men are assumed to be able to spesk unless they take the Mute disadvan-
tage, and are assumed to be Literate in asetting where literacy is Sandard. Likewise,
they are assumed to have two functional hands; though this can be changed. And a
beast-man can use any human martia arts kills that it remembers from human form,
whileanima forms cannot use techniques designed for humans.

A beagt-man shares al the ills of his human form, and new kills learned in
either form are shared by the other unlessthe were suffers from Split Persondlity.

Building a Were

There are severd seps involved in building a were character determining the
point budget, deciding on the way the were changes, building the human form, and
building the were-form.

Point Budget

A were character should be huilt on the same starting point totd as other charac-
tersin the campaign. The human form and the were-form are designed as separate
charecters, but their point totals must add up to the Sarting dlotment (eg., 100 points
in astandard Fantasy campaign).

Each form can take up to the usual number of disadvantage points, and eech form
isalowed upto 5 quirks. Charactersmay be crested with more disadvantages, but the
extraones don't count for points, and of course must be roleplayed!

The Change

Thefirst decison to makein designing awereis how much, if any, control does
thewere have over hischanging?

If the were has any control whatsoever over the change, however smdl, then it is
an advantage: Were Form (seep. 99). This dso includes changes that, whilenot under
the were's control, are cydlic in nature and thus can be scheduled and exploited.

If the were changes in response to a stimulus that occurs randomly and which
cannot be predicted, then his state is a disadvantage - Unpredictable Change (see p.
)

Sometimesawere will have severa conditionsunder which hetransforms. Onthe
fantasy world of Yrth, for indance, weres must take their were-form during the full
moon, but some are free to change a will. See pp. 113114, or GURPSFantasy, p.
124 This is sill the Were Form super-advantage, but with a specid limitation (seep.
13,

Uncontrolled Weredom

Uncontrolled weredomiis the condition wherethe werehas no control whatsoever
over his transformation, but is subject to the environmenta trigger that controls his
shepechanging. The trigger condition should be determined in a much detal as

. The human form of the character should then take the Unpredictable

Change disadvantage as modified by the frequency of the trigger condition.

Please note that while an uncontrolled were-form may have amind - and gods -
separate from those of the human form, but not dways. See Split Persondlity, p. 97.

Traditiondly, uncontrolled weres usualy possess only two forms: human and
were. Whileit is posshle for an uncontrolled were to have more than one nonhuman
form, this implies that some level of control exists over which form manifests. Any
character with more than one dternate form should be built with the Were Form
Super-advantage.

The Lycanthropic Curse

A "lycanthropic curse" is any shepechanging which a character possesses but
does not want! It does not necessarily have to bean actud disadvantage-just distress:
ing or inconvenient. A werewho changesinto astag onceevery year for 3months can
bejust as cursed as one who turns into aravening mongter whenever he smdlshuman
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Curing Lycanthropy

Anyone aflictedwith the Unpredicteble
Changedisadvantagemay takeakeeninter-
s in reversing his condition. When the
were-character actually earns enough expe-
riencetorelievehimsaf of hisaffliction, the
GM must decide exactly how the victim's
particular formof lycanthropy canbecured.

(Some lycanthropic curses, athough
digressing and inconvenient to their vic-
tims, areactudly consdered advantages; in
[)a'ticula’, any cydic changeis a thevery
east a margind advantage because of its

edictebility. In such a case itisnotposs-

eto "buy off" the advantage, and theGM
should smply require a quest, as below,
without point expenditure)

When the victim's lycanthropy is cured,
he loses not only the change advantege or
disadvantage, but dl pointsinvestedin the
were-form, immediately reducing his char-
acter paint totd, sometimes dramatically
Example: DavidtheNaughtyisa100-point
werewolf witha60-painthumanformanda
40-point wolf form. If he is cured of his
condition, he will lose the 40 paintsin the
wolf form and becomea60-point character!

Lycanthropy shouldnever Smpl )(]vanish
becalise the player expended enough points
to buy it off. The cure should aways be
roleplayed, and should usually bethefocus
of & least one extended adventure - "To
remove the curse of the beast, you must
dimbtheMountain of Spiritsonthelor
day of theyear, beginning a dawn and ar-
riving by sunset At the topyou will finda
sngle blooming flower. Pluck the flower
and swallow it between sunset and moon-
rise, andyour cursewin belifted." Needless
to sy, the adventurers will find more be-
tween the foot of the mountain and its top
than rocks, trees and snow.

Infact, awhole campaign couldbe built
around alycanthrope'squest for acure-the
village priest sends the party to the court
wizard, who hesheard of an ancient sagein
afar country, who referstheparty to alost
book in an ancient city; the bock speeks of
aseoret brotherhood in ahidden fortress...

Sometimes a friend with a strong
grounding in sdence or magic will try to
cure awere-character, If 0, the GM must
makesomefundamental decisonsaboutthe
nature of the specific form of lycanthropy
under scrutiny. If it's genetic, the cure will
require extraordinary efforts - ultratech
medicine or the very strongest magic. Only
thisscdle of effort, equivaent to theimpos:
ing quest described above, canremovealy-
canthropic curse. A chance victim of an
Infections Attack (see p. 96), however, can
belet off moreesslly. (Itsnot hardtojustify
the fact that it is much harder to core the
victim of a lycanthropic curse than it is to
cure those he might infect - the GM may
smply Sate that the cursed character hasa
natural immunity to the usud cure, or that
thecurseis less powerful a a "later genera
tion.") .

Continued on next page...
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Curing Lycanthropy
(Continued)

To cure avictim of lycanthropicinfec-
tionc,h t(hfe thl rfmr? fi(r% determine(gw
much (if any) of the problem s megicd in
naure. If the change is entirely a becterio-
logica or virdl infection, it on be reversed
by anything from an ordinary Cure Diseese
5pell to a competent doctor or hiochemist
with a good laboratory. Infections that are
moremagical would be beyond thereach of
sience, but might be curable by aRemove
Curee pdl, or by exorciam.

Weres and Mana

Magicd weresof any sortwill normally
keep their more natural formin ano-mana
aea Once they leave the no-mana zone
they will usually resume their regular
change patterns. However, if thisinconve-
niences the campaign, the GM might aso
Specify thet certanwerescarry - low-power
magjcd fieldwiththem, which allowsthem
to ick to their normal pattern even
in no-manaaress. (Logicaly, thiswould
makethem stand ouit like searchlightsto any
mageunlucky enough to sharetheno-mana
aeawiththem)

Trigger Conditions

Enterprising playerswill attempttoma-
nipulate a trigger condition to their advan-
tage, to give them control over their
changes. Some of this is acceptable: for in-
stance, a Dark Ages were whose change is
triggered by the smell of roses need not be
resrained from running to the nearest
bower if the Vikings attack his village. On
the other hand, if the same were took to
carrying a packet of dried rose petls with
him, to sniff whenever hiswereform might
come in handy, the change is no longer
merely a trigger condition, but something
doser to item-hased weredom. In this case
the GM should merely let the player know
that if his character pergssin this behavior,
bis next x points of eamed experience must
bediverted to purchese the proper form of
theWere Form super-advantage.

Were-Creatures

blood. What constitutes a curse is more amatter of design and intent - not to mention
the opinion of the were-character himsaif!

Designing theHuman Form

Remember that whether Were Form or Uncontrolled Changeis usedto definethe
were, the human form and the were form's point totals must add up to the starting
point value for atypical character in the setting being used. The GM may requirethat
the human form of awere be required to take certain disadvantages. The mogt likdly
candidate for such a requirement would be a Seoret (p. 98), athough others are
posshle The Unusua Background advantage may also be required.

Again, the total number of disadvantage paints allowed to the human form is
whatever is usud for the setting for which the were is being built

DesgningtheWereForm

A player character's were-form is worked ot in s much detall as his human
form. The were-form has a separate Character Record Shest, filled in as the various
stats and abilities are caculated. The same systemis used whether you are creating an
exotic Aardvark-Man with severd forms and many special powers, or just defining
theanima form of aperfectly ordinary were-chipmunk.

Aswith thehuman form, thewere-formis allowedthe usudl amount of disadvan-
tage points for the current setting.

Were Design Considerations

In designing an effective were character, remember that the were is an animal-
human hybrid. The primary design god should not be to design the scariest mongter
or the mogt devastating combat machine, bt to stay trueto the were's animal nature.

That sad, tradition allows, and even encourages, weres that go far beyond mere
"manheests” Red-world wolves are subject to damage from anything that might
harm a human, but some traditiond werewolves can only bekilled by slver wegpons.

Building TheAnimal Template

For the purposes of credting the were-form, follow these steps to determine the
paint value of the animal template. As noted in the Sdebar on p. 85, an animd
template is the kind of animal on which the were's non-human form will be based,
converted into GURPS character terms,

Start with the animal's description as found dsewherein this volume. If thereis
none, the GM is the find arbiter on the characteristics of any given animdl.

Attributes
Takethe ST, DX, HT and |Q of the animal template, and enter them normally. If
ST exceats human maximum, seethe Increased ST super-advantage on p. 104

Move/Dodge Variations

Cdculate the templates Move as thoughit were human. If the calculated Moveis
lower than the heest's actud Move, take as many levels of Enhanced Move (not
Increased Speed, which is more costly) as necessary to raise the Move soore to the
proper vaue. This costs 10 points per level - seep. 103

If calculated Move is higher than the beast's actud Move, take as many levels of
Reduced Move as necessary to lower the Move soore to the proper vaue. This disad-
vantageis worth -5 points per level - ssep. 109,

Dodge: An animd's Dodge is half its Move or hlf its DX, whichever is better.
This differs from the way ahuman's Dodge is calculated. Don't worry about what its
Dodge might be if it were a human. Remember that if the animal template possesses
Combat Reflexes, thiswill modify Dodge.



Hit Point Variations
Iftheanimal templatehasmoreor fewer Hit PantsthenitsHT, tekethe ExtraHit
Points advantage (p. 103) or the Reduced Hit Points disadvantege (p. 109).

Natural Attacks

I the creaturehas any natural attacks (seep. 100) fill themin. Most creetures will
have  |eest abite attack of some kind - see the Teeth advantage, p. 101 Some will
havemore exatic attacks

Natural Defenses

Definethecreature's sceles, fur, etc. If the creature has extraPD or DR, thiswill
qﬂpag’lfs- sepp. 102 and 106, If the creature has more exotic defenses, fill them
inaswdl.

Advantages

"Ordinary" advantagesmay bepart of an animd templatewhereappropriate. For
ingtance, Danger Sense or Combat Reflexes would be ressonable for dmogt any
cregture. Since advantages are not listed in the beest descriptions; the cregtor of the
were-formhaswidelatitudein choosing advantagestoinclude- ssethesampleweres
on Féﬁ 113122 for examples. Thus, our sample wolf template has Alertness +2 -
which seems quite reasonable for awalf - but it would bejust as ressoneble to et it
a ahigher level or omit it entirdly. This lets the character's cregtor (or the GM!)
control both the animal's abilitiesin play and thepoint cogt of the were-form. Some
notes on existing advantages and their useinwere-formscan be found on p. %.

Under this cat Id dso beincluded structural advantages, such as num-
ber and land of limbs. These are covered on pp. 100:10L

Adding Natural Advantages. The GM may dlow a were-form to purchase
"natural" advantages after creation, with earned character points, up to any level he
congders reasoneble for the animd's ahilities. Justification: the wereisdill learning
haév;/%"bé‘ abeast andhow to use his new body, sohisanimd abilitieswill continue
to develop.

Super-Advantages

Thisis awide category. It covers avantages that are not available to ordinary
creetures, but may be available to an unusual creeture like awere: advantages like
Speech, that arenormal for ahuman but "super” for abeedt, and advantagesthat are
"super” for ahuman but normal and necessary for an anima! For areel chimp, the
Brachiator advantage isn'tjust dlowed; it's necessary to describe what achimp does
Likewise, Winged Hight must be taken for aflying creature. Discriminatory Smell
would bereasonablefor any canine form, and natural and necessary fora"red" dog.

Super-Powers
Thesearethe pedid abilitiesthat requireaskill roll to use, like Bind for aspider.
These will usualy berare among animal templates, but they are possble

Animal Disadvantages
The template must take the disadvantages Mute and Bestid (seepp. 97-98), and
whatever structural disadvantages areappropriatetoits shepe.

Other Disadvantages

Some species may have disadvantages beyond the ovious physical ones Many
predetorswill suffer fromabad Reputation or aSocidl Sigm; prey species may have
Combat Pardyss. If the enimal template is apack rat orjackdaw, Kleptomaniamay
be gppropriate. Seepp. 96-99 for more details.

Sills
Ordinary beest forms use ills as describedonp. 99, and will not normally have

afull range of skills. However, certain appropriate skillsmay be bought to high levels
- eg, Tracking and Brawling for apredator, or Flight (p. 99) for winged cregtures.
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The Change Process

The default lycanthropic change lagts 2d
seoonds, during whichqhe were can do
nothing else except change (but see the Ac-
tive enhancement, p. 9). A change
in progress cannot be halted or reversed ex-
0ogpt under the mogt unusual circumstances
(GM's option). A lycanthropic change is a
drange and frightening process, the GM
may requite onlookers who have never s
a change before, or who didn't know that
the changing character was awere, to meke
a Will Roll or dse stop what they're doing
and dare in fascination until the chengeis
complete. (This is a non-magicd fastina
tion, and won't prevent someone from de-
fending himsdf or providing for his own
safety, but it might make both Sdes of a
combat bresk off while the change is hap-
pening, and it would t;mﬁ'nly rirllak(e)I Ian
enemy esser to surprise) ThisWill Rall is
nota:)F,rigm u&f%"m a Fright Check will
often be appropriate in such Situetions.

Side Effects of the Change

What happens to a pregnant were when
she changes? To a were with a bionic leg?
Or an artificid heart? What happens to ?ﬁg
vegetarian medl egten just before the
change? Well, it depends...

If & shapeshift is magicd, ignore the
food, the baby, the bionic implant, and s
on. Nothing like that carries over between
forms or is harmed when changed beck. If
the shift is a product of "naturd" sience,
eech form should be wise enough to eat
nothing the other form can' digest. As for
bionic implants and unborn children... the
GM hes to decidejust how sophisticated the
shapechanging process i Certainly a TL15
ultrartech shapechenger could handle such

detals.

A goodrule of thumb to follow for many
weres s that if it's counted as encumbrance,
it doesnt transform unless the Absorptive
Change enhancement is in effect. -
cated bionic prosthetics that are as good &s
or better than the origingl part will alitomat-
ically transform, but something as smple as
apegrleg wontt.
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Transferring Damage
Between Forms

Unlessthewerehasthe Non-Reciproca
Damage advantage (see p. %), damage
taken by the were form will carry over,
through the change, to dfiect the human
form, and vice versa For example, if achar-
acter lakes 12 points of damagein his were
form, which has 15 hit points, and changes
to hishuman form, which hasHT11, hewill
be a -1 hit paint in human form. When a
character a negative HT changes, or a
change brings him to negative HT, he must
roll normally to stay conscious A change
will never kill awere, however. In the rare
event that a change drops the victim below
-5 X HT (automatic degth), the damage is
attomaicaly reduced s that the victim is
ill one point from automatic desth. In such
acaseno HT rolls are necessary - the char-
acter will be unconscious, and in need of
immediatemedicd attention.

In cases where there is an extreme vari-
ance between the hit points of a weré's two
forms, damage taken will be adjusted when
the change occurs. If one form's hit paints
area lesst twicethe other's thewerehalves
damage teken when shifting from themore
durable form to the less and doubles it
when shifting the other way.

Example: A were whose human form
has HT 12 would adjust damage taken if his
were-form had 24 or more HP, or 6 or less
HP.

Say that thehuman formhasHT 12, and
the were-form has 25 HP. The were-form
tekes 13 damage, leaving ita 12 hit points,
then changes. The human form will divide
the damage taken by two, and will be down
65 hit points, leaving the character with55
(effectively, 6). If the human form takes 2
more, leaving him & 35, then changes, the
were-form will be down 18 hit points, leav-
ing it with 7 hit points.

Whenthewerehedls, fractiona hitpoints
hed asfull hit paints and dwayshed firg.
Thus, in the example above, if the character
hed healed 4 HP after his second fight in
human form, that would have left him & 8;
and after the change his were-form would
have been down 9, leaving him with 16

Theratio between the hit points changes
evary time the higher-value form passes a
wholenumber multipleof thelower. Thusif
the character in the example had more than
36 hit paints in were-form, his damage
would be divided by 3 when he shifts to
human form, and multiplied by 3 when he
shiftsthe other way. At48 ormorehit pouits
thedvisormuitiplier would be4, and soon.

DeathandDismember ment

A were killed in wereform will nor-
mally change back to human form (or
which ever form is more "naturd") & the
time of degth. If awere losss a limb, that
limb will change immediaely to the
"naturd” form.

Were-Creatures

Other Special Abilities

If the animal form has other specid abllities; the player and GM can work to-
gether to decidewhich ones areimportant enough to definein gameterms. These can
be unusual... Forindance, how would you handle awere-cow in India, where cattle
are sacred? Reputation, perhaps? Or Satus? The GM may disallow anything that can't
be reduced to game stats... or, better, leaveit entirely up to roleplaying.

Using the Template

Once the animal template is completely fleshed out, total UP its point vdue. Use
the findl cost of the template when building the actud were-form as a composite
advantage or disadvantage, Smilar to a "racid cost" If the template cogtis negetive,
the templl(ate itsdlf is conadered a disadvantage. A-1-point template may not be taken
asaqirk.

Example: Our sample wolf template (Sdeber, p. 8) hes an overdl cogt of 27

points.

From Anima Templateto WereForm

Now that the animal template has been established, the actud were-form can be
designed. Unlessthe character wantsnothing more man aperfectly ordinary animd as
his were-form, any number of additiondl abilities can be added to the template.

The combined cost of the animal templateplus any additional abilitiesisthebasic
cost of the were. Inmany cases, the basic cost will be exactly the same as the cost of
the anima template. The basic codt is then trested as if it were aracid cost (see
Sdebar, p. B11) for the were. Just as with arace, the disadvantages intrinsic to the
were-type do not count againgt the character's disadvantage limit.

Example: Soott is building atraditional European werewolf - aman who trans-
formsinto an ordinary wolf. Thecharacter'swolf formis based on thetemplatefound
in the sidebar on p. 82 It has 130 paints of intrindic disadvantages, but none of these
count againg the character's disadvantage limit - he has 40 more disadvantage points
with which to cugomizethe wolf, should he S0 desire.

Remember that thefinal point total of the were-form added to thefindl point total
of the human form must equal the beginning paint total for the campaign.

WereForm Attributes

Thetemplate's1Q need not equal the human form's evenif you wish the character
to have the same mind in each form. Beast-form weres often have much lower 1Qs
than their human forms, while retaining as much of their persondlity and knowledge
as they cen. Likewise, if the were-form hes a separate persondlity, its 1Q need not
match the human form's. Other attributes may be modified as it suits you.

Noteon |Q: The1Q of awere-form may never exceed the IQ of its human form,
nor may it drop more than 1 below the racid average 1Q of the beet it imitates. This
means, for example, that if an 1Q 9 berserker becomes awerewalf, hiswere-formmust
have an 1Q between 4 and 9 (see Wolf, p. 38, and the Sdebar onp. &2).

Were-Form Advantages and Super-Advantages

Abilities above and beyond the animd template are frequently seen in weres,
Sow Regeneration is common. Equivalent to purchasing advantages is buying off the
disadvantages of the animal template; thisisthe primary meansby which abeast form
becomes a super-beast or beast-man. Removing Mute alows speech, removing No
Fine Manipulators gives the were hands, and so on. Buying off the Bestidl disadvan-
tage depends on the flavor you want in thewere, butisrecommenced for wereswhose
minds are untouched by their change.

Were-Form Disadvantages and Super-Disadvantages

Anima template advantages may be removed, but there are few whose removal
would help the were-form concept. An exception is Four Legs, doing so would return
the were-form to abipedd stance, the besis for the beast-man were.

There are d0 new disadvantages listed on pp. 95-96 to reproduce traditional
agnects of thewere. Either Dread or Weakness can be used for the werewolf's aversion
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to wolfsbane, depending on theintensity of theeffect desired. And of course, Vulner-
ability to Slver gives the were's dasic wegkness.

Other Physical Disadvantages
These can be dlowed, a the GM's option. The GM does not have to permit deef,
three-legged werewolves if he doesn't want to!

Mental Disadvantages

Intraditiond lore, abeast-formis ruledby abeast-mind, and eech form's memory
of the other is dim and digtant. This is Split Persondlity, the dassic mental disadvan-
tage of the were, & the 10-point level. If the forms are completely mentally separate,
thisisthe 15-pairt level of the disadvantage.

If Split Persondlity is taken, it mugt be taken by all forms possessed by the
character. For more on Split Persondlity, see pp. 90 and 97.

Other Mental Disadvantages. Ifthewere-formis abeast-man or super-beag who
sharesthe human persondity, it will probably sharethe mental disadvantages of that
persondlity. However, the were-form may aso have extra mentdl disadvantages, ac-
tive only in the animal form. Some are espedially appropriste or interesting - eg,
Bloodthirgty. Others are sillier, but could leed to good roleplaying - Kleptomania, for
ingtance.

A beast-man or super-heast formwhich does not sharethe human persondlity will
usualy have its own st of mental disadvantages. But most mental disadvantages will
have little meaning to acreature of only bestia intelligence. The GM should probably
not dlow, for ingtance, Fanaticismin an ordinary were-besst

ills

|f the were-form and the human form share the same mind, the were-form will
have to purchase mog, if not dl, of the same lls. Additionally, were-forms may
have their own skills above and beyond those of the human form and the anima
template.

Quirks
Thenormal 5 paints of quirks may be tekenby dl were-forms.

Point Total

Thefina point total is the cogt of the were-form. If you are so indlined, this totel
plus the cogt of the Were Form super-advantage or the Unprediictable Change disad-
vantageisequivaent to aflat point cost for changing into the were-form.

Itis entird?/ possible for awere-form to have a negdive point totd; many pure
beagt-forms will total lessthan zero points, and an Unpredicteble Change could drive
the overdl point tota even lower. In such a case treat it as a disadvantage that does
not count againg the human form's limit.

The Persondlity of the Were-Form

Although the two forms of awere are designed as though they were completely
separdte characters, the two forms may have alot in common. Depending on the
nature of weresin the campaign, itis certainly possble for both forms to shere some,
or even mogt traits. Sometraits (Alertness, Bad Temper) aremore likely to carry over
than others (Clerical Investment, Pecifism).

ContradictoryTraits

A were-character'stwo shapes can havevery different persondlities, and can even
have traits and backgrounds that are totally opposed to one another. For indance, the
Allies of one form might be the Enemies of the other. Other examples include one
formthat islucky whiletheother isunlucky, or ahuman formthat isameagewhilethe
were- form has Magicd Resdtance. Such contrasts are a chdlenge to play, but they
carry with them awelth of dramatic potential

Were-Races in

fantasy Folk & Aliens
IftheGM owns either GURPS Fantasy
Folk or GURPSAliens, hewill find it ex-
tramay essy to creste awholerace of weres
using theseroles andtoreconcilethemwith
the nonhuman races in those books The
only sgnificant difference between the sys:
tems s thatin acampaign where nonhuman
racesare common, what thi shook refersto
as"intringc” disadvantagesfor awere-race

will becometruerecia disadvantages.
Although the term "human form" is
usad throughout this book to denote the
were's non-beadtlike form, there is no rea-
son whatsoever that an EIf, An Phar, Reptile
Man, Iran or any other race from Fantasy
Folk or Aliens couldnt provide a were's

“human’ form.

Reverse Weres

Folklore is fall of indances of animds
thet can take human shape - magic foxes
and other creatures. Creeting such "reverse
weres' iseasy-design thewereand human
forms as usud, taking care that the were-
form is closely modeled upon the
shapeshifting animal. The assgnment of
“naturd" form (which these rules have as
sumed is human) is actudly a spedid effect
- amply note on the creature's character
shedt that the wereform is the “normd”
form!

Weres and Martial Arts

A wereform can know and use Karate
or Judo skills, and even more advanced
martia arts bilities providedits IQis7 or
higher. (Below that, the were just doesn't
have enough brainpower for anything be-
yond smple brawling.) However, Snce
suchmartid arts were designed for human
beings only humanoid shgpes with hands
(beast-men, were-gpes; efc. can use thee
skills,

Of course, itisentirely posshleto creete
martia arts designed expresdy for use by
non-human forms. A race of weres, for in-
dance, may well developtwo dylesof Ka
rate onefor thehumanform, another forits
beest form. Such gecidized martid arts
would count as separate skills (perhaps de-
faulting to each other & -4 or more). See
GURPS Martial Arts for details on
customizing martid artsstyles
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Customizing Weres
for the Campaign

Thesewerecredtion rUesaredesigned
to givethe maximum range of weres poss-
blefor usein GURPS. Oncemore, for the
record,theGM does not have allow play-
ers to play any were which they can design.
TheGM may, andin most worlds probably
should, define a finite number of weres
which areappropriatetor PCor NPC usein
hisworld.

For ingtance, according to GURPSFan-
tasy, theworld of Y rthhassix known types
of weres (werewolf, werebear, wereboar,
weretiger, were-eagle and were-snake), al
with certain traits in common (Cyclic
Change - one night a month, regeneration
and aspedid vulnerability to silver, among
other traits - see p. 113 for full descrip-
tions). "Norma" PC weres in Yrth must
conformto thesetypes.

h another fantasy world the GM might
decide to design different types of weres
for example, a line of hereditary human
werebearsmodded after JRR. Tolkien's
Beomings; ahorrific supernatura werewolf
suitable for use with the Uncontrolled
Change disadvantage; and a race of skin-
changing sedl folk. The GM does not have
to dlow any other were-creaturesinto his
campaign.

TheGM should fill outaseparatesam-
ple character sheet for each sent of were
which exigts in the campaign world. He
may then smply hand the appropriate
shedts to any player who's interested in
designing awere character.

Of course, if a player offers an uncon-
ventional were-type of his own design, the
GM is completely freeto adoptit or adapt it.
If anew type of wereisintroduced in the
middleof a campaign, the GM may either
define it as a "new discovery” or as a
unique cregture - perhaps the result of a
one-of-akind magicd mishap.

The GM may attach an Unusual Back-
ground cost to any type of were which he
makes avalleble for PC use

Were-Creatures

Split Personality

If the were has the Split Persondlity disadvantage, then the persondity of the
were-formmay bedramatically different fromthat of the human form. This presents
agrest roleplaying opportunity fortheplayer of awere character. Itisin keeping with
many traditionsfor awere-formto bemorally opposadto the human form. Thiscould
range from smple didike, perhaps manifesting as getting into as inconvenient or
potentialy embarrassing a position as possble before having to change back, to
having awere-formthat will actively seek to destroy whatever the humanform loves
orworksfor.

In generd, such a were will avoid jeopardizing its human form's life, as that
would endanger its own existence as well, butit will do everything possbleto make
the humanformmiserable. Evenif thewere-formisnot sentient, or hasnomemory of
its human form, itwill indtinctively seek out activities morally opposite to those of the
human form.

Thiskind of characterization usually takes the form of an evil were who is the
dark sde of agood human. However, the human side could be theevil one... witha
good were-form who takes every chanceto undo thewicked works of its human alter

0.

In either case this can be represented in anumber of ways, depending on how
much importance the were-form attaches to opposing the human form. If it's alow
priority, it would be a quirk, but a a high priority it could be a Vow or even a
Compulsive Behavior, depending on the background and the origin of his were pow-
ers (See Compulsive Behavior: Morally Opposed, on p. 97)

Obvioudy, thisis best suited for acheracter who suffers fromthe Unprediictable
Change disadvantage, or who is subject to a cydlic change, but it would not be
impossible or out of place for acharacter in control of his transformations.

[tem-Based Weredom

A frequent theme in folklore and mythology is the were who possesses acertain
uniqueitemwhich must be on his person in order to changeinto the were-form. This
item can bevirtualy anything, but usualy involvestheimage or relics (festhers, hide,
bone, teeth) of the animal template. Normally, theitemin quegtion is "absorbed” into
the change, or fused to the were-form's body, regppearing only when the were resu-
mes human form. In sometdes, theseitemsare only usableby thewere, butin others,
anyone who can ded one from its proper owner can use it and themsalves take
were-form.

A common example of item-based weredom is the skinchanger. Thiswere's item
isacomplete hide of the animal template, and the changeis accomplished by actualy
donning theskin. Skinchangersarefoundinfolkloreworldwide.

Item-based weredom can be combined with an Addiction or Dependency to reg-
ular changes to creete an interesting -and drastic-disadvantage.

Desgningan Item-Based Were

Item-based were-forms are built using the super equipment rules originally pre-
sented in GURPS Supers. Since the gadget modifiers gpplied to the item are d0
gpplied to the character point totdl of the were-form, it is important to determine the
specifics of theitem before doing anything dse

Fird, determine the modifiersthat apply to the wereitem. By their very nature,
suchitems must take the modifiers Can Be Stolen and Unique. If theitem cannot be
used by anyone besides the were, it is a gpecid effect which itsalf does not directly
affect the cogt of theitem.

When dl the modifiers have been determined, totd their values. (Themaximum
discount possible, no matter how many limitations are applied, is -75%.) The result is
the discount rate applied to both the cogt of Were Form and to the point totdl of the
were-form. In the case of aWere Form super-advantage that has been dready modi-
fied by its own enhancements or limitetions, the gadget modifiers are gpplied to the
final cogt of the advantage. This cogt is paid by the human form.

To determine how many points are available to build the were-form, subtract the
modifier amount from 100%. Then divide your point budget by thisamount
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Example: ishuilding aswan may who transforms when she donsadoak
of feathers. This cloak is Awkward (-10%), Can Be Stolen by stealth or trickery (-5%,
because she defines it as being useeble only by its owner, see below), and Unique
(-25%). This works ot to a find modifier of -40%. Were Form normally cogts 10
points per form; at adiscount of 40%, it will cost her 6 points. The swan may has 100
poirtts; her human form works ouit to 70 points after disadvantages and oirks (which
includesthe codt of the Multiple Forms gadget), Iea/in%(s‘o paints for her swan form.
However, she has a 40% discount on points pent on her were-form because of the
gadget modifier; this actudly gives her 30 divided by .6 (that is, 200 minus 40%),
or 52 paints asthe unmodiified point total for her swan form after disadvantages and
quirks.

Gadget Modifiers
Awkward -10%
Theitemisvery large or awkward - in generd, anything bulkier than awadded-

up trench coat qualifies for this. This modifier would apply to many animd ins
cloaks of feathers, and other such items from folklore. Note that anitemtoo largeto
move without major excavation is actualy a caseof Fixed Location.

Breakable -5% or-15%

Enough damage will destroy thisitem. Ifit is destroyed, itis lod. Ifitis partially
dameged, 1t can be repaired unless the crestor defines it as unrepairable. y

The GM should crestealist of skillsthat arerequired to repair agadget. A criticd
failure on askill roll by the repairer should be messy - arandom power might Sop
working, or might affect the repairer.

Ifits DRis 15 or less and It has 75 or fewer hit points, thisis worth -15%.

If DR is over 15, or hit points are over 75, itis only worth-5%.

If theitem cannot be repaired & all, thisis worth an additiond -15%.

The GM will haveto asign PD and DR to objects ashe seesfit. Seep. B125 for
informationonPD and DRforinanimateobjects.

Can BeHit varies

The item is eesly seen and recognized, and could be targeted in combet Hit
modifiers are determined by the item's Sze. An unbreskable item cannot teke this
modifier. Anitem that has a-5% Breakable modifier gets only %2 of this cost reduc-
tion. If the item is absorbed in the change to the were-form, this limitation is worth
only % vaue.

No pendlty to hit-25%.-6 to hit--10%.

-2tohit-20%-8tohit-5%.

-4 0 hie-15%.-10 or more to hit: no bonus.

Animal Form

The Animd Form rule is an dtemate
meens of paying for awere-form, designed
to dllow creation of weres based on animal
templates that would be far too expensive
under the existing rules. Mostly this means
the very largest ‘and strongest creatures -
were-dephants, werewhales and weredi-
nosaurs. For smaller credtures, the regular
were cregtion rules are much more codt ef-
fective. IftheGM fedlsthet the existence of
huge were-cregtures would unbalance his
campaign, he should smply disallow useof
this rule in were creation.

The GM may dso arbitrarily limit the
useof thisrulein hiscampaign (*Yes, were-
buffalo and ggj%d)es arc?gK, but thef(e
aeno were ) or asgnifi-
cant Unusual Background f%? Anglmal
Forms of certain peaes

Animal Fam 100 points

You have the ability to become any sort
of animal that ever lived (magicd and intel-
ligent crestures not included). You only
have one anima form per purchase of this

alvantage. . A
Theanimd formis acompletely typical
member of its pedies ofﬁhemgexg'as
the human form. Thereis no extra cogt for
any charecteristics, advantages and skills
1lypwai of the spedes (for example, Sharp
ecth, Q(tralegﬁe nat.urzll DR,.egaNs €c,
depending on the anim nor m
the charggcta' take points fyany diw/a}a{
tages which are typical to that pecies (No
Fine Manipulators, Mute, ec.). The anima
form has only typica intelligence for its

s
Sp(:\j'crlheeni mal formmay tekeup to40zaddi-
tional points of individual disadvantages, in
aodition to any physicd, psychological o
structurdl disadivantages which may bein-
tringcto theform. Thesemugt be disedvan-
tages directly related to the animd form's
lycanthropic chenge or condition (Infec-
tious Attack, Non-Reciprocal Damage,
ec), mentdl or physica disavantages held
incommon with the humanform (., if the
were-form is to be Lame or Bersark, the
humen formmust dso beLameor Berserk),
or sad diseclvantages appropriate to the
were's stuation (usudlly Enemies).

"Leftover" sarting character points
may be divided & will between the two
forms (though neither form can "borrow”
paints from the other form's disadvantages
- only from darting or earned character
poirts).

Continued on nextpage...
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Animal Form (Continued)

When the Bestiary description of thean-
imdl in question givesthevaue of acertain
atributeasarange (eg. elephantshave ST
250300, and 4050 HP), the GM assigns
thecharacter astaing valueinthat attribute
gppropriate to the sex and type of anima
(Avram Bey - ssep. 118 - has a ST of 270
and 45 HPin eephant form). The anima
form startswith theattributes givenin this
book, and buysthem up or down usingthe
chart on p. B13, replacing 10 on the chart
withtheaveragevaluefor ananimd of that
type, 11 with 10% over the average vaue,
and so on. Round stats to the nearest num-
berinthis case.

Advantages and skills purchased by the
animal form must be ether commonly
avallableto anatural beagt of that kind, or
shared withthe human form. Characteristics
cannot be raised beyond the normdl recia
maximum for acreatureof that kind (esde-
termined by the GM) or the humanform's
value in that characteristic, whichever is
fgreeter. Disadvantagesinnateto theanimal
orm may not be bought off.

Extinct Species- Itisrecommended that
the GM charge a 50-point Unusual Back-
ground for an animal form of aspeciesthat
is extinct in the campaign, and remember
atention whenit

that it will attract alot

Were-Creatures

Can BeStolen varies

Thisitem is not Unremovable. It must be carried or worn in such away that it
could be taken away from the wearer in dose comba, or sdlen if awereis cardess
Vaueof this limitation depends on the difficulty of seding the item:

Easlly snaiched with aDX roll (eg., ahat): -40%.

Reqires thief to win Contest of DX with wearer (eg, abracdlet): -30%.

Reqires thief to win Contest of ST with wearer (eg., ahandgun): -30%.

Can only be taken by stedth or trickery (eg, acoinin apocket): -10%.

Have any of the above limitations if the object is not obvioudy powerful and
might be overlooked or misunderstood by afoe.

Halve any of the above limitations if the object would not immediately work for
the person who tookiit.

Have any of the above limitations if the itemis absorbed during the transforma:
tion tothewere-form.

Fixed Location -50%

This item is permanently fixed in one spat (and that spot is not movable!) - the
were must come to the item to transform. FixedHocation were items cannot take the
"Not Absorbed in Change" modifier, as it is dready inherent in their nature.

Not Absorbed in Change -5%or -15%
Theitem does not becomepart of the were when the changeis made, but remains

behind and must be carried or hidden againgt future use. If the item is not needed for

the change back (sse below), this modifier is worth only -5%; otherwiseit is -15%.

Not Needed For Change to Were/Human Form +25%
The item, while required for transformation into one of the character's forms, is
not needed for the opposite change.

Unigque -25%
Oncethisitemis gone, that'sit. There are no more. Character points spent for the
item are Smply logtif it is broken or solen.

Unrelighle varies

You must rall in order to activate the change. Should the activation rall fail,
another attempt may be made each second, at acumulative -1 for eachfailed attempt!
Waiting one minute will restore the device to its normd activationroll.

Activationroll of 15+ no bonus.

Activationroll of 13 -5%.

Activation rall of 11 -10%.

Activationroll of 9-15%.

Activation rall of 8 -20%.

Unremovable +10% or-10%

The item cannot be taken away without killing the user. Point vaue is a GM
judgement cdl. If the GM agress that wearing the item constantly could be a disad-
vantage, itisworth -10%. Otherwisg, it is +10%!

Unpredictable Change Items

Gadget discounts do not gpply to the Unpredictable Change disadvantage itself.
Thefull vaue of the disadvantage must be applied to the character.

Also, limitations such as Can Be Stolen or Breskable are not recommended for
items based around Unprediictable Change because they make it too easy to circum-
vent the disadvantage. The GM should carefully oversee the credtion of characters
with Unpredictable Changeitems to make sore that any inherent ahility to escapethe
changeiseither disalowed, or balanced in some manner, such as by aVow or Duty to
keep theitem, or an Addiction or Dependency on the changeitself.
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Change-Rdated Advantages and Disadvantages

Thizl segiion Co?t; I‘IIS dl |thespﬁcial acé\[/jarnta%fdsf and h(ﬁu\m
teges related specifically to lycanthropy, collected for theplayer's
convenience. Seepp. 111112 for how to use Enhancements and
Limitetions to moaify some of these ahiities

Change Mechanisms

Were Form 10pointsperform + special limitations

Thisisasuperset of the Multiple Forms super-advantage from
GURPS Supers. It is the basic tool for cregting a were. The
tradiitional were-creature hasonly two forms: human andanimal.
But some of the mogt interesting cheracter conceptions from
movies and comic books involve weres who have ahuman form,
abeet form, and one or more intermediate forms! There is a
10-pairt cogt per additional formbeyond your human form. This
cos must be paid by the form with the highest point total.

Each form can have separate advantages, disadvantages and
quirks in addition to unique powers. No one of the forms will
match a character of the same basic point codt, but all of them
together can have awider range of powers than thosepoints could
normally buy. When disadvantages and quirks are conddered, a
normal 100-paint character has 145 pointsto use But a 100-point
traditional were who hastwo forms can plit 190 (100+45 +45)
points worth of abilities among his forms!

Change Types. Unmodified, Were Formalowsyoutochange
a will, whenever and wherever you choose. However, two pe-
cid variations can be gpplied to the super-advantage to produce
the other major types of transformetion:

Variation: Cyclic Change. Theweremust changeonacyclic
basis, and cannot change a any other time. This Is a regular,
predictable change that can be anticipated and even scheduled,
but once defined & the time of character cregtion, it will never
change and can never be avoided. Thedassc example of aCydic
Change is the were who transforms & the full moon. If a Cydic
Change is the only way a were can change, it is a-5-point dis
count to the cogt of Were Form, for a.cost of 5 points per form. If
the were is Cyclic and can change at will a wll, thereis no
discount. A Cydlic Change is defined by how often the change
oceurs and how long it lagts. A change duration cannot be longer
than the frequency with which it occurs; you cannot have a
weekly change that lasts a month! Also, the combination must
aways leave some time for the were to be in hishuman form -
usudly, the time in human form will be at leagt equdl to, if not
morethan, the time spent inthe were-form.

Examples; Geoff Moonrunner is a werewolf who changes
only on the night of the full moon. Because his change is cydlic
and he has no control over his transformtion at other times, he
pays only 5 paints for Were Form. Nag is aweresnake who can
transform a will, but must dso change on the night of the full
moon. Because he has both a Cydlic Change and voluntary
change, his Were Form cogs afull 10 points

Variation: Triggered Change. Although the were normally
may change a will, he must change form when exposed to some
environmental condition. Once in the ather form, the were will
remain trahns‘ormed until th((a ptlrigger %r)gdti? i; removed or ex-

to the trigger again (player's choice). This is a -5-point
giogum to the cog of Were Form. If the were can change only
when triggered, andhasno control over his transformation other-
wigg, this is actudly the Unpredictable Change disadvantage
(below). Y oumay have more than one trigger condition, but you
can recaive only amaximum of -10 points for them, no matter
how many ?/ou define. Exception: A werecan havedifferent trig-
gers for different forms. As long as a lesst one form has the
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ability to change voluntarily, acomplete set of form-specific trig-

Stl)é a-5-point discount. A singletrigger that affects one form
foringance, awerewolf who can change to wolf form e will, but
mugt wait until the next sunrise to change back) is a -2 point
discount

Examples: John turnsinto awere-cow and back any timeheis
exposed to dairy products, but otherwise he can change at will.
John'sWere Form cogts 5 points. Jcquesisawere-shark. Hecan
change a will, but he dso turns into a shark whenever he is
immersed in sdlt water, and turns back only after tagting human
flesh. Thisis two triggers, each affecting only one form, for a
discount of -5. Jecques Were Form cogts 5 points

The GM may impose ami nimum timeimit of up to one hour
after achange, during which the trigger will not operete. Thisis

icularl ﬂopriate if both forms have the same trigger - if,
or example, both forms have changes triggered by the smell of
poppies, atime limit gives the were time to leave apoppy fied
between changes Such atime limit is consdered a specid effect,
and carries no point vaue '

Mixing Variations: Cydic Changeand Triggered Changemay
be combined, and the resulting weremay be defined as having or
not having avoluntary change ability over and abovethem. If the
were dill may change & will, the find cogt of the super-advan-
tageis 5 points. If hehas no voluntary change, cogt is 0.

Beyond these variations, Were Form may be further
customized with the following enhancements and limitations:

Special Enhancement: Absorptive Change. Normally, unless
thewere-formisveryanthropomorphic, awere-formcannot wear
a human-form's clothing. This means that clothing and equip-
ment must be removed before a change, or be destroyed by the
change and the were-form's subsequent sruggle to free itself.
Even if the dothing isn't destroyed (avery tiny were form might
just walk out of the undamaged dlothing), it will probably have to
be ebandoned or hidden fter the change. Changing in armor or
very tough clothing canbeharmful, or evenfatal (the exact extent
of the damage taken, if any, must be determined by the GM based
on the strength of the armor and the size and form of the were
involved).

This enhancement dlows the clothing and equipment of a
were to be absorbed by thenew formduring a Thus
the clothing worn by a human form &t the time of the chan?e
would smply vanishwhen the were-form manifested, and would
returnintact and in placewhen thehuman formreturns. +10% for
No Encumbrance, +20% for Light, +50% for Medium, or +100%
for Heavy.

This enhancement covers only the change from human- to
were-form. If you want it to apply to changes bothways, double

thecodt.

Note that items absorbed in an Absorptive Change are com
pletely inaccessible until the were changes back to the form
whichwas origindly carrying them. Ifthewere-formiskilled, all
ahsorbed items will regppear around the corpse.

Special Enhancement: Active ChanPe. Thewerecan remain
ative duri n% his change. At the +10% level the were can move
and react to hissurroundings, but he cannot run, fight, cast spdls
or use any mental or physcd skill. The were may roll to dodge
while changing, but the will succeed only on anaturd roll
of 3or4. Afthe+20% level the were can useany skills or abilities
posessed by both forms. Thus awere with this advantage could
awaysrun or fight hand to hand, but could not cest a spell unless
bothforms magery and knew the gpell inquestion. The
paint & which, for ingtance, the were's ST and Claws come into
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play for damage purposes, or the character changes from his
were-form'stohishuman-form's spead is determined by the GM.
The GM may smply rule that the leest favorable vaue will be
usad until the change is complete. Likewise, if the two forms
havediffermtp%snnﬁities thdeGM wri1II havetodeterminewhich
sondity controlsthe luring: the change.

pqajeci Limitation: Fba?%/ui ng [gmange. The character findsthe
change physically exhaugting. He loses 1d fatigue per level each
time he changes, which must be regained through rest. The
change cannot reduce the character's fatigue below 0. The maxi-
mumnumber of levesinthisadvantagecannot exceed Ysthe ST
of the were's weaker form. -10% per level.

Special limitation: Location Bond. Thewerecanonly change
form within a certain geogrephica area. The location can be of
any sze, (thoughaminimumradiusof 1 mileissuggested), but if
theareais solargethet the action will rardly if ever move outsde
of it (GM's option) this is not ameaningful limitetion, and is not
worth points. (For a variation on this theme, s Item-Based
WeredomandtheFixed Location limitetion onp. 92) -10%

Special Limitation: Painful Change. The were finds the
change physically excrudiating. He takes fatigue damage as Far
tiguing Change, above (1d - additiondl levels of Fatigue can be
bought as above), and is additionally men-
tally stunned for 2d rounds following the
change. Also, he must make two Will rolls
(onebased onthe Will of eachform) toavoid
crying out in pain. A character who suffers
fromaPainful Change may need to meke a
Will Roll to changein anon-emergency situ-
ation, and characterswith Cowardice or Low
Pain Threshold will have to meke aWill Roll
a-5tochangea dl. -30%.

Special Limitation: Sow Change. De-
pendingonhow fast aPC can switch between
forms, specid limitations gpply. If it tekes
lessthan 1 minuteto switch, thereisno point
bregk. If it takes 1d minutes to switch, thisis
a-20% limitetion; 1d hours brings a -40%
limitation. Ifthe GM prefersnot to have vari-
ableswitchingtimes, anythingfrom 1 minute
to 59 minutesisworth -20%; 1 hour or more
is worth-40%.

Shared Points: The ahove examples s
sume that you wish to have severd separate,
unique forms. However, some weres may
sharelQand other attributes, advantages, and
even skills among their forms. Thislimitsthe
variety of gbilitiesthat awere may have, oit
dlowsapoint bresk. .

You may declare a certain number of
points to be "shared." For example, all your
formshave|Q 11 (10 points) and 8 pointsin
the Tracking skill (total 18 points). In a 100-
point campaign, this leaves you with 82
paints. These 82 points can then be divided
among your WereForm- but all of theforms
would start with 1Q 11 and 8 pointsin Track-
ing before any of the 82 points were spent.
This is chesper than buying those abilities
separately for esch form.

You may dedlare a maximum of 20% of
your available point totd as shared points
This isyourlf[innal maarge'; pointztgtd; in
most paints, with up to 20 points
deresle.
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Unpredictable Change variable

This isa superset of the Uncontrolled Change super-disadvan-
tege from GURPS Supers. You have another form, built on its
own character sheet. However, you have no control over your
change to this form, and you have no way to predict when it win
happen! You are usudly in your "norma" form. When you are
exposad to atrigger condition, you will changeinto your alter-
nate form. The defawlt trigger is stress (physicd danger, afailed
Fright Check, etc), but other conditions can be used, like the
scent of aparticular plant or exposure to a certain chemicd. Trig-
ger conditions that are cydlic in nature (like afull moon) are not
an Unpredictable Change; because of their predictatility, they are
congioered an advantage - see Were Form, p. 93, .

Thevalue of this disadvantage depends on the generdl reaction
modifier of the form you change into. It is -10 paints, plus -10
paints for each -1 of generd reaction penalty to the new form.
Thus, if your were-form s of innocuous or attractive appearance
(adog, aswan), misisa-10 point disadvantage dueto the incon-
venience. If the form is horrible enough to earn a-4 reection (a
ravening man-beest or a vicious natural predator), Uncontrolled
Change Is worth -50 paints!




If the Bigger condition you have sectedisrare (gamma redi-
aion, the soent of roses, bazouki music), this disadvantage is
worthonly ¥ vaue. If the trigger isinfrequent (microwave redi-
ation, temperature below freezing), it is worth %2 value. If the
trigger is oocasiond (Seawater, cigarette smoke, moonlight), itis
worth ¥ vaue. Common conditions (sunlight, derkness, sressin
mogt RPG settings) are full vaue.

Note that the “uncontrolled” agpect of Unprediictable Cha?e
is not whether or not you can avoid the triggering condition. (If
the trigger can be avoided, it Smply becomes a lower level of
freouency.) “"Uncontrolled” means that you have no ability to
predict when you will change, short of seeking ot the trigger
condition. You dso normally have no choice In the matter of

ing once triggered - you haveto change. If you aredlowed
aWill roll to attempt to resst the change, halve the value of the
disadventage. While this cen be used to a charecter's advantage,
the GM should make a paint of emphasizing the inconvenience
thecharacter must aﬁfer@trmsforml ng atinopportune times.

Example: Mewas the merman transforms into a handsome
human whenever the planet Venusishighin the ky. Hlm
aenot asronomers, and he has no idea what causes his
The GM rules that this is an Occasiond condition. His human
form being goodHooking, this makes the value of the Uncon-
trolled Change-10x ¥=-7.5, whichroundsto -8 paints

Special Note: Almog al the enhancements and limitations
listed under Were Form (p. 93) can be goplied to Unpredictable
Change. Note, however, that they are applied in the opposite
manner to adisadvantage: Enhancementsreducethe point velue,
making it less of a disaovantage, while limitetions increase it,
making it worse. Of the modifiers to Were Form, triggered
Change cannot be taken with Unpredictable Change

Change-Related Advantagesand Disadvantages
Lycanthropic Dominance 35points

Thisis an advantageous form of the Infectious Attack disac-
vantage (e p. %). The were spreads his lycanthropy as per the
Infectious Attack rules, but he keeps absolute command of dl the
wereshecregtes, andal theweresthey creete. Subordinant weres
dl take the Save Mentality disadvantage (seep. 109). Thisdom-
inance persdts as long as the dominant were lives When the
dominant were dies, the weres he cregted directly become domi-
nant, with control over any weresthey have cregted, or will cregte
in the future,

When aPC were changes from subordinate to dominant, he
must use earned character points to "buy off" Save Mentality
and purchese this advantage. The changetakes placeimmediately
upon the death of the dominant were, but all subsequent eamed
experience must o to paying off the character point "det”
thereby created, until itispaid infull.

Non-Reciprocal Damage 30paints
Damage taken in one form does not affect the other form
Thus, if a were with this advantage is sabbed for 5 ﬁOl
damagein his human form, and changes that evening, his were-
form will be a full hit points. The damage will return when the
were changes back.
The drawbeck to this is that the were only helswhen in the
woundedform, so awerewho spent 50% of histuneineachform
would effecuvely heal twice as dowly. There aretwo exoeptions
to this: weres with Unpredictable Change may hedl the dormant
form a a rate equa to 1/5 norma - thus a severdy wounded
were-form that manifests only during the three nights of the full
moon would get the equivaent of gpproximately 5 daysabsolute
test for hedling purposes between moons. The other exceptioniis
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when this advantage is taken in conjunction with the Reciproca
Regt advantage (p. %).

Reciprocal Rest 15 points

Normally, awerenesds approximately 8 hours of physical rest
every 24 hours#ust like anormal character. This rest can come
}Nhile in either form (or both forms) but cannot be ignored for

With this advantage, the dormant form is consdered to be
resing whilethe other formisactive. A were withthis advantage
ng)speIaIMBmurspa'd@/mmformwouldmermed
todep

If taken in conjunction with the Non-Reciprocd Damage ad-
vantage, thisadvantage dlowsboth formsto heal a anormal rete
(e

. ).
Tﬁs advantage does not preclude the dormant form being
awareof, and remembering, the active form's actions

Infectious Attack points

Anyoneinjured by awerein Weq)onlessoomba may himsdlf
become awerg, if he survives the encounter. Thisis consdereda
disadvantage, because of the chance that the were might make an
enemy who survivesan encounter into agronger were-enemy. At
the same time, the were might accidentally maim or kill any aly
whom hewantsto mekeinto alycanthrope.

Whenever someone isinjured by awere, he mugt roll 3d vs
the number of hits of demageinvolved. If therall is lessthan the
amount of damage, he becomes awere himsalf after 2d days, or
a the next appropriate change time, whichever islater. (Rolls of
3or4dwaysreslltinawere)

Avictimrolls once and only once per were per day to seif he
aoquires lycanthropy. Example: Sr Ralf encounters a werewolf
twiceonM , taking 3 points damagein the first encounter,
and 5 more in the second. For that day he rolls 3d once, and
becomes a were if the roll is 8 or less On Tuesday he findly
comers and killsthe were, but takes an additiond three points of
damage, and hemust roll again for that day, changingona3 or 4.
If Sir Rolf had encountered two diifferent weres on Monday, tak-
ing 3 paints from one and 5 from the other, he would roll twice,
becoming awereon a34onoreral, orona35 ontheother.

The newly-created were will be ansIamdly Smilar to the
were that infected him - same type of creature, same generdl

powers, The GM determines the final were-form, and can adjust
It sllg 0(}/ tofit the character. A very strong human would proba-
bly produce astrorr:?er than-average were, and so on.

WhenaPCisinfected by lycanthropy, it will usually be taken
as the Unpredictable Change disadvantage (see p. 94), though
there are exceptions (see bow). If aPC acquires lycanthropy as
a gde affect of combat, it is recommended that the GM not re-
Quire the Unpredictable Change be "bought off" with earned
character points to be removed. However, some sort of quest or
adventure should be required before the curseis lifted. If the PC
wantsto say awere, hemust devote al subsequent earned expe-
rience points to paying for the codt of the were-form (and the
Were Form advantage, ifit gpplies).

Deliberate Infection: A PC may make a dedl with an infec-
tlouswere to ddlbe'etely tryto |nfect the PC W|th chanthropy

Agan, he becomes a were, the PC may nof SRen
e@e'lemepm ntsonanythl ngelse until thecost of Wereform
is completely paid off.

Ifthe GM wishesto discourage this, it is recommended that he
roll al the damage againg the target character in secret, giving
thewere and histarget only ageneral ideaof how badly thetarget
character iswounded, until that day'srall is made
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A were who is intelligent, and is not Berserk or Bestid, may
try to limit the damage he does, counting on the probahility that
the target will roll a3 or 4 eventualy. Thisrequiresarall vs DX.
If the roll is mede, the attack does only 1-3 points Ifit
fails, however, the attack doesfull damege. Ineither case, theGM
should roll to seeif the attack is a critical hit. A critical hit will

Advantages.

In d, any of the advantagesintheBasic Set areavalleble

towagﬁ‘rgns Certain intellectual and sodid advantages will be

roprigte to were-forms under mogt circumstances; examples

|n ude Mathematical Ability, Stetus and Eidetic Memory. Such

advantages will be very rardly encountered in wereforms, and

when they are present, they will be “caried over™ from the
were's human form (see below).

TheRuleof 12

Many weres, like their natural counterparts in the wild, have
"animd indtincts" Consequently, certain advantages which re-
quire an 1Q roll will often work more efficiently than the were's
1Q might suggest. In game terms this means that for certain ad-
vantages where an 1Q roll is reguired, weres with an 1Q of less
than 12 may roll asthoughtheir [Qis 12

Advantages where the rule of 123pp||esmdudeAn|md Em-
pathy (see bdow) and Danger Snee Alo, dl sense ralls for
weres begin & 12, before any levels of acute senses or Alertness

ied. The Rule of 12 may be invoked whenever the GM
feels that the animal indtincts of thewere would be as good as (or
better than) human intelligence

Itisimportant to remember that the Rule of 12 doesnot allow
the were torall againg 12 for all 1Q rolls - merely those where
animal ingtincts would beuseful, as decided by the GM. TheRule
of 12 will in no way affect a were's chances to repair a car or
understand a philosophicdl theory.

Acute Hearing, Acute Taste & Smell,
Acute Vision, Alertness See p. B19
The minimum base roll for dl these advantages is 12, regard-
|ess of the were-form's actua 1Q. See The Ruleof 12, above

Animal Empathy seep. B19

In nonsentient weres this advantage becomes "hunter's empa:
thy." The were can, on a 12 or less (se The Rule of 12, above)
sense when cregtures are gboutt to bolt, or when they are angry
and aboutto dtrike. A domesticated were might be able to usethis
ability to control large groups of herd animls, in thefashion of a
sheep dog or a well-trained cow-horse

Combat Reflexes p. B20
Mogt animals have Combat Reflexes
Literacy seep. B21

A super-heast or beast-man is normally literate if his human
form is literate, whether they share a persondity or not - unless

Disadvantages.
Many "regula™ disadvantages can be taken as a property of
the were-form only. A few worthy of specid mention:
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%s dofull damage, plus theindicated bonus from the critical
hit table. The Crippling Injuries rulesfromp. B127 should dsobe
invoked unmercifully, if gpplicable

The Change Trauma rules (p. 84) may do be invoked to
discourage casud preadiing of Lycanthropy.

Illiteracy is taken &s a disadvantage. However, were-forms with
anQof 7 or lessmay never be literete.
An ordinary besdt can never be literate.

Longevity See p. B21
If the human form of the were has Longevity, the were-form
mugt purchase it as well. If the human form has anorma life

expectancy, the were-form is assumed to have a human-normal
lifespan, evenwhen the animal templateis quite short-lived. Note
that the officid cost of the Longevity advantage is now 5 paints
in al backgrounds

Magical Aptitude see p. B21

According to most sources, amege afflicted with lycanthropy
loges spdilcadting ahility. But this prohibition is not cadt in stone!
Even in worlds where spellcating weres are theoreticaly poss
ble, however, the GM may want to gpply an Unusual Background
charge to them. It is also suggested that weres with the No Fine
Manipulators or Mute disaovantages only be alowed to cast
geisknown a level 15 or better, and weres with both disavan-
teges only be dlowed to cagt spells known & level 18 or better
(xep.B148).

It'is strongly recommended that weres with ST significantly
hiFher than human average (15+) not be alowed to cast gells &
al, astheir high fatigue soores would make them far too power-
ful. If such characters are dlowed to cast el avery high (25+
points) Unusua Background is cdlled for.

Psionics p. BUS

As with Magical Aptltude ahove, mog weres will not keep
their human-form's pgonic ahlities Of any) to wereform. The
GM may wish to demand an Unusual Background for acharacter
with apsionic were-form. Despitethis, a psionic were (seep. 83)
whoge other psionic taents only manifest in were-form might be
an interesting character, in a campaign of high enough level.

Toughness
SeeDamageResistance, p. 103, and Passive Defense, p. 106

Unusual Background seep. B23
In many campaigns, being a were at all will require an Un-
usud B?a%;roum In others the GM may dlow an Unusua
Backgrou orawa“esgnlflcawtly different from the campaign
norm (3 Magicd Aptitude and PSonics, above). The codt of the
Unusud Background can vary widely, ing on the cam-
%gn and the nature of the design. The point codt is paid by the
ic (human) character - it is not part of the were-form.

Addiction seep. B30
A were might become addicted to a drug which caused (o
prevented!) the change.
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A were might aso become "addicted” to the change itslf,
suffering damagewhenhewent too long without changing. This
can dso betreated as aDependency-seep. 108

Combat Paralysis seep. B32

Atfirgt glance, this mi (?/ samadlly dissdvantagefor awere-
credure. But this type of behavior is very common in nature;
rabbits and many other such animas are neurologically pro-
grammed to freeze when thregtened. A cowardly were can be
interesting! And this would be totally appropriate fix a cregture
like awere-rebbit.

Compulsive Behavior e p.B32

Morally Opposed: A were-form which does not shere the
human form's mind may have aCompulsve Behaviorto actina
manner oppositeto the humanform'smoral and ethicdl leanings
This is begt suited to characters with Unpredictable Change or
any type of weredom that is defined asa "curse”

If awere-form possesses any kind of Compulsive Behavior, it
]gneug be indulged at leest once each time the were-form mani-

S

Delusions seep. B32

Oneobvious ddusionis "I am not a were-Cregture” Possibly
even more entertainingisthe character who believes heisawere,
and fabricates evidence to support his delusion. And of course,
thewerein an otherwise mundane setting will haveaddusionin
the eyes of others - which he must take as adisadvantage - if he
is aware of his tate and attempts to discuss it with others

Duty seep.39

A character who is a were due to his religious or cultura
heritage (see p. 83) may have aDuty to behave inaway accept-
ableto hlsrellpglon or culture. Vlolat%n of this Duty may resultin
the refductlon or eiminetion of the character's accessihility to his
were-form.

Dwarfism
See Inconvenient Sze (p. 108).

Enemies seep. B39
A were would be dl too likely to have spedid enemies...
police, monster-hunters or rival weres

Gigantism
See Inconvenient Sze (p. 108).

INliteracy seep. B33

All beast were-forms are illiterate. Super-beest forms with
human intelligence, and al beast-man forms, are assumed to be
literateif the human form wes literate.

However, some beast-man weres could bewhollgenca)ableof
comprehending written symbols The GM might be tempted to
increase the value of such a handicap in a high-tech campaign.
Remember, though, that in such acampaign, audio tapes or Sm-
ilar trandations will be readily available for mog deta.and com-
munications.

Kleptomania sep. B34
paJ(his tendency is found in animas like the jackdaw and the
rat
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Lecherousness p. B34

When possessed t%y thewe'esform this couldbe either of two
possble benaviors: fird, the were-form has a slraq physica
desire for the opposite sex of the same animdl template as the
were. If the human and the were-form share the same mind, the
were will pursue and enjoy his liaisons when in were-form, but
may feel quitedifferently about it when human!

The second option is dassicdly dinemdic: the were-form, no
matter what its animal template, has an inordinate fondness for
atractive humans of the opposite sex.

Mute seep. B29

All anima were-forms must teke this -25-paint disadvantage.
They are effectively mute, in that they cannot talk - of course,
they canmakewhatever sounds arenormal tothe creature. Beadt-
man and super-beadt forms do not haveto teke this disadvantage.

Notethat a cregture of animal intelligence cannot get around
its muteness by notes or Sgn languiage - but an intelligent crear
turecan!

Odious  Personal  Habit see p.B26
In mostg)| jame worlds, "Eats Humans' is a 15-paint Odious

Persond Habit Note that if all weres arethought to est humans,

that's aReputation.

OneArmor Oneleg see p.B29
For were-forms which normally have two arms andtwo legs

these disavantages are treated normly.

One Ann is meaningless in a quadruped, and for smplicity
may beignored in multi-armed races

One Leg would be dlly for a creature which normally has
more than two legs Treat mis disadvantage as "Ore Leg Miss:
ngo t may be taken asa-10-point disadvantage; seethe Legs, p.
[ fortheeffectofthe loss of aleg on wereswithfour or more.

Reputatl on See p. B17
Perhaps the most common were disadvantage of dl. This de-
dsentirely on the campaign, butin most worlds, wereswill be
@wmen, and will aways get abad resction.

Solit Personality see p.B37

Thisdisadvantagewill be very common among weres (though
not required - the assumption is that a were keeps the same
persondlity in both forms). This advantage is ?Proprlae dthe
10-pairt level wheretherearewmesgnlflcan ferencesinthe
behavior of thetwo forms, but the two persondities are aware of
eech other, and each has access to vague memories of the other's

ations

At the 15-paint level, it means that the two persondlities are
completdy separate individuals and are dso mutualy amnesiac.
(A human unaware of his were nature may have disturbing
dreams - or what he thinks are disturbing dreams - of being an

animd.

All ?orms must have this disadvantage. Usually, it must be
taken at the same level by each form, but it is posshle for one
formto bemore aware of the other man that onels of the firg

Hwthegsondltlesmteract eacEtothepl aenot
required to other's plans and leading
eedwthermtotroubled u th|3|smkeq3|ngwnhmanyfolk

and cinemetic traditions. (If this is desired, see Compulsve Be-
havior: Morally Opposed, p. 97.) Even athe 15-pairt leve, the
persondlities can be generdly non-an?onlstlc to the goals and
desires of each other. The interaction of aweres persondities is
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ultimately aroleplaying challengg, based onthetraits sdected for
eachformauring charecter creation. o

Optional Rule-Duelling Personalities; Wereswith Split Per-
sonality a the 15-paint level will sometimes find their forms at
odds aboutt the proper course of action. For instance, the human
half of the were might want to runinto theburning barn to save
thetrapped child, while theanima half wantsto get asfar from
thefire ashe can, asquickly asposshle

Hie GM may, in such cases dlow the two persondities to
"f;gm it out" for control of the character's action. Thisis aspe-
cid effect of the Split Persondlity disadvantage, and is worthno
extra character paints. This rule is optiond - the GM may rule
thet the character's actions are controlled by the persondlity of
whichever formismanifested at thetime, andthether persond-
ity can take no action whatsoever until the next change alowsit
tomanifest. Thisoptionismog sLitablefor aplayerwhofedshe
is L&totheoons'de’ebleroleplayingchalllerg11 .

ich abattle for dominance is aQuick Contest of Wills The
were-form may use the Rule of 12 (p. 96) if applicable (the
Slron%WiII advantagewill only add to theweresred 1Q, not to
12). The dormant formis dways at a-3 in these contests If the
were's change is voluntary, or atrigger condiition (see p. 86) is
present, and the dormant form's personality winsthe conted, it
will immediately trigger a change. Otherwise, the winning per-
sondlity gets control of the current form. The dormant form's
persondlity may attempt to teke control no more than once per
hour of gametime, but the active form's personality may attempt
toreassart control once each minute.

A dash of wills takes 2d seoonds during which timethe char-
acter sandstrandfixed, and can take no action whatsoever. If the
were is physically attacked during the contest of wills, the two
personalitieswill break off their fight, and control will automati-
]gd |y revert to the persondity native to the currently manifested
orm.

Suttering see p. 29

A beag-man or super-beest formmay be able to peek, but it
may not beable to pesk well. Usethe Stuttering disadvantage to
represent geech that is growling or hissing or otherwise unmis-
tekably bedtidl.

New Disadvantages
Bestial -100r-15points

Thewere-formthinks and reectslike awild animdl. It retains
noconcept of human standardsof mordlity or propriety. Thewere
has no of property. It will fight or flee from those who
frighten or threaten it. A Bedtid character cannot take any of the
Socid or Artidic kills in the Basic Set (except Area Knowl-
edge), evenat defaullt!

A Bedtid character is not necessarily out of control; he Smply
reacts in anon-human manner. Bestial weres will usuallyignore
those who leave them aone (unless they're food!), and might
even cometo display affection for anyone who treatsthemwith
gecid kindness. While he can't understand property in the
human sense, a Bestial were might (dependiing on the animal
templateinvolved) understandterritory, and avoid doing damage
toonjectson another'sterritory. Whether he congdershumans as
individuas with territory rightsis an open question! A Bedid
character might aso understand dominance, and respect or even
obay ahumanwho proved himsdlf sronger thanthe were.

This di%dvmta%e is not necessaily tied to alow 1Q - but a
characterwhoishoth Bestial andremarkably intelligent wouldbe
a roleplaying challenge, requiring a good ded of thought and
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effort GMsmay therefore choose to redtrict this disadvantage to
characterswith an 1Q lower than 9.

A Bedtid character cannot normaly take an Odious Persondl
Habit for bees-like behavior - that's included in the cogt of Bes:
tid. However, if the Bedtid behavior is extremely repugnant to
humans - the eguivaent of a 15paint Odious Persond Habit -
theGM candlow this disadv: tobeworth-15 paints OPHs
unrelated to beest-like behavior (induding “egts humans') can
bebought normally.

Secret variable

A Seoret is some agpect of your life (or your past) that you
mugt keep hidden. If it is made public, the information could
barm your reputation, ruin your career, wreck your friendships
and posshly even thresten your lifel By far the most common
Secret among weresisthe mere fact of their lycanthropy.

Thepoint value of a Secret depends on the consequences of its
revelation. Lycanthropy can fall into any of these categories, de-
pending on the prejuaices of the surrounding culture and the
destructive potentia of the were-form. Theworse the results, the
higher thevaue, asfollows:

SeriousEmbarrassment; If thisinformation getsaround, you
can forget about ever getting apromotion, getting elected or mar-
rying well. Alternatively, your Secret could be one that will Sm-
ply attract unwelcome public attention if it is known. -5 points

Utter Rejection: If your Secret is discovered, your whole life
will be changed. Perhapsyou would loseyourjobandbe rejected
by friends and loved ones. Perhapsyou will merely be harassed
by admirers; cultists, longHost relatives or the press. -10 points.

Imprisonment or Exile: Ifthe authorities uncover your Secret,
youll have to flee, or be imprisoned for along time (GM's dis-
cretion). Thisimprisonment need not involve the pend sygem -
awere mat is held in agovernment research lab for sudy isjust
as much aprisoner as oneinjail. -20 points.

Possible Death. Your Secret is S0 terrible that you might be
executed by the authorities, lynched by amob or assassinated by
the government if it were ever revedled - you would be hunted.

-30 points

IPaO'Secretismadepublic, there will be animmedigte negative
effect, as desoribed above, ranging from embarrassment to poss-
ble degth. You suddenly acquire new, permanent disadvantages
whose point vaue equals twice that of the Secret itsdlf! The
pointsfromthesenew disadvanages?ofi rstto buy off the Secret,
and may men (a the GM's option only) be used to buy off other
disadvantages or érarely to buy new advantages Any unused
points arelog, and the character's point value is reduced.

The new disaclvantages acquired must be appropriate to the
Secret and should be determined (with the GM's assigance)
when the character is crested. Most Secrets turn into Enemies,

Bad Reputations and Socid Stigmas. They might dso reduce
your Status or Wedth - going from Filthy Rich to merdly Very
Wedthy is effectively a-10 point disadvantege. Some Secrefs

could even turn into menta or physicd disaovantages; though
thiswould berare.

Similarly, if the GM dlows you to buy off old disadvantages
with thenew points; these too must be appropriate to the Secret.
The most common disadvantages that could be bought off are
Dutiesand D

In generd, a Secretis threatened in a particular game sesson
if the GM rolls a 6 or less on three dice before the adventure
begins However, asfor all other disadvantagesof thistype, the
GM nead not feel congtrained by the appearancerall - if he thinks
the Secret should come into play, it doed Secret lycanthropy, of



course, will dways be threatened to some extent, eech time the
were changes

When a Secret appears, it is not necessarily made public. The
character must somenow keep the Secret from being reveeled.
Thismay requirehimto caveinto blackmail or extortion, to stedl
incriminating evidence, or even to silence the personwho knows
the Secret Regardless of the solution, however, it's only tempo-
rary - the Secret will appear again and again until it is findly

ills,

Sill use by weres will depend on the type of were-form.
Ordinary beast forms use skills only as animals do (see p. 53).

Super-beasts use kills as animals do, but may dso learn new
skills or improve current ones, paying norma point value for
thesekills A super-beest which doesnot have a Split Persondlity
will have acoess to dll its human skills whilein beest form.

Beast-men usually have acoessto dl their skillsof their human
forms, unlessthey, too, have Split Persondlities Thosethet donot
will be gble to learn and improve slls normaly, bessd on the
atributes of the beest-man form.

The GM may subdtitute the "Rule of 12' (ssep. %) for IQ
level in certain mentdl skills, depending on the were's animal
template, subdtituting 12 for the weres actual 1Q in mental skills
for which anaturd animd of the same type displays an ingtinc-
tive talent in. Examples might include Tracking for awerewolf,
Animd Handling for a were-dog, Fishing for a were-bear or
Scrounging for awere-rat. Survival and Camouflage would be
gopropriate skills for weres based on most wild sTm

However, whenusing theRule of 12 for askill, thewere may
not increase the kil beyond 12, except by buymg the skill up
from hisactud 1Q. Thus, awe'e/volf with1Q 7 could get Track-
ing 12 for 2 paints, but to increase his Tracking skill to 13 the
same were would have to spend 12 more points (the cost to raise
the il from7 to 12).

New ills

Flight ~ (Physical/Average)  Defaultsto DX-4 or DX

Thisistheahility to usethe Winged Flight or Glider skill well,
to dlow difficult manewvers; tight tums, c. For a naturally
winged creature, the kill defaulltsto DX, but the skill can ill be
improved asanorma Physica/Average ill.

Defaults to ST-5
orActing-3
Thisis asodd kill, used for persuasion. The essnce of In-
timidationisto com/moethewbjectthatyou areddleandwilling,
hapsesger, to do something awful to him. Itsanatural for
weres particularly the larger were-forms, whohave adevastating
Intimidation skill just by default. (For weaker wereswithapartic-
ulary ferocious gppearance or reputation - eg. werewolves - the
GM caninvokethe Rule of 12).

Intimidation may be substituted for a reaction rall in any stu-
aion, thoughitisa a-3 pendty when usedin arequest for aid. A
sucoessful Intimidation roll gives a Good (though usually not
friendly) reaction, A failed roll gives aBad reaction. On acritical
sucoess, the subject must make a Fright Check at -10/

The exact result of a successful roll depends on the target. An
honest citizen will probably cooperate. A low-life may lick your
boots (paws?), even becoming gttmmdy loyd. A redl tough type
may notbefnghtened but might reect well anyway: "Youremy
kind of scum!” the GM decides, and roleplaysit.

Intimidation (Mental/Average)
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bought off. Seorets may be bought off either automatically
through exposure ésae above) or with earned character points
over the course of

In the specific cage of weres, the GM may rulethat al weres
of agiven type in the campaign must take a Secret, and that the
Secret can never be bought off with earned character points, as
long asthe character remains awere.

When Intimidation is used againgt a PC (or, a the GM's op-
tion, againgt an NPC), this can dso be rolled as a contest of
Intimidation vs. Will. Seelnfluence Rolls, Sdebar, p. B,

If the were-form trying Intimidetion has the Mute disadvan-
tage, it's up to the- player to come up with away of making his
intentions known to the subject

Modifiers: Up to +2 for displays of strength or bloodthirgti-
ness or +3 for superhuman strength or inhuman bloodmirstiness
The human form of awere gets +3 to dl Intimidationrollsif the
subject knows hes awere. The GM may give afurther +1 bonus
forwitty or frightening dialogue, but should apply apendlty if the
attempt isclumsy or inappropriate. The GM may apply any level

pendlty if the PCs are attempting to intimidate snnm1ewho
Just can't beintimidated. For example, other weres will be much
less impressed by lycanthropy man most folk.

Note that Interrogation kill can defaullt to Inimidation-3. It
will nothelp&/outell agood answer from abad one, but it may get
peopleto tal
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Structural Advantages and Disadvantages

All these advantages and disadvantages apply to were-forms
of any type - beest, super-beast or beas-man.

ExtraLimbs
Certain animd forms will have more limbs man a human
being does

Arms

Any limbwhich can be used to manipulateis an am, regard-
less of whereit grows or what it lookslike. A norma arm canbe
used to strike ablow which does thrust-2 demagebased on ST. b
do extradamage with an arm, see Strikers (p. 100). Weres may
@é\:/ﬁtwoarmsamotﬁ Extraarms have abese cost of 10points

Extra Flexibility
Arms may be designed for great flexibility, compared to

human ams. An exampleisan dephant's trunk. Such limbs are
not necessarilly strong or weak; they arenot necessarily dexterous
or clumsy. They can, however, configure themselves in ways
human limbs cannat, and they qualify the creeture for the Con-
driction Attack (below). )

~ Thecodtis 10 paints (for thewhole creeture) or 5 paints (for a
snglelimb).

Longer or Shorter Arms

Arms may be longer or shorter, relative to human arms. For
game purposes humen armshaveareach of 1. Whenancient/me-
dieval weapons are used, subtract 1 fromany weapon'sreechif it
isheldby short arms, and add 1 or more to the reach of awegpon
held by fonger ams. . -

Shorter arms cogt only 5 points per additional am. Thesearms
have reach 0 (close combet only), and don't have the leverageto
use any weapon which must be swung. If all of thewere's arms
are short, it Is -2 on any attempt togrqaplellf both arms of a
two-armed were are short, that is a-10-point disadvantage.

Longer arms cogt +10 per arm for each hex of reech. Each
extra hex of reech dso adds +1 to the creaturé's normal swing
damage, and +2 to any attempt to grapple. Note that long arms
canbeattackedin other hexes, asthough they werelong wespons
(sep.B110).

Close Combat with Extra Arms

Extraarms give a huge advantage in close combdt. The were
cannot punch with more than one arm &t a time, unless the Full
Coordination (p. 103 advantage is bought, but it may girapple
with &l & once. Every extraarm (of regular length or longer),
over and abovethenormal complement MoFglvesa+2 onany
atempt to grapple or pin. Other limbs do not help.

No Physical Attack

Ifthearm can mag]ipul atebut cannot attack physically (due to
structure or lack of ST in mat limb), each such arm only cosis 5
points. Generally that limb can be used to wield a firearm or
similar ranged attack, but cannot attack physically. An example
of such alimb might be amonkey's prenensile tail. If these arms
are dsoshort (see above), the cogt is only 2 pointsper arm.

Legs
If alimb cannot manipulate, but can be walked on, itisaleg.
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The "default" number of legs is two. A leg is assumed to be able
to kick with arange of 1, doing thrust/crushing damage. Each
additiond hex of range coss 1 ﬁqnts Extra dameage is pur-
chesed as for Strikers, below. If the legs canit kick for damage,
reducethe totdl leg costby Spoints. )

Three or four legs cogt 5 points; if the individual loses aleg, it
can continue to move a hdf speed (round down). Loss of a
second leg causesit to fall.

Thecodt for five or Sx Ia?sis 10points. Eachleg lost reduces
spead by 2 until only three legs are left. At that point, speed is
only 2. Loss of 1more leg causes theindivicudl to fall.

The codt for seven or more legs is 15 points. Each leg logt
reoluces speedl by 1 until only three legs are |eft. At that point,
speadis only 2. Loss of onemore leg causes theindividud tofall.

Feet Manipulators
Any limb which can manipulate should be purchesed as an
gfm - the fact that the creeture walks on it is merdy a spedid
ect.

Reduced Move

Strikers

If alimb can strike an aimed blow (rolling vs DX but cannot
meanipulate or be used for walking (a tal, for example), it is a
"driker." Strikers cost 5 points apiece. Unmodified strikers do
thrust/crushing damage, In dose combat only (eg., horns). In-
creesad range codts 5 points per Sriker per hex.

See 109

Increasing Damage

To increase the damege done by a striker, arm, or leg, the
Claws advantage (see p. 100) may be aoided. This may as repre-
sent fangs, pincers, homs, etc. Note that this advantage only has
to be purchased once - no matter how many limbs it modified! If

acreaturehaseightarms, 15 pointswill buy +2 demageforall the
ams But note that Full Coordination, p.%i is to atack
with more than one at atime!

Aiming Srikers

Some drikers (eg, tals) cannot be amed well. If a sriker
atacks a apendlty to DX, subtract apaint fromits cogt for every
-1toDX.

Hand Disadvantages
Bad/Poor Grip -10/-5points
Bad Gripis a-10 point disadvantage. Creetures with Bad Grip
suffer a4 penalty when using sills that reguire afirmgrip on an
object: this includes Climbing, Acrobaics, catching and mogt
forms of meleewespon use. Poor Grip isa-5 point disadvantage;
theylhgjger a-2 disadvantage as above. The pendlty is overdll, not
per hand.

No Fine Manipulators -30points

The were has nothing more agile man paws or hooves a the
end ofitslimbs. It has nothing that approaches the humanhand in
terms of manual dexterity. The were cannot Use its paws or
hoovesto make rg)a'rs, tieknots, or evengrasp firmly. Note: This
disadvantage qualifies the were to buy the Incressed Strength
advantage (p. 104) & abargain rate.



No Manipulators -50points
The were has no limbs. The only way for it to manipulate
objectsisto push them around withits body or heed.

Natural Attacks

Werescan have avariety of natural weapons, besed upon their
animdl templates, from smple horns and dlaws to complex pol-
sons and even biodlectricity. The more exatic of these can be
found in Special Were Advantages and Disadvantages, pp. 10%-
100,

Teeth, Clavsand Strikers

Therules and codts for trikers (p. 100) can be ussdto credtea
number of different ettacks; examples are given below. All the
atacksbelow are made a DX. An attack may aso bebought at
reduced DX -dropitscosthy 1 foreach-1DX.

Reach: Al the attacks below assume areach of Ohexes -close
combat only - unless specified otherwise. Increase cost by 5 for
eech additional hex.

Claws 15/40/55 points

For 15 poirts, the were has claws which do anextra+2 dam-
age on any hand-to-hand atack (including martial arts, if the
weress form is basically human - non-human forms cannot use
humanmartial arts). )

For 40 points; the claws are 6 to 12 incheslong, and do both
thrustimpaling and swing/cutting o

For 55 points, the claws do thrust+2/impaling and
swing+2/cutting damage.

Congtriction Attack See p. 102

One Fine Manipulator -10points
Mot weres have two or more hands/fine manipulators that
they can usein concert. A were with this disadvantage has only
one. It cannot for indtance, repair a device while holding it. An
dephantis an example of acresture with this disadvantage.

Horns varies

Horns are bought as strikers (p. 100). Cost can vary widely,
depending on reach and damage. Hornswith areach of at least 1
hex canbe used to parry blows, a half DX. Two examples

Butting horns: 5 points. Blunt, heavy horns used for
thrust/crushing attacks. Often used during charges Reech .

Lon(};]Tusks: 50 points. Found only on human-sized or larger
weres, thesearelarge, pointed hornsmat can do athrust/impaling
or swing/cutting attack withreach 1.

Teeth 0/5/10 points
Teghdo dana%%as described on p. B140. Normally, they are
good in dlose combat only. .
Blunt teeth (0 points) do crushing damage only. Figure dam-
age using the table on p. B140, but halve actual ST.
Sharp Teeth (5 points) do cutting damage based on ST, as on
B140

" Fangs (10 points) likethose of the sabertooth tiger, do impal-
ing damage based on ST, as on p. B140.

Smashing Tail
Thisis dso bought as agtriker (p. 100).

ear 30 paints

Thisislike astriker, but usable only against afront hex. Exam-
ple arhinoceros horn, designed to be usedin charges. Damageis
thrust +1; reechis 1.

varies

Specid Were Advantages and Disadvantages

This section covers special advantages and disadvantages that
can be used to provide exatic &hilities for super-besst and beat-
man weres Many will only be appropriate for a few type of
weres, but they'reincluded anyway for completeness After dl,
what's aweremole without a super-tunneling ability, or awere-
bat without sonar?

Super-Advantages

Many of these advantages were adgpted from metahuman
powersin GURPS Super's - and for Smplicity, we areretaining
the name "super-advantage” to designate any specid ability
whichworksautomatically butis not availabletonorma humans.
A specid ability which reguires a kill roll is a "super-power” -

sep. 109,

1Phe GM who wants dill more exotic abilities for his weres
shoud check GURPS SuEers Its another excellent source for
outlandish abilities, though we've induded dl themost appropri-
ae "super" abilities in the section tarting below.

Enhancements and Limitations

An enhancement is something that mekes a super-advantage
moreUseful. Alimitationmakesitlessugeful. Whenanadvantage
can beenhanced or limitedin some gpecid way, thiswill be noted
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These rules can produce weres basad on any sort of red-world
animd, & well as amultitude of myths, legends and fictional
sources. GMs can dlso adapt the racia generation system found
in GURPS Fantasy Folk and GURPSAliens to produce even
more exatic or dien shepeshifters.

in the description. The price for these enhancements and limita:
tions iss expressed in terms of percentage. For example, a+20%
enhancement reflects a20% increase, rounded up, in the cost of
the advantage. .

All enhencements and limitations are totaled beforefl?ur[ ng
cogt An advantage with a+50% enhancement and a-30% limita:
tion has anet +20% extra cog. However, no matter what limita-
tions are taken, the cogt of an advantage can never be less than
2% of its base oo, L

Advantagesrequireno training - if you have them, they work,
with no need for askill roll. However, some advantages (such as
Regeneration), are avalable in different forms or “levels" a

different point cogs .
Al these anlvantages are assumed to be switchable - thewere
canturnthem on and off a will - but the default condition (while
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degping, unconscious, €(c.) ison. Thewere spends one turn acti-
vating the ahility, and it is operative at the beginning of thefol-
lowing turn. Any advantage bought with the Instantaneous
enhancement (see p. 111) can be switched on without any delay
adl

360-Degree Vision 25 points

This advantage is appropriate onlyfor were form of a magi-
cal nature, or havi n(}; mondrousshapes, no"normal” animal has
afull 360 degrees ofvision.

You have a complete 360-degree field of vison. Treet "off-
hand" hexes (typicdliq |eft) and hack hexes as -2 to hit (because
of the dlumsiness of the aitack, not because you can't see them).
Y ou suffer no pendtieswhen defending againgt attacksfromthe
Sde or rear, and your opponents gainno bonuseswhen attacking
frombehind.

Altered Time Rate varies

You experience the flow of time e arate that differs signifi-
cantly fromthenorm. If your reteof time perceptionisfaster than
anorma human's, thisisan advantage: for 100 points, you expe:
rience time twiceasfast asanorma: two secondsare "lived" for
each redl seoondthat pesses. For each additional second, add 100

paints.

Alteredtimedlowsyoutheluxury of extensiveplanning even
incrigssituations, aseverything ssemsto happenindow motion.
Any mental ill or perception roll may be attempted at no pen-
aty toadditiond actions Exceptionstothis areFa-Tak, Diplo-
macy, or any other skill which reguires interaction with another
person (unlessthey dso have Altered TuneRate a the samelevel

you dol).

Each level of increased timerate dlows you to take one addi-
tiond maneuver. Maneuversthat depend on the reaction of an-
other person (Feint, for instance) cannot be taken - others can't
react in the short time llowed!

Amphibious 10points

Youfunction aswenin water asondry land. Y ou don't need
the Swimming kill (p. B49); you automatically swim a your
norma Moverate. Thisisaprerequisitefor the Super Svimming
skill (seep. 107). You must ill bresthe, though! Takethe Gills
advantage (p. 104) if you wantto bregthe underwater.

Armor varies

You have thick hide, scdes a shell or other naturd amor.
Depending onthe desired effect of the armor, this can be bought
& Passve Defense (p. 105), Damage Resstance (p. 103, or a
comhination of thetwo.

Brachiator 5points
Y ou can swing through the branches of treeswith %r‘eet

and ill. You get the Acrobatics (DX -2) and Climbing (DX)

skills for free. Brachiating speed begins a hdf norma move

Breath-Holding 2points/level

Each level doubles the length of time that the you can hold
your breath (see p. B91). This advantage can he combined with
the Breath Control ill (p. B48).

Catfall 10 points
You subtract 5 yardsfromafall automaticaly (thisis consd-

ered an automatic Acrobatics uccess don't agan forit). A

successful DX roll halvesal damagetaken froma fell.
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Claws see p. 101
Clinging 25points
You canwak or crawl up walls or the calling. Your Moveis
halved while using thisadvantage. Y ou can stop a any point and
dtick to the surface without any fear of falling.
Ifyouarefalingand try to grabawall to keep fromhitting the
round, the GM must deadeifitis within reech. Ifitis asucoess:
ul DX roll is needed to touch the wall. Once the wall has been
grebbed, a successful ST roll must be made, modified & -1 for
each 5 yardsfallen. If the ST roll isfaled, 5 yards are subtracted
fromthe distance because of the dowing effect the failed dlinging
atempt had onthefall.
Example: Franzthegiant were-roach isknocked off abuildiny
3 yards high. The GM rules that he will have achanceto gr.
thewd| a the 15yard point. Franz ralls againgt his DX 14 and
grebsthewdl. Hewould then haveto makeaST-3 rall tohold on.
Special Limitation: You can only ding to one particular sub-
dance. -30% for common materids like wood, rock, brick or
metd. -50% for rare materias such asice, rubber, efc.

Congriction 15/20/25 points

This is the bility to wrap around afoe to make a crushing
atack. A snakelikebody form is necessary. Altematively, along
andflexiblelimb (an lephant'strunk, for ingtance) could makea
condriction attack if it is twice as long in hexes as the victim's
Sze in hexes So to condtrict & human - a 1-hex creature - the
condtrictor o its limb must be & least 2 hexes long.

Point cogt is 15 for alimbless creature, 20 for a one-limbed
cregture, 25 for amulti-limbed cresture which can congtrict with
any limb.

To make a condriction atteck, the attacker must first grapple
hisfoe. Thenroll aquick contest of ST. If thevictimwinsor ties,
no dameageis done. If thevictimloses hetakes asmany points of

damageashe log by.

DamageResistance 3paints/level

This functions like the Toughness advantage (see p. B23), but
can be pur in & many levels as desred. This DR will
protect againgt physical and energy attacks, but will not ad ver-
susmental attacks such as Mind Blow. For most weres, this will
beathick hide, scdles, a shell or other natural armor.

Codt of this advantage depends on whether it applies againgt
everything, or onI%/ agang certain types of attacks.

Againg Everything: 3 points perlevel of DR

Common Attack Type: 2 paintsper level of DR

Occasiond Attack Type: 1 point per level of DR

Rare Attack Type: ¥2 point per level of DR

Very Rare Attack Type: ¥4 point per level of DR

Examples of Damage types: ] )

Common: Crashing (most bullets, fists, meces, falling s#fes),
Cutting/lmpaling (knives, swords, armows, speers), generic En-
gy, generic PSonic, generic Living Things, Metd.

Occasiond: Air, Cold/ice, Fire/Het, Light, Earth, Electricity,
Metter Control, Sonic, Bullets Only, Magic, Plants

Rare: Alteration, Darkness, Vibration, Weether, Rediation,
Acid, Poison.

Very Rare: Mud, Citrus Fruit, Inscts, Cheese

Dark Vision 25 points
Y ou can seein absolute darkness. Y ou suffer no skill pendlties

for darkness, no matter what its origin. Anyone using ather this

advantage or Night Vision is color-blind whilein derkness.
Special Enhancement: Y oucan secdlorsinthedark. +20%.



Discriminatory Smell 15 points

You can differentiate between (and recognize) people, places
and things by their odors Y ou have a sense of smell far beyond
the human norm, and can determine distinctive odors for practi-
cally everything and anything you may encounter. You may
memorize an odor by sniffing it for a least one minute and mak-
ing asuccessiul [Q rall. If you fail thisroll, you may not attempt
to memorizethat odor again for a leet one full day.

Inany stuaion where you may utilize your sense of amdll,
you are & +4 (plus any Acute Smell bonuses) to the roll, and
receive +4 to Tracking skill.

Special Enhancement: You can detect a person or animd's
emoationd state by odor. This ffectively gives you the Empathy
advantage if you can get within 2 hexes of the subject +50%.

Special limitation: Onepa'ticularajbaamhasapaniwlal)l/_
offensive odor to you. If Iyon encounter it, you must make aH
roll or become temporarily ill, losing 1d from each stat while in
the presence of the odor and for 30 minutes thereafter. Thisisa
-50% limitation for common substances (pollution, g
refte smoke, car exhaust), -20% for occasiond (wildflowers,
cigar amoke), -10% for rare (one particular brand of perfume, a
Specific breed of cet). Itisa 1-point quirk for something very rare
(rotten eggs, yak harr).

Doesn't Breathe 20 points

Your body absorbs the oxygen that it needs through osmosis
Y oucan't be strangled, and areimmune to most gases (your body
won' absorb anythingthat will hurtit). Y ou will ill suffocatein
avacuum, or anywheredsewhere thereisno oxygen availableto
absorh. Y ou can live underwater aslong as thewater has oxy
init (normal Earth bodies of water have plenty of oxygen). You
can use brething equipment in gpace, as your lungs are capable
of working normally.

Doesn't Eat or Drink 10points

You don't require food to stay dive- your body is powered in
some other m?mer. This shou% be oo%/ﬂsmnhm weres
origin... usudly magic or super-science.

Doesn't Seep 20points
Younever havetodesp. Youcanignored| fatiguelossesfrom
missed nights of rest.

Enhanced DX Normal cost

All attributes other than ST are bought & norma cost. Any
time an attribute is raised above 20, dl default ill rolls are
figured asif that attribute were 20. This prevents defaults from
becoming unbalancing!

Enhanced HT see Enhanced DX, above

and Extra Hit Points, below
Enhanced1Q see Enhanced DX, above
Enhanced Move 10 points/level

Ezch level of Enhenced Move increases the werel's maximum
speed by the origind Move score in one mode of locomation
(running, svimming, flying, €c.). Move is only incressed if the
individud is mcving dong arddively straight, smoath course
Combat Move and Dodge are unaffected, but anyone targefi
the were with amissile or thrown wespon will subtract agﬁ
modifier appropriate to the were's current peed. Example A
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werewithaMoveof 8 buystwo levels of Enhanced Move (Run-
ning). The were can now run & 8+8+8, or 24.

Extra Encumbrance 5 points

_ Thewere can carry more than ahuman of the same ST could.
Ll%tmwmbramwdennedesﬁxﬁ, Medium s 10xST, Heavy
a 20XST and Extra-Heavy as 30xST.

Extra Fatigue 3/paint
Your fai?ue is higher than normdl for your ST. You canrun
farther and fight longer than others, and you have more power
avalable for powering magicd spells (though note that only in-
telligent were-forms can use magic). Extra fatigue goes into a
separate poal that can be used to power super-powers, psonics,
extraeffort or magical spells Thispool recharges a the samerate
asnormal fatigue, but will only begin to regain pointsif regular
fatigue (based on ST) has been completely regained first

Extra Hit Points 5S/point

Y ou can take more damage than anorma human of your HT.
Hit Points are initidly equal to HT, so a character with HT 14
could buy his Hit Point total upto 20for 30 paints. Thiswould be
written as HT 14/20. Any roll versus HT, Contests of HT, resst-
ances, caculation of unconsciousness and surviva rolls, and any-
thing dseinvolving HT would be made againgt his health of 14.
Only damageis subtracted from 20.

Example: If awerehasHT 14/20, hewould havetorall to tay
divea -14 HT (and every -5 thereafter) rather than a -20.

Flexibility 15 points

Y ou can bend your body in absolutely any direction.lt islike
Double-Jointedness (p. B20) only more 0; you cannot take both
this and Double-Jointedness. Y ou get a+5 on any Climbing rall,
on any rall to escape from restraints, or on any Mechanic rall.
You cannot strefch or sueeze yoursdlf abnormaly, but any part

of your body can bend any way.

Flight

GURPS uses the term Hight for a super-power involving
flight without wings. TheWinged Hlight advantageistheverson
whichwould beagﬂor)riaefor awere itisdescribed onp. 108
SeedsotheRight skill, p. 99.

Full Coordination 50pointy/attack

This i the ahility to make more than one physical attack per
ton, using each limb only once So, for indance, awere-insect
with four arms could buy Full Coordinetion/1 and make two
atacks per turn, FC/2 and make three attacks per turn, or FC/3
and make four attacks per turn, using eech arm once

Note that atwo-armed creature could tekethis advantage, too.
|t could then attack once each turn with each hand, at no pendlty!
Physical atacks are limited to punches, kicks or wegpon attacks,
not super physicd kills

When someone with Full Coordinetion makes an All-Out At-
tack, he may take one bonus for each wegpon he uses, but dl
bonuses must be the same. You could nat, for instance, szvin(};
twice with one weapon while aming carefully with anather! |
you choose toincresse your number of attacks, you get 50% more
atacksthan norml, rounding down.

Example: A brawler with two ams and FC/1 who took an
All-out Attack could make three atacks; two normal plus one
bonus attack.

His mutant cousin, with FC/3 and four arms; could meke 2
additiond attackswith an All-out Attack.
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To aimtwo wegponsa oncerequires the Independently Fo-
cusableEyes advantage (see p. 104).

Gills 10points
Y ou havethe ability to extract oxygen fromweter, dlowing
youtoremainsubmergedindefinitely innormal water. If therels
no oxygen to extract, youwill suffocatelikeany normal person.
Youcan't breatheinaswi mming poal full of ketchup!
Y ou can ill bresthenormally out of thewater.

Gliding 20points

Thisisalimited form of Winged Flight (see p. 108). Gliders
cannot gain dtitudewhileﬂ?/l ng, and descend a 1 hex per turn.
Enhanced Move does not affect speed, but eech timeitisbought
it hdlvesthe descent rate.

Special Enhancement: Gliders can gain altitude by riding
warm ar currents, or “thermds’ ?}asam ng such currents are
esentl), for +5 points. Anormal thermal will raiseaglider at 1
iex per tum. If thermdls are presant, a gliding were with this
advantage can locate them on a sucoessful 1Q rall (one attempt
per minute).

Hardto Kill 5 points/level
Youareincredibly difficulttokill Eachlevel of thisadvantage
confersa+1 onal HT rollsmede for surviva. If I%/ou miss your
normd HT roll, but makeltwnhyour Hard to Kill bonus added
in, you appear deed (asucoesstul an?nossroII will reved sgns
qf life TbutW|II wmetomthenor 1 hour per point of nega:
tive

Example: A Londonwerewolf hasHT 12and 4levelsof Hard
toKill. Heistrappedin an dley and dammed againgt awall
lorry, which does 30 pointsdamage, reducinghisHT to- 18 This
wil r;qinrehmtomd(ez HTrdllsto stay dive (oneat -12 then
(]’E [

Herdllsan 11 for thefirs one- noproblem, ill dive. Onthe
second rall, he gets a 14, Thisis above his regular HT (12), but
below his modifi iedHT (12 +4levels of HardtoK|II) He passss
out, and s left for dead by his foes. Roughly aday later, hell
regain constiousness - ill"injured, but not deed!
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Immortality 140points
Youll never die of natural causes and are tough tokill unnat-

urally! This advantageis Ssmply acombinetion of Indtant Regen-

eration, Immunity to Diseese, Immunity to Poison and Unaging.

Immunity to Poison 15 points

Youaeimmuneto the effect of any toxins. This doesn't con-
fer immunity to a corrosive substance such as hydrochloric acid,
just to bona fide hiological or chemicd poisons If there is a
Question, the GM's decision (as dways) rules

Increased Speed 25 points/level

Youcanredly movel Y our basic Speedincresseshy 1 for each
level, which dso raises your Move and your Dodge: This isepe-
cidly appropriate for were-jaguars and thelike

Increased Srength 50/level

The weres strength is doubled. Template ST bonuses are
added in before doubling (individud strength adjustments are
added or subtracted from the template's findl totd). Addmond
levelsof this advantageincrease the multiple by one eech: ie, ST
canbetripled for 100 points, quadrupled for 150 paints

Special limitation: This advantage costs only 30 points/level
whentakenin conjunctionwith the No Fine Manipulaors disad-
vantage (t;xeweretype dwdill getsfull point vauefor the dis

advantage)

Independently Focusable Eyes 15 points
Youcanfocusin two separate directions, dlowingyoutoam
two wegpons & once if you ae ambidextrous, or to teke full
advantage of extralimbs eméllou have more than two eyes, buy
thlsadvant%1 agan for each additiond eye to be focused inde-
ree separaely fowshleeyes would be 30 paints,

our Would be 45, and o on.

Infravision 15 points

Y our vison extendsinto theinfrared portion of the spectrum,
dlowing you to see varying degrees of heat Y ou can even sein
abslutedarknessif the temperatureis above 70. No matter what
thetemperature, you suffer only a-1 whenfighti n? a night due
to the heat emissons from your opponent (if your foe emits no
heat, sandard penalties apply). You are +2to see;a/ living be-
|ngsdur|ng daylight if you are scanning an areavi

This aoventagewill @so dlow you to follow aheettral when
tracking. Add +3 to any tracking rallsif thetrail isno morethan
anhour old. A sudden flash of heet, such asa Firebdll, acts asa
Flash (seep. 60) to anyonewith Infravision.

Invulnerability variable

Y our body iscompl etelyresi sant todamege from someattack
forms. Knockback would sill be caused from physicd attacks,
however. Cogt of Invulnerability varies according to how com+
monthe atteck formis, asfollows:

Any Kinetic Damage: 300 points.

Common: 150 points.

Occasond: 100 paints

Rare: 75 points

Very Rare: 50paints.

For examples of these categories, e Damage Resistance, p.

Depending on the character conception, an attack
Invul nerablewbhea might bounce away, dissipate harm eeSy, or

pass right througf
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Special Enhancement: Theattack doesnot causeknockback.
+20%.

Metabolism Control 5 points/level
The were can control normally involuntary biological func-
tions such &s pulse, blood flow, digestion and respirtion. This
dlowstheweretoenter adeathliketrance; aphysicianunfamiliar
with the were's metabolism must win a Quick Contest of kills
Physician -2 versus HT) to reglize the wereisn't dead. Whilein
thisstatethewereisunawareof its surroundings. Thewere may
st amentd "dam dock" that will awaken it after a certain
amount of time has pessed. It will automatically awakenif it takes
any damage Thisadvantageisparticularly opropriatewhenthe
animdl templateis ahibernating spedies
Each level of Metabolism Control reducesby 10%the amount
of oxygen it normally needsto sty dive. Eachleve doubles the
amount of timeit can safely go without food or weter.

Nictating Membrane 10points/level

Your eyeballs are covered by atransparent lens This lows
¥0u to seenormally under weter, and will hel ﬁ.p.rotea your eyes
romsand, Mace and soon. Any timeyouarehitinthegyeswith
agaseous or liquid attack the lens providesyour eyes, only, PD 2,
DR1 per level (maximum PD 6). Thelensaso adds +3 per level
to dl HT rolls concernedl with eye damege, and can be opened
anddosed]justlikeaneydid.

Passive Defense 25points/level up to 6

For whatever reason, it is much harder for attacks to hit you.
Eachlevel adds 1 toyour PD, uptoPD 6. Y our ownPD doesnot
add to the PD of any armor you wear, take the PD of the outer

layer.

Penetrating Call 5 points

Thewere can produce aloud and distinctive cal like alion's
roar or awolf's howl. This call canbe usad to commend attention
or signdl from adistance. A penetrating call can be heard for &
|esst 1d mileson aquiet night.

In addition, if the were sounds its call within 30 hexes of an
anyone who is unaware of thewere's presence, thelistener must
make aFn%ht Check. Thisis non-magica fright, and may have
no effect /er on characters with ittle or no fear of wild
animas FGM'S option). . ) )

Modifiersto Fright Check: -1 & night, -1 if the areaisvery
quiet SGM's option), -1 if the areais physicaly isolated (GM's
option), -2 if the listener is (or believes himsdlf to be) done, -2 if
thewereiswithin 10 hexes of the individud, or -5 Ifitiswithin
onehex of theindivioual.

Perfect Balance 15points

You have no problem keeping your footing, no metter how
narrow the walking surface, under normal condiions. Y ou can
walk on tightropes, | tree limbs or anything dse without
having tomakeaDX rall. If the surfeceiswet, di or other-
wiseunstable, you get+6 on dl rallsto kesp your feet. In combat
you receive a+4 to your DX on any rolls to keepyour feet or
avoidbeing knocked down. This advantage adlds+1 toyour Rilot-
ingandAcrobaticsskills

Polarized Eyes 5 points

Yourwesad&ustirﬂaﬁamﬁytodmgingfi ht conditions
If youhave Dark or Night Vision, you can instantly aojust from
brightlight to darkness. If you are caughtin abright flash of light,
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your eyeswill autometically adj ust somat themaximumtimeyou
arehlinded or stunned from theflashis 2 turns.

Pressure Support variable
For 5 paints, thewerecan stand upto 5 times normal surface
pressure. For 10 paints, it can stand 20 timesnormal pressure. For
15 points; it can stand 100 times normal pressure.
This advantage doen't oonvg/ any combat advantage unless
the wereisheing atacked by adirect manipulation of barometric
pressure

Recovery 10 points

You recover from unconsciousness very quickly. Instead of
Saying unconsciousfor hours, your recovery timeismeasuredin
minutes (see p. B129). In any situation where unconsciousness
was meesuredinminutes, you reduceitto seconds.

Reduced Seep 10points

Y our body operatesefficiently without muchdeep. All fatigue
losses from TT?Ingi degp (see soebar, p. B134) accumuPae
weekly rether than dally - 0 one week without deep cosisyou 5
fatiguerather than 3.

Regeneration 10/25/50/100points

Y ourecover from damage much faster than normal creatures.
This doesnot dlow you to regrow lost limbs (but see Regrowth,
below). Y ou automatically have the Rapid Healing advantage (p.
B22) a no extracod. If bought for agadoet, ither the gadget Is
sdf-repairing, or it heds the user. To do both, it must be bought
twice. Cost of this adlvantage depends on the spesd of the regen-
erdion:

SawRegeneration: Yourecover 1HT (or Hit Point) every 12
hours,inadditionto normal heding. 10points.

Regular Regeneration: Y ou recover 1 HT (or Hit Point) per
hour. 25 points. i o

Fast Regeneration: Y ourecover frominjury amogtimmedi-
ady, regaining 1 HT perminute. 50 points.

Instant Regeneration; Y ou hedl amogt asquickly asyou are
dameged, a therate of 1 HT per turn. 100 points

Regrowth 40points

Youcanregrow log limbsl Alostegr, finger ortoewill regrow
in 1d weeks; alogt hand or foot in 1d+1 months, and alogt eye,
am or leg in 20+2 months.

Resurrection 150 paints
You can die, but you ?%bater. Any time yon succumb to
wounds, poison, or any other means of degth other than old age

(which is permanent), you will come beck to fife. Starting one
hour after your desth, you will begin regaining HT &t your usudl
rate- normally 1/day, dthough Regmaqlor:?d)we) Speedisthis
up. Even if you have been hacked to pieces; those pieces will
dither together and rejoin. I any parts were destroyed, they will
regrow_ sponteneoudy (heads and brains come back with full
memories and persondlity). You will remain unconscious until
you regain your full HT. Players should fed free to ater the
edid effects of this advantage (eg, instead of dithering back
together, your body parts teleport to eech ather, or arere-creeted
by cloning) as long as the basic time doesn't change )

I parts of you are kept seperate, they do not grow multiple
copied Indteat), the largest existing piecebecomes you, while the
res melt into goo.

Were-Creatures



If your entile body is destroyed (disint
nova, 302 triple the time required to
aomsdrifttogether.

Eachtimeyou die, yon lose 25 character pointd Y onmay take
theseoff of anything youwish. If your pointtotal isbrought down
t00, you diepermanently!

Special Limitation: One dass of damage - poison, wood,
metal, ec. - prevents resurrection for aslong as the damaging
substanceremainsin thebody. -10% for rare or very rare materi-
as (uranium, diamond), -30% for occasiond or common ub-
stances (wood, metd) or substancesthat are difficult to remove
(poison, radiation). o

Special limitation: One dass of damage - adid, tire, €c -
causes damage which cannot be completely healed by Resurrec-
tion, and which must be hedled by medicd, magicd or psonic
efforts. A personwiththislimitation comesback fromthedeadin
acomawith their HT equal to what it was when they died (or
-HTX5, whichever is gregter). -10% for arare or very rare attack
form, -20%for occagond forms, -30% for commonforms.

Special limitation: If you are killed by a blow from a sub-
sanceyou have aVulnerahility to, youdie permanently! Thisis
worth -5% on arare or very rareform, -19% for occasiond, and
-25%for common.

Special Limitation: Reincaration. Y ouarerebornintoanew
body with new ahilities and super skills- but you aways retain
the Resurrection advantage. Your atributes may dso change.
(TheGM crestesthenew form, ormay dlow the player to do 0)
-20%.

Secret Communication 20poaints

All members of this type or race of weres have amethod of
communication that cannot be perceived by other weres- telepa
thy on aweird band, ultrasonic , extra-dimensiondly
transmitted radio, orjust were-specific empathy.

The GM may dlow anon-were to buy the ability to compre-
hendthe "private" gpeech of weres as an advantage. Cogt would
depend on theimportance of that advantage to the campaign.

Special Enhancement: Other crestures cannot even perceive
when communicationisgoing on. +40%.

Special Limitation: Only generd concepts and emotionscan
besent-50%.

Seelnvisible 25paints
] _Lhewerecaw see objects or individuals that are normally in-
visole.

Sensitive Touch 10points

The weres fingertips (or equivalent organs) are extremely
sensitive. For ingtance, it can, by touch, notice, residud hedtina
chair, faint vibrations in the floor as someone gpproaches, smi-
|arities or differences between two pieces of fabric, etc. The were
must roll his|Q to usethis advantage successfully (note: low 1Qs
donot defaultto 12 when using this advantage).

rated, engulfed in a
asmddy -attered

Slence 5 points/level

You can move and hresthe noisdlesdy, giving you an addi-
tional +2 per level to your Sedth ill i yon ae perfectly mo-
tionless, or a+1 if you are moving (evenin amor, eic). These
bonuses help you only in the dark, or against omeone whois
listening rather than depending on Sght!

Sonar Vision 0/25 points

The were can "sd" by emitting sound waves which bounce
off the surroundings. No light is required. Sonar can be

Were-Creatures

"jammed" or fooled by very loud noise, but not otherwise Itis
color blind, but can "se" the interiors of living things and other
objects of et(lgvalmt dengty. Effectiverangeistypicaly a few
hundred yar

Asawere's soleformof vigon, thisisworth no paints Asan
adjunct to another form of vision, it is worth 25 points.

Speakwith Animals 15 points
This dlowsyou to carry on aconversdion with any land ani-
ma (including birds, reptiles, and insects). How much informa:

tionyou can gain from an animal depends onits |Q andreaction
roll, and the GM. Add +2 to the reaction roll if you're offering
food while you're talking. In generd, insects and other smdl
cregtures won't be able to do much more than convey emations
such as hunger and fear, while animals like chimpanzees or cas
could have areasonebly intelligent discussion. It takes one min-
ute to ask one question and get the answer-assuming the animal
decidestospesk toyou. TheGM may requirearesctionroll!
Special Limitation: Only one kind of anima. -20% for one
type (eg, only mammals; or only hirds), -30% for one family
((;Ig.,) the feline family), -50% for one spedes (eg. house cats
).

SpeakwithFish 10paints

Worksjust like Speek with Animals but only on aquatic crea-
tures. This includes wheles, dolphins, squid, frogs, lobgters and
other creaturesthat liveinthewater.

Super Climbing 3 points/level

Each levd of Climbing adds 1 to aweres Move when
dimbing. This can he combined with the Clinging advantage (p.
).

Super Flight 20points/level

Each level of Super Rlight doubles your spesd when you are
flying, just & Super Running increeses running speed. See p.
B139fortheeffects of flight in combat.

Super Jump 10points/level

Each level of Super Jump doubles the distance you can legp.
Additiondlly, if you fall a distance less than or equd to your
maximum highjump (p. B88), you take no damage. Thiscan be
incressad by 5 yardswithasuccessful Acrobaticsroll (p. B131).

Y our Move during asuper jumpis equal to 20% of your max-
imum normal long-jump, with & minimum of 10 yards. Thus,
your maximum normal jump never takes over 5 turns. If your
maximum jump s 100 yards, your Moveis 20 in any jump.

Youcanjump & afoeinorder to damhim, figurethedamat
your maximumjump speed! Y ou don't need to make a separate
roll tojump accurately.

Super Running 20pointy/level

Eachlevel of Super Running doublesyour Movewhenyouare
running in a relatively straight line. Your combat Move and
Dodge are unaffected, but anyonetargeti ng% you with amissleor
thrown weapon will subtract a speed modifier from his skill roll
ifyouarerunning! Figure turing radius asfor Fight (see Sde-
bar, p. 59). Inmany casesit will bebest to soprunning for aturn,
change directions, and sart running agan!

Example: A character withaMoveof 8 buys4 levelsof Super
Running, which costs 80 poaints. He can now run a 8x(2x2x2x2)
= 128 yards per second (283 mph)!
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10points/level

Prerequisite: Amphibious (p. 36)

Every leve of Super Swimming doubles your svimming
e, just as Super Hlight incresses your flying gpeed.

Telescopic Vision 6 points/level
The were can "zoom in" visudly, as though its eyes were a
fine pair of binoculars. Each level” doubles the magnifications
factor, i.e 6points=2X, 12points=4X, 36 points=64 X, €.
The normal horizon for a round, Earth-9zed planet on flat
ground is three miles. Beyond the horizon, the curvature of the
world will block Telescopic Vison.

Super Swimming

Temperature Tolerance 10points

You canignoretheeffectsof "ordinary” high andlow temper-
aures. Thisgivesyou no advantage in resiting atteckshy fire or
ice unless the only damege s aresult of arise or fall in ambient
temperature. In particular, thiswill not help you if your body
temperatureisheingaffected.

Multiply your HTX5. Subtract this number from 35 tofind the
lowest temperature you can stand. Addflu'snumberto 90to find
the highe.

Example: AHT of 12 would dlow you to function without
having to roll againgt fatigueor HT loss In temperaturesranging
from-25 up to 150. Seep. B130 for more details on tempereture
andwesther.

Special limitation: Ifyou are immune only to hed, or only to
cold, thisis a40% limitation.

Tunnel 40pointst+ 10points/hex of Tunneling speed

You can dig through the earth like agiant worm, spewing dirt
and gonebehind you. This skill letsyou digaman-szed passage-
way-through earth or gone. Movement through rock or doneis
half your normal tunneling gpeed.

The GM may wish to asess achance that thetunnel collgpses
behind you. Roll each minute vs. Enginegring (Mining), Pros:
pecting-3, or 1Q4 to dig agabletunnd.. Thiscan bemodifiedup
for hard rock and down for soft rock and dirt. Each halving of
your tunneling speed givesyou a+1 on thisrall.

Ultrahearing Spoints

You can hear sounds in the frequencies above the norma
range of human hearing (20,000 cydes). Dog whidles motion
detectors, and even many household gopliances may emit sounds
audibleto you.

Universal Digestion 15 points

Youhave remarkably hardy intestinal processeswhich et you
derive nutrition from any animdl or vegetable protein, even if it
would not normally be considered "food." Note: this does not
confer any advantage againg norma poisons

Venom 15points/level

The were seCretes a venom, ether corrasive or poisonous,
which can be delivered by various means

Corrosive venoms, such as acids and digedtive enzymes, do
damage quickly. A corrosive venom does 1d of damege per level
when it is delivered, and may continueto burn for severd turns.
At the end of every subsequent turn the venom does 1d less
damagethan on theturn before, until the number of dice reaches
0. Itis possible to wash off a corrogive venom, preventing dam-
age on subsequent turns. This reguires a leest a gallon of water
and afull turn. Armor, toughness and damage resstance will
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otect againg corrosive venom for anumber of turns equal to
R. Thereisno HT rall to resd a corrosive venom.

Poisonous venomswork more dowly. They do 1d damage per
level when ddlivered, but may continue to affect the victim for
severd hours. Every hour after the poison is delivered, thevictim
mekesaroll agang HT minusthenumber of levelsof thepaison.
If the victim fails this rall, he takes 1d damage per level of the
poison; if he Succeads, he takes no further damage fromthe poi-
son, and does not need to roll again. Armor may ﬁrote(;t agand
the delivery of the poison, but has no effect oncethe paisonisin
the bloodstream.

Irritant venoms, usudly sprays, are designed to disgugt, nau-
segte or dun. Victims who get even awhiff of an irritant must
make a Will roll to avoid running away (turn and run one full
move directly away fromthe stench). Those who bregtheit or get
itin their eyesmust roll againgt HT minusthe level of the venom
to avoid takirg 1d-4 damage and hecoming incapacitated for 1
turnper level of thevenom. (Incapacitated characters are retching
andrubbing their eyes) Oneachturn of incapecitation, thevictim
may make aWill Roll to recover.

Venoms may be delivered in a number of ways. Corrosve
venomscould be defined as sdliva, ddivered with abite, or askin
seoretion, ddlivered with a bare-handed punch or touch. An &-
tacker must make a successiul dlose-combdt attack based on DX
in order to deliver a corrogive venom. A poisonous venom must
enter theblood to harmthevictim. Usualy thisisdoneby making
asucoessul hite attack on the victim. Any sucoessul hit which
penetrates the victim's armor, whether it does damage or not,
ddlivers the venom. Fangs, or Smilar organs to deiver the
venom, are included in the cost of this advantage. Note that this
does not increase the normal (L) damage of the bite. Irritants
are assumed to be sprayed (see below).

Special Venom Enhancements and Limitations

Skinagent: For +10 pointsapoisonous venom may be defined
asaskin agent, which enters the bloodstream through the skin. A
kin agent cannot be washed off. (Sprayed and spit poisons are
usualy skin agents)

Ranged attack: For +5 points a venom may be delivered at
range - it or suirted. Thisis a ranged , based on DX,
withaSS12, Acc 12,*1/2D n/a, and Max 5. Poison venoms must
grike open wounds or mucous membranes (eyes, open mouth,
inner nodtril) to be effective, unless bought as askin agent (Irri-
tants delivered by spit or squirt affect one character only.)

Poison Cloud: For +15 points, venoms may be gorayed asa
doud of migt. The cloud covers 3 hexes and lags 1d turns. The
hexes mugt be adjacent to each other, and one hex must be adja
centtothe %:-:yi individudl. ) i

Stinger: For +25 paints, the were has a poisonous dinger - a
1-hex-long impaling striker. Treat as a rapier, hitting on DX
intelligent weres canimprovetheir chanceto hitthrough study, as
theFencingkill

Poison Spines: For -5 paints, theweres venomis ddlivered by
Spines located on sira?ic parts of the (eg. the back of the
head, down the spine, theend of the tall). Thewere cannot deliver
the poison actively, but has a DX-4 chance (DX-2 if atacked
from the rear) of hitting on each turn of dose combat Spines do
1d-2 damage. If they penetrate armor and skin, they deliver a
dose of poison. . .

Poison Sweat: For -10 paints, the were swets its venom. It
cannot be delivered actively. The venom is delivered if the were
is hitten or handled extensively.
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Winged Flight 30points

Yonareabletofly, using large, functional wings. Your flight
g{lesi is egual to twice your normal move for more speed, (See

per Hlight, p. 106). Y ou have the ahility to fly, but not necessar-
ily to do complex acrobatics and tight turns; for that, you nesd to
put points into Hight sdll. See p. B139 for more detalls

Y our wingspan must be a least twice your height. In older to
take off, land or maneuver, you must have an (?Jm aeawitha
radius equd to your winggpanin dl directions. Ifyour wings are
bound, or if awing is hit and crippled, you cannot fly. (To deter-

Super-Disadvantages

A few of these disadvantages could be taken in dmogt any
campaign. Mo, though, are suitable only for creetures withgpe-
cid powers, whether they're super-beings, diens, magicd, or just
"drange cregures”

Accelerated Aging -20points/level
You are aging at arate far in excess of the human norm. You
will begin making aging rolls a 40 years old, and meke aging
rollsevery 6 monthstheresfter.
Each additiond level halves these two numbers (e?., three
levels causes you to begin aging & age 10, and make rolls every
1¥amonths.

Dependency variahle

This may be thought of as a super-Addiction. Your re
quires some specid substence: Without it, you weeken and diel
No character can takeboth an Addiction and a Dependency to the
same subgance
~ Thevaueof adependency depends onhow common theitem
is

Rrﬁm (cannat be bought; mugt ge hfa?gnd for ma%eg: 30 points

Infregquent (very expengve an to find): 20 paints

Occasional (expensive, somewhat hard t(?(f? nd): 10 points

Common (available dmost anywhere): 5 points

llegal: adds5 pointsto any of the above

This valueis modified by the frequency with which youmust
egt/drink/breathe/use up the item:

Congtantly: Fivetimeslisted vaue. Thewere mugt carry and
usethe substance & dl times- for indance, an aromatic herb that
rﬂust worn condtantly in agarland. Lose 1HT per minutewithout
theitem.

Hourly: Four times liged vaue Lose 1 HT per ten minutes
after youmissan hourly dose:

Dally: Threetimeslisted vaue. Lose 1 HT per hour after you
miss a daily dose

Weekly: Twiceligedvaue. Lose 1 HT per six hoursafter you
miss aweekly dose

Monthly: Listed vaue. Lose 1 HT per six hours after you miss
amonthly dose

Dependency on Change

A were can take aDq)a‘deg on regular ch teking
damage if he fails to shift form after a given period. Treet the
changeasan ondl need, with abasevalue of 10 points. The
change should not be required moreoften than daily - awerewho

hes to chenge & least once an hour will not have much time for
anythingdl
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mineahittothewing, assumeany hitto an armhasa50% chance
of hitting the matching wing insteed). -25%.

Special Enhancement: Thewingsarevery smal, withawhi
gan asgmd| s ¥z hei?ht. The were uses itswings only to help
deer, not to lift (the lift comes from magic or psionics). If the
wingsareserioudy inflight, thewere can land safely on
asucoesstul Hight rll. + JDintS

Special Limitation: Cliding. Seep. 104

Special Limitation: Cannot Hover. Notavailablefor Gliding;
aglider can'thover anyway. Youmust dways moveat lesst
your maximum spesd when you fly. -15%.

Dread variable
The were is unable to come within a certain range of agiven
Subgtance, due to magic, psionics or psychosomdic averson. The
were takes no physica damage from the substance, but is none-
theless completely incapable of coming within the indicated dis-
tance of its own volition. The were can be brought into the
presence of the subject by outside forces (dr by gravity,
carriedin acage, thrown by agiant), but if it comestorest indde
theforbiddenradiusit mustimmediately move to get as far aw:
from g;(e SJbstah1§e asit can, by the mogt dlirect routeI poss'bleoft
may take no other action except trying to excape until itisout
th?;orbi dden radius (note that this means tht, if trrgaped within
the forbidden radius, the were will be completely helpless).
Thebase cogt for this disadvantageis -10 points, for which the
were cannot bein the samehex with theforbidden subdiance. The
range of the forbidden zone can be extended et -1 point per addi-
tiond hex radius. This value is modified by the rarity of the
subdance, according to the table-found under Weakness (p. 109).
The were will indantly sense the presence of the dreaded ob-

ject & oon as it enters the forbidden radius. It will not know

exactly wherethe dreaded object is but it will know what direc-
tion itliesin, andbe compelled to goaailytheotherwag

Special Enhancement: The were cannot enter the forbidden
zone of its own valition, but if carried there by an outside force
the spdl is broken. The were can act normally in the forbidden
zoneuntil it leaves, a which time the prohibition reectivates. This
halves the cogt of the disadvantage.

Fragile -20points

The were has an e(tremd%Tt])rittle and fragile physicd gtruc-
ture. Thewere takes double damage from crushing atacks. Crea-
tures with this disadvantage might indlude bird-type weres with
hallow bones

Inconvenient Size variable

Thewere-formis of aszeradicaly different from the human
average. The were is unable to effectively use mogt todls and
implements besic to day-to-day life unless they are specidly
made. This disacvantage assumes that the were's ability to func-
tion in human society 1S seriously impairedby itsSze Asarule
of thumb, awere must be over 8 feet (-10 points), or under 2 feet
tdl (15 N{)omts?1 onthe a/erﬁe to qualify for this disadvant
The GM might dso dlow this disadvantage for an extremely
heavy were (more than 1,000 Ibs) or awere with an exceptiondly
largeandungainly form.

Note- Gigantism& Dwarfism: Incampaignswhereweresare
confined to certain well-defined templates, the were character
can take the Gigantism or Dwarfism advantage if his Szeis 9¢-
nificantly different from other weres of the same type. In cam-



paigns where each were is besically a unigue cregtion, Inconve-
nient Sze should beused for szessignificantly differentfromthe
human norm, and the Gigantism and Dwarfism disadvantages
should not be allowed.

Reduced Hit Points -5 pointgHit Point
The were has fewer Hit Points than its hedth. Thisiswritten
HT10/7, for example. Very small weres often havethis disadvan-

tege.

ReducedMove -5  pointdpoint ~ of  Move

The were moves more dowly than its characteristics would
normally entitle it to, in one mode of movement. Amphibious
cregtures may buy this disadvantage for ether land or water,
flying cresturesfor eitherland or ar. Theweremay not reduceits
spedbeow 1. Thisdisadvantage affectsMove onlyfor purposes
of moving from paint A to point B. It does not affect the were's
Dodge or order of combet

SaveMentality -40points

Thewerehasno initiative of itsown. |t becomesconfused and
ineffectua without a "master” to give it orders. This does not
necessarily imply alow 1Q. A were might be quite intelligent
enough to obey the command "mix the dixir, then summon the
spirit," but if the same were weas sarving and found $10 it would
be hard pressed to decide to pick up the money and go buy food
- unless somebody told it to.

This disadvantage is appropriate to weres created by awere
with the Lycanthropic Dominance advantage, or who sarve a
powerful mage or vampire, or weres geneticaly engineered as
cheap, willinglabor.

Awerewith Save Mentdity must makearoll vs 1Q-8 before
taking any action that's not either obeying adirect order, or part
of an established daily routine.

Asarule, such acharecter will alwaysfail Will rolls In acase
where the GM thinks that success might be possble, the roll
should be made at-6.

Vulnerability variable
You teke extra damage from certain forms of attack, or are
weakened and hurt every time you are merely in the sameroom
asasubgance. For echlevel of Vulnerability you purchase, you
take an extra 1d of damage (or multiply the damage times the
level of Vulnerability for attacks doing lessthan 1d ).

Normally, youcannottakeaVulnerahility toanythingthatyou
Eg/e Invulnerability againgt, but see Special Vulnerabilities,

ow.

The value per level depends on how common thesubstance or
atack formis See Damage Resistance,p.103, for examples of
atack forms and substances

Rare: 3 points per level

Super-Powers for Weres:

These are specid abilities that require some training, and a
sucoess roll, to use pro%?rg. They are compatible with GURPS
Supers and will occasonally be referred to as "super-powers”
That hook contains many more powers; these are the ones gopro-
priate for were-cregtures.

Note: Even if an explanation or physical justification is given
for theway apower works, theplayer isfreeto ignoreit when
descrihing the way his character's abilitiesfunction, as long as
the game mechanics and effects remain the same.
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Infrequent; 5 pointsper level

Occagond: 10 pointsper level

Common: 15 paints per level

If you are affected by merely being near the substance, add
10% per hex of range to the cost per level. If je comes off
of fatigue rather than hit paints, the value per level is hdved. If
you are hit with an object you take damagefrom.!_ust by being
near, you add the physica damage to the VVulnerability.

Example: Lucreziatakesfatiguedamage every timeshegets
within 5 hexes of wolfsbane. The GM rulesthat this isan infre-
quent occurrence, S0 it's worth 5 per level. Since it has a 5-hex
range, that adds 50%. Totd cogt is 75 per levd. She wants 2
levels (2d damagg), which would be worth 15 points, but only
takesfatigue, o thevalueis haved. Total value -7 points!

If Lucreziawas hit by awolfsbane-dipped wegpon for 6 points
of physicdl damage, shed dso take 6d of fatigue.

Example 2. A were-polar bear hes a 3evel vulnerability to
fire-based atacks Thisisacommon attack form, soitsworth45
paints. If someone hit him with atorch for 2 points demage, this
Is muItiined by his vulnerahility level to get 6 - hed teke 6
points If he was hit by a 2d+2 flame jet, the attacker
would add 3d damage, and roll 5d+2 for damage.

Special case - Vulnerabilities and Invulnerabilities: For were
characters, aVulnerability is congdered to cancd an Invulnera:
hility. For example, to cregte a cinematic werewalf that is im-
mune to al kinetic damage except that inflicted by sSlver
wegpons, the character would first buy Invulnerahility a the 300-
point level, then would take a Vulnerahility to siver (an occa
siondl substance for -10 points). In this case the first level of the
vulnerahility is considered to merely negate the invulnerability,
dlowing the substanceto do normal damage. Additional levelsof
Vulnerahility can then be purchased to do extra damage.

Weakness variable

ThisislikeaVulnerebility, but far less severe. A wesknessisa
sengtivity, not to any kind of attack as such, but to the presence
of acommon substance or condition. It cannot be afood item or
something equally essy to avoid. The more quickly you take
damage, the more the Wesknessisworth:

1d perminute: 20points

1d per fiveminutes: 10 points

1d per 30minutes 5points

Halvethevaueif thedamagedoneisonly fatigueor only Stun

(=2p. 84 o
Therarity of theweakening condition dso affectsthe value of
the weskness

Rare (Redigtion, acid rain, acid rock): half value.

Somewhat common (Microwaveradiation, temperaturebelow
freezing, arborne pollen): Listed value.

Common (cigarette smoke, rock music): double vaue.

Very common (sunlight, living plants, plastic): triple value.

Super-powers have a number of characteristics that describe
their performance - Area/Amount Affected, Damage, and Dura-
tion being the most common. All of these can be modified by
goplication of the appropriate enhancements and limitations Un-
less stated otherwise in the individual power descriptions, the
following standards apply.

Area Affected: Ranged powers only affect one target - aper-
n, avehicle, adoor, €c.
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Areaeffect powers unmodified, affect aradiusof onehex pa
five full levels of Power, minimum 1 (eg, Power 0-9 affects 1
hex, 1014 affects aradius of 2 hexes, 1519 3 hexes, and so on).
A sngehexisan aea3 aossand 6' tall; additiond area
redius but not height. This can be modified with the Increased
Area enhancement (p. 50). Seethe Sdebar, p. 30 for atable con-
vertingradiusintohexesaffected. )

Amount Affected: Somepowerswill only work againgt acer-
tain amount of material. Theindividual power descriptions cover
this. Dama%%NAny er that causes physical damage does 1d
per level of Power. This damage is assumed to be crushing, but
can be modified by the Cutting and Impaling enhancements (p.
50)

)Duraiion: reflects how long a power's effect ladts Unless
noted otherwise, duretion is 1 second per level of power (thisis
the defaullt when designing anew power.) Some powers havea

Super-Power Ligt:
Bind (Ranged/Physical) LC: 6

You havethe atility to freeze an objectin place. The "cause’
canbeanything: physical (awere-spider's wens) or non-physical
(thefreezing gaze of awere-besilik). The victimresgswith ST
versusPower+ill. If the victim winsthe contest by 3 orless he
isn't bound, but has his next Movecut in half. Onatie, hismove
isonly 1, If the victim loses, heis trested as pinned, and may
atempt to breek free each round by winning a Quick Contest of
STvs Powerx3.

Themaximum ST you canbindisequal to Powerx3.

You can layer binding attacks on an dready-bound victim.
Each %J;clessive successful Bind reduces die victim's excape at-
temptby-1. . .

2Ooaaeci al limitation: The victim must be touching the ground.
-20%

0.
Special Limitation: Thevictimisfrozeninplace, but canoth-
ewiseact normaly (not pinned). -40%.
Example: Spider-Hag has Bind-17(15). Sheiis being charged
a ST 20 tiger. Snce she can affect a creeture up to ST 45
3), thisis well within her ability. Thetiger is 3 hexesin 5ze
+1), 5 yards away (-2) and charging & 20 mph (4), for atotdl
moiifier on the Range table of -5. This brings the Hag's
kill down to 12, just avoiding aSS pendty. Sherollsand getsa
10- success Therroll bestsher  Power+Skill - 12, the GM rolls
varusthe tiger's ST 20 and gets an 11 - not htoresd. It
will be bound until it bresks free, rolling vs. a42(!") or until the
17-sond Duration of the Bind expires. And the Hag could keep
addingfurtherbindd

Blind (Ranged/Physical) LC5
This power is ressted by your victim's HT. If you win the
contedt, he is blinded for the Duration. If you score a critical
Suecess durationismeasured inminutes, notturng
LikeBind, theway the power workscan vary widely, depend-
itng onthetypeof were-crestureand theoverdl character concep-
ion.

Confuse (Ranged/Mental) LC:4
Youhavetheability tobogglean g -youmightdothis
by psychicaly attacking him, or by telling aparticularly bad pun,
or perhaps by opening your trencheoet If your foefailstoresst
(your power vs HT), heismental lystunnedfor oneturn per level
of Power. Any physicd injury (evenif it doesnt cause -
adap works) will' snap the subject outt of his confused gate
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different duration, and for some, duration isirrelevant these are
noted inthe power decription. Durationcan bemodifiedwith the
Increased Duration enhancement (p. 50). If a super loses con-
Fiousess, the remaining Duretion on his powers immediaely
drops to 0 - things created by him immediately dimﬁgtear.
ge and Targeting: All "atack powers' - that is, super-
ers that can be "fired" - have a Sngp Shat (SS) of 12 and a
Accuracy (Acc) of 1. SSand Acc can beincreased by buying
the gppropriate enhancements. SJJa-pwvers have a minimum
rangeequal to10xPower hexes anda* 1/2D pointequal tohdfthe
maximum. While some powers do no damage to halve, Acc bo-
nusesareignoredpastthe* 1/2D point
Attag:émversaretagetedjust like ranged wegpons, using the
Sze, SpeedandRangeTable on p. B20L.
Each power islisted withName ([Ranged or Area] /[ Physical
or Mental]), and Level Cogt (LC).

Control Animal (Ranged/Mental) LC:3

This power works only on land-dwelling nonhumans of 1Q 7
orless. Youcancontrol 1 hex of cregturesfor each level of Power.
If you force an animd into a Stuation that will result in injury,
make a Quick Contest of Skills between your power and itsHT.
If youwin, it carries out the order.

Example: Power 14 would let you control 2 7-hex animds or
14 1hex animdls, or a 14-hex swarm of animals.

Special Limitation: Limiting? this control to asingle type of
animd (eg, the cat family) would be a-60% limitation.

Control Fish (Ranged/Mental) LC:1
Identical to Animd Control, but only works with aquatic crea-
tures Aquaticmammalssuchaswhaes anddolphinsfall intothis

caegory.

Damage Control (Special/Physical) LC:3

You can use this power to reduce blood loss and shock from
wounds. After teking damage, 5 tums of concentration and a
sucoessful kill roll will alow you to recover 1 Foint of HT for
ever% level of Power, one try only! Bleeding will do stop as if
you had been bandaged.

This &hility will dso dlow you to flush poisons out of your
sysem. A successful il roll will newtralize any ty’peof paison
in your system - you will teke no further damage from it; you
only get one attempt to do this per dose of paison. Your roll is
adjusted by any HT modifier to resst the poison (see p. B132).

Deafen (Ranged/Physical) LC:3
Youcmcmsaavictimtolosshisheerinc];,|ikeBIind(dawe
the exact mechanismis |eft up to the player. Tt may be amagi
power, or perhapsjust adeafening scream.
This powera?sS ressed by HT. A citicd suocess with this
power resultsin aduration of hoursrather than turns.

Lightning (Ranged/Physical) LC:6

'Y ou can shoot bolts of dlectricity throughthe air, frying those
who oppose you! Any dectrical equipment hit with this will not
only take damage, but for every 2 points by which the kill roll is
made, there is acumulative 1 in 6 chance mat the machine will
short-circuit; on a criticd success; it catches fire. A lightning bolt
cannot befired throughametdl grid (bars, achainlink fence, etc)



asitwill ground out and diszppesr, andmetd armor doesn'thelp
much for protection - treatitasPD 0, DR 1.

Special limitation: Only works outdoors during a thunder-
sorm -60%.

Metabolism Control (Special/Physical) LC: 1
You can control your “involuntary" hidlogicd functionssuch
aspulse, blood flow, digestion and respiration. Thisallows youto
enter a deathlike trance; a doctor must win a Quick Contest of
Sills (Hzaomz vs skill level) to redize that you aren't deed.
Whilein thistrance, you are unaware of your surroundings. Y ou
may st amental "aam dock” that will aweken you after a
certain amount of time has passed, and you will autometicaly
awakenif you teke any damage.
Oxelgen requirements are reduced when using this power.
Each level of Power reducesby 5% the air needed to stay dive
Example: If you were trappedin aroomwith only two hours
of ar left, and had Power 14, entenn? the trance would reduce
your o>9/ reguirements by 0%, dlowing you to breathe for
62 hours (120 minutes'0.3).

Enhancements

Players can use enhancements and limitations to customize a
particular super-power, advantage, or disadvantage to better fit
the conception of each character's abilities Thus; the ability list
expandsfrom hundreds of different super-abilitiesto billiond

Many specid en and limitations arelisted for par-
ticular super-abilities; the ones below are "generic” and can be
apphedtﬁrpoﬁpwers The GM may reject any combination that
seems sy

Accuracy +10%
This enhancement may he purchased more than once. Each
iteration adds +1 to the Acc for apower when targeting (see p.

1-15)
Example: Scott the were-skunk can blind opponents
ing themwith his musk. This attack normally hasaSSgr iV md
anAccof 1 Tobuy Blind & Power 10 $mrmd|g50pomts ) with
an Acc of 6 (5 levels of Accuracy) would cogt 75 points

Continuing Damage +50%/+100%
An attack power with this enhancement continues to do dam-
age to its victim, reduced by 2d each turn until damage drops
below 1d, & which paint it ops. Each +4 counts as 1d of dam-
age each +7 counts as 2d.
Example: Nag the were-snake administers a poison bite for
&4(1&4. Itwould do4d+4 thefirst turn, 2c+4 the ssoond, and 1dthe

rd
For +100%, the attack functions as ebove until it is reduced
below 1d. After this paint, it will continueto do 1 point of damage
per turn, ignoring DR, until the Duration expires. If the victim
tekes an action that (|n the GM's opinion) nullifies the attack
dlves into water if on fire, takes an antivenomif poisoned, &),
ceaes I an atteck has this enhancement a +100%,
|t is limited to one level of the Extended Duration enhancement

Doesn'tHarm User +20%

An atack power with this enhancement will not harmits user
if it is reflected or baoly ricocheted - it Smply cisspetes; bounces
off, or whetever other spedid effectis chosen by theplayer & the
time of character crestion.
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Mimicry (Special/Physical) LC:2

Y oucanduplicateany familiar sound, or any unfamiliar sound
that you have memorized. To memorized a sound, you must
spend five minutes listening toit, and make asuooessil 1Qrall.

This power can also be used to imitate voices To memorize
SomMeoness voice, you must spend at leest one hour listening to the
person talk, either live or on tape, and meke a successul 1Q roll.

Ifyou fail your memorization roll, you must wait & leest one
day before atempting to memorize the same sound or voice.

Sene Animal (Area/Mental) LC: 1

This will tell you the number, type and location of any land
animds or birds within your Area of Effect All arees are ex-
pressed in miles rather than hexes The GM makes the skill rall;
on afailure, he liesto you about what you sene

Sense Fish (Area/Mental) LC1
You can sne the number, l?/ and location of any aquetic
animds within your Area of Effect. All areas are expressed in

milesrather than hexes The GM makestheskill roll; on afailure,
heliestoyou aboutwhat youssne

+50%
This enhancement can only be Tplledto ranged atat%?dag
dt

IrT-paling

damage Thisreducesdamageby 1 point per die (eg, a
will now do 7d-7), but damage istreated as impaling.

Instantaneous +20%

This ability does not require a turn of concentration. You are
ill limited to one power use per turn, but you may now use a
power, thentakeafull normal move or hand-to-hand attack. This
can dslo be bought for an advantage to dlow it to be turned on
ingtantly.

Rapid Fire +40%

This adds one to the RoF for an atack power. This can be
taken more than once, each sucoessive enhancement adding an-
other attack. Remember - the user does not have to make his
maximum number of attacks. Example: Spider-Hag purchasss
her Bind power with the Rapid Fire enhancementx2 (+80%). This
would dlow her to throw up to three webs with each use of the

[power.

Reduced Fatigue Cost +20%

This only gpplies to powers and advantages that codt fatigue.
Each time you buy Reduced fatigue Cod, it cutsthe fam};ue codt
of the:ability by 1 per turn. Y oumay buy it any number of times.
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Limitations:

Limitations reduce the utility of acvantages or super-powers,
andreducethepointoostaswdl{Animaé?mlimi%ﬁgnmrm
only make apower affordeble, but dsoinspire good roleplaying.

Accessibility varies

Thisisacatch-dl termthat can be used to cover dll limitetions
not specifically defined. Accesshility limitations fall into two
groups: usableonly againgt certain thingsor ussbleonly incer-
taijsiﬁuations v works acginet alimited oihe

the power only works againgt alimited segment of

ulation, i%edifig isbaeedaag'lahwv common thetarget grom
"Usable Only Againgt Women" would cover rou%hly hdf of the
population, and would beworth -20%. "Usdble Only Againgt Sea
Creatures' would be worth -30% unless the campagn isin a
world mogly covered with water, in which case it wouldn't be
worth more than -10%. "Usable Only Againgt Aliens' would be
worth - 30% or -40%, depending on the world. "Not Usable
Againg Redheads' isthe sameas "Usable Againgt Everyone But
Redheads," and would be a-10% limitation.

The GM shouldn't alow meeningless accessihility limiter
tiond For indtance, buying webs to Bind with the limitation
"Only Usable On Enemies” would beworthless. Buying it with
"Only Usahle on Friends" would beinteresting, though!

This same yardgtick can be gpplied to limitations besed on the
situetion. If the ability only works during the day, it would be
worth-20%. Ifit only worksin direct sunlight, it would beworth
-30%. Only WorksinWater wouldbeworth-30% on Earth, more
on adesart planet, less on an ocean world.

Finally, Accesshility can be linked to the werés actions. The
more unusud, difficult, or obnoxious the required action is, the
gredter the value of the limitation. Note that any were-power
automatically has the limitation "only in were form." The cogt
bonus for this is covered in the point cogt (positive or negative)
for thewere-change itsdlf. Seep. B,

Some examples of additional Accessibility limitations:

Will not function in the presence of silver -10%

Only During aPenetrating Call: -20%

Only If Base Attack Penetrates DR:-20%.

Only While Flying or Only While Swimming; -30%

The GM mudt reject any proposed limitation that is already
implicit in the super-ability. "Only Under Water" is not an ac-
ceptable limitation for Gills or Amphibious, for ingtance!

Costs Fatigue varies

When this limitation is taken, each use of the power cods
fatigueimmediately. Y ou can pend enough fatigue pointsto take
you down to 0 (and unconsciousness), but not beyond. For every
2 paintsof fatigue thepower cogs you, you receive-10%- up to
amaximum of-50%, whichwould cogt 10 fatigue per use

This limitation can also bepurchasedfor a super advntage. In
this case, each minute that the advantage ison Is "one use’

Example: Bernard the were-ed can put out jolts of electricity
to shock those around him, but it cogts him 4 points of fatigue
each use Thiswould be a-20% limitation.

Were-Creatures

Differential  Effect varies

The power has areduced effect againg some kinds of targets,
figured &s in Accessibility, above. For indance, "Usable Only
Agang Women'" isthesame as "Not Againg Men," andisworth
-20%. So "Half Damege Againgt Men™ is only half &s inconve-
nient alimitation, and is worth half that: -10%.

Any sort of differential limitation can be crested thisway. Use
the Accesshility rules to determine what the value would be, if
thet target could not be atacked a dl. Then adjust downward as
gopropriate for the amount of damage that is actually done.

Note that "Double Damage" effects can be achieved the same
way. For indance, if you want to do double damage againgt
blondes, start by figuring the value of "Blondes Only" - cdl it
-40%. Thet's the same as "Not Againg Non-Blondes" So, doing
only half damage againgt non-blondes is -20%. Now, buy the
power & the level you want to have againg blondes, and a@oly
the -20% limitetion "Helf Damage agang Non-Blondes" You
can then, if you choose ligt the half-power attack on your sheet
with the notation "Doubled Againg Blondes" It sounds much
better, even though the attack was worked ouit the other way.

Emergencies Only -30%
The power istriggered by your fear or excitement, and cannot
be merq/der ”rwt?r?e' conditions. The GM is the findl arbiter
of theemotiond stete of your character. The GM may rule that
multiple successve failures of your power make you angry
enough thet it begins to work, but thisis entirely upto him.

Fatigue Damage Only -20%
All damagethat you dowiththispowerisfatigueonly and can
na/erbetﬁeasaéeadly atack. pon gueany

Limited Use varies

The power can only be used acertain number of timesper day;
men it IS unavailable for a 24-hour "recharge” period. The vaue
of this limitation depends on the number of uses per day dlowed.
1 per day = -40%, 2 per day = -30%, 3 or 4 per day=-20%, 5 or
6 per day = -10%. More than 6 uses per day does not congitute a
sgnificant limitation.

If this limitation is gpplied to an advantage, each hour (or
fractTihqnlt_hqeqf) that it isgﬂ oonstitmqsa?e "use" I

is limitetion is riate for weres, limiting the

number of hours thalgmbe g]lagqtpmvereform eech day. "

Takes Extra Time -10%
Your power tekes two seconds of concentration, rather than
one You can take this limitetion any number of times; doubling
the time reguired to activate the &Jwer esch time. Note that a
power with this limitation cannot be used to block or parry.

This limitetion increases the time required to activate an ad-
vantage in the same manner. This cannot be combined with the
Indantaneous enhancement. If applied to one of the rare advan-
teges that normally ativates indantly, like Tranformation, the
first level of Tekes Extra Time makesthe change teke one second.

Touch Only -20%

Y our power will only work if you touch the intended subject -

oudhave an effective Range of 0, no matter what your Power
eve.



Sample Weres

The following were characters and were-forms illustrate the
werecregtion rules. These examples can do be usadin a variety
of different campaigns as ready-made characters or basic were-

types. .
Yrth Weres

These are the weres described on p. F124 and p. M100, trans:
lated to the terms found in this book. They can serve asthe basis
of were cregtion sheets for the world of Yrth.

All Yrth weres d\an?e one night each month, under the full

moon (the change lasts from sunget to sunrise- notjust when the
moomsup) ThisisaWereForm: Cydlic Change, with novolun-
tary change (acogt of 5 points). Someindividuasareknowntobe
ableto change atwill aswell; thisraisesthe cost to 10 points. The
exact circumgtances necessary to acqiire voluntary change, and
whetha ornot this advantageisavailableto PC weres, isup to the

Yrthwe“esreantherhuman intellect, but their were-formis
outwardly indigtinguisheble (except sometimes by sze) from a
norma example of their anima template. Weres can understand
human spesch, but cannot talk (the Mute disadvantage, for -25

nts).
p()|We)res have Slow Regeneration (s p. 105), a 10-point advan-
tge, with the -10% limitation Not in the Presence of Silver
(within 3 hexes), for acost of 9 points. This super-advantage must
be taken by both the human and the beast forms. Therr were-
forms gain +2 DR (6 points) over the natural DR of the animal
template. However, in both forms Yrth weres have 1 level of
Vulnerability to slver (sep. 109), a-10-point disadvantage. (As
arequired disadvantage, "shared" between the two forms It does
not count againgt the human form's limit) Many dso have a
-30point Secret (possible degth) in their human forms.

Y rth weres can beharmed by non-silver weapons, though folk
legends often portray them as invulnerable to normal attacks.
Folk | :5o) uajdlh/ imply that weres have an Infectious
Attack (-5 points). Whether thisistruefor any or all weresis|eft
to the GM, as is the quedtion of how weres are cregted, if not
through Infectious Attack. The dexcriptions below assume that
theweresdo not have Infectious Attacks.

Split Persondlity is a common disadvantage among Yrth
weres, with the -10-paint level most common, but the -15point
leve isnot unknown. Characters who tend to behavein an epe-
cidly evil or destructive fashion in their human form sseemto be
themost proneto this. These charactersusualy find their destruc-
tive tendencies dramatically exaggerated in the were forms. The
human form of such a character can try to sop the were from
committing arocities using the "Duelling Persondlities' rules on
p. 98. Were-forms of characters who are not evil in their human
forms will sometimes be Bedtid, but no more dangerous or de-
gructivethan anormal animal of that type.

The sx examples below are the mogt common Yrth weres
Other animal templates may be possible, using the same generd
quidelines. A cogt breakdown hasbeen provided for eech type, to
illugtrate how the point value of awere-formis figured.

The valuesfor ST, DX or HT given below are averages, and
may vary fromindividud toindividual. Wherenovaueisgiven
foracertainattribute, that attributefallsintothenorma rangefor
humanity. Aswith any other were-type built with WereForm, up
;o 20% of the character's total points may be shared between
orms.
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Generic Changesfor WereForm

Unliketheother weresinthis section, Y rthweresonly loosdly
resemble (in GURPScharacter terms) their animd templates. To
turn the template into a were-form, specific must be
made. These indude incressing the DR of the were, and adding
Sow Regeneration and a Vulnerability to slver.

Pleage note d<o that these were-farms are bare-hones mini-
mums. The human form's 40 points in disadvantages (plus 5
points of quirks) are gpplied to the point totals below, because
they will carry over between forms in mogt Yrth weres There-
aultingtotal plusthecost of theWere Form super-advantageisthe
equivalent of the advantage cogt of the were-form given in Fan-
tasy and Magic.

Warenolf

AnYrthwerewolf hasaDX of 14 [45], HT 12 [20], PD 1 [5
DR 3 [9], Enhanced Move x 3 [3(], 4 Legs [9], Penetrating Call
[5], Sharp Teeth [5) and Sow Regeneration (Not in the Presence
of slver -10%) [9). He dso hes the disadvantages Color Blind-
ness [-10], Mute [-25], No Fine Manipulators [-30], Reputation
-4 vicious predator [-20] and Vulnerability to slver [-10).

Thistemplate costs 58 points; with 45 pointsof disadvantages
and quirks, awerewalf character would total 13 points, plusthe
5-point cogt of Were Form.

Werebear

A werebear has DX 13 [30] and HT 11 [10], Advantages are
PD 1 [25], DR 4 [12), Enhanced Move x 2 [20], 4 Legs [9,
Increasad Strength [30], Sharp Teeth [5] and Sow Regeneration
(Not in the Presence of slver -10%) [9]. Disadvantages are In-
convenient Size [-10], No Fine Manipulators [-30], Mute [-
Reputation -3 vicious besst [-15] and Vulnerahility to slver

1.

The werebear template cogts 56 points; with 45 points of dis
advantagesandauirks, thiscomesdown to 11 paintsplus5 points
forWereForm.

Werehoar

A werehoar's attributes are DX 14 [45] and HT 12 [20]. Ad-
vantages are PD +1 [25), DR 3 [9], Enhanced Movex 1 [10], 4
Legs [5], Fangs [10), Incressed Strength [30] and Sow Regener-
aion (Not in the Presence of silver -10%) [9]. Disadvantages are
Inconvenient Size [-10], No Fine Manipulators [-30], Mute (-25),
Reputa[tloM vidous dangeroushesdt [-20] and Vulnerability to
siver [-

Thistemplate has a cogt of 68 paints; with 45 points of disad-
vagtaggsand quirks, the cost wouldbe 23 pointsplus WereForm
a 5 paints

Weretiger

A weretiger has DX 13 [30] and HT 12 [20]. Advantages are
PD +1[25, DR 3 [9], Claws [15], 4 Legs [5, Increesed Strength
X 2 (60 points), Sow Regeneration (Not in the Presence of slver
-10%) [9] and Sharp Teeth [5). Disadvantages are Inconvenient
Sze [-10, Mute [-25], No Fine Manipulators [-30], Reputetion
-4: vidous predator [-20] and Vulnerahility to Siver [-10).

The weretiger has a.cogt of 83 points; with45 paints of disad-
vantages and quirks, this comesto 38 paints, plusWereFormat5
points.

Were-Creatures



Were-Eagle

A were-eagle takes the form of avery large eegle - wingspan
of 12 feet. DX13 is[30]. Advantages are PD +1 [25], DR 3 [d],
Claws [40], Enhanced Move (flight) X 2 [20], Sow Regeneration
(Not in the Presence of silver -10%) [9] and Winged Hight [30].
Disadvantagesarelnconvenient Sze[-10], Mute[-25], NoFine
Manipulators [-30] and Vulnerability to slver [-10).

The were-eagle template has abasic cost of 88 points; with45
points of disadvantages and quirks, the cost would be 43 points
plus5 pointsfor WereForm.

SampleYrth Weres

Below are two sample weres from Yrth. In both ceses the
characters designers have chosen to flesh out the their were-
forms beyond the besic templates chosen. This has been done
using both shared pointsand ordinary pointsto add extraabilities

Geoff Moonrunner

Geoff is a 24-year-old Megaan mercenary adventurer, the son
of apoor but free farm family. He's been a werewolf for more
than 10years, but hebelieveshe acquired hislycanthropic nature
(es well as the quas-psychic advantages of his human form) in
the womb, when his mother had brief contact with a powerful
artifact of non-human magic while she was carrying him (along
story, not germaneto thetopic a hand).

Geoff kegps hislycanthropy a secret - when asked, he laughs
off his sdlf-gppointed surname asthe commemoration of the un-
fortunate end of an adolescent dalliance with ayoung lady; when
her father caught themtogether, Geoff found himself running by
the light of the moon. The event really happened, but it's not why
Geoff chose hisname. If his secret is discovered, Geoff's aready
rootless and disreputeble lifestyle will
usualy dlow him to smply relocate
immediately to someplace he's not
known, with aminimum of fuss or dan-
ger. His excessve love for beer and
goldhas put himin much moredanger,
with both sdes of the law, than his
were-form ever has. Despite these
wesknesses, however, he has never
failed to stand by a true companion or
honest employer. He does not tolerate
any casud or malicious cruelty to ani-
malsin his presence.

He's a decent swordsman, with ex-
perience as a Lldier, watchman and
bodyguard. His coat of chainmail and
normal-quality pointed broadsword are
his most prized possessons Though an
excellent horseman, he's never owned
ahorse.

He's secretly abit of aromantic ide-
digt, though he doesn't usudly let it
affect his outward behavior. Although
(or perhaps because) he doesn't have a
drop of talent in his body, heis fasci-
nated by bardic performance, andidol-
izes any mingrels he may mest. He
remains completely uninterestedin any
relationship with a woman that lasts
longer than one night.

Were-Creatures

Were-Shake

Basad on the python, a were-snake's only attribute change is
DX 13 [3]. Advantages are DR 3 [9], Congtriction Attack (4
hexes) [15, +10 Hit Points [50], Flexibility [15, Incressed
Strength [30] and Slow Regeneration (Not in the Presence of
siver -10%) [9]. Disadvantages are Mute[-25], No Manipulators
[-50], Reduced Move x 1 [-10], Reputation-2: reptile [-10] and
Vulnerabilitytosiver [-10].

This template has a basic cogt of 53 points; with 45 points of
disadvantages and quirks, it would be 8 paints plus the 5-point
cogt of Were Form.

and skills to the were-forms. In both cases, d0, extra disadvan-
tages (worth no points) were taken to more clearly define the
were-forms’ persondities

Though they don't think of one another as different people,
Geoff's persondlity changes markedly when he's in wolf form.
The wolf is, for one thing, a practical joker with a mean streek.
Though it doesn't physicaly harm people without good resson,
the wolf greatly enjoys destructive mischief like demolishing a
chicken-house or scaring the wits out of a household full of d-
derly nuns. When it's, not raising hell, the wolf spends its nights
spying on people. Geoff shares the wolf's memories, and be has
learned secrets both profitable and dangerous (often both at once)
through the wolf's eyes The wolf hates to turn back into Geoff,
and has been known to exhaust itsdlf, running frantically away
from the sunrise, trying to prolong its change for just afew sec-
onds
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Atypica night's activity for thewolf istofirst stk and kill a
medl (rafter livestock or wildlife), then spy on the locals until
everyoneinteresting is adegp, then devotewhatever timeis|eftto
mischief. The walf isvery conscientious about beingina remate
or concedled location when the changeis uponit

Geoffisa 100-pairt charecter, Sitable for useas aPC. His ST
(cost 10 points) and 10 points of skills (noted with a ") ae
shared between hisforms.

Geoff Moonrunner, human form
ST 11 [shared] 1Q 10[C]
DX 13[30  HT11[10
Dodge 7  Pary 7
Damage: Thrust 1d-1; Swing 1d+2

Foed: 6
Move7
Blok 6

Point Total: 57

Advantages
Absolute Direction [5]
Animd Empathy
Danger
WereForm: Cydlic Change (1 night every month) [5]
Sow Regeneration (Not In the Presence of siver -10%) [9]

Disadvantages
Alcohaligm (| -
Codeof Hongraaaog/zltﬁofrimds and employersandkindness
to ggs (extradisadvantage, no bonus)
r -

Saret werewolf - possble desth (extra disadvantage, no
us)

it [
%ftnerabimy'ttcy)s[lﬂ 0]
Sills

Brawling-14 [2]*, Broadsword-15 [8], Caousng12 [4],
CIirrbingL13£ , Crosshow-14 (2], Fagt Talk-11 [4], Jmping-14
[2* Knife-14 12, Poleann-12 1], Riding 16 [1], Run-
ning-11 [4*, Scrounging-11 [2], Shidd-13 [1], Sedlth13 [2%,
Tracking-11 (4], Veterinary-13 [2].

Asheyathe Tigress

Equally famed for her beauty and her cruelty, the Tigress is
one of themodt feared and leest Sable of the piratecaptainsof the
Ring Ides (s p. F59). Sheflatints her lycanthropy; why should
shetr?/ tohidelt, when she's dready under sentence of desth for
literally dozens of arocities she's committedinher human form?
Sheésknown throughout theworld as "the Manester.”

Adheyaisadevastatingly beautiful woman. Her most memo-
reble feature is her luxuriant mane of hair -fiery orange with
black highlights-that fallstothesmdl of her back. Her eyesare
emad 3reen. She's never been seen in askirt or dress but her
shirtsand breechesare cutto flatter her figure.

How she became a weretiger only she knows. Some say she
made abargain with die devil... Shess been apirate captan for
more than adecade, but still looks 19

Aglzlahasan unnaturdl taste for torture and bloody debauch-
ay. Shesamart enough, though, not to indulgeherself with her
crew. Not that shell hesitate to keehaul mgé)ilgeret who can't
follow her sem discipling, but crew members die deanly - no
games. She gets little pleasure from tormenting women, children
or the wesk - she loves to breek warriors and heres

Quirks
Wanderer [-1]
Clost romantic [-1]
|dolizes bards [-1)
Uninterested in femde relationships [-1]
Satsfightswhen drunk [-1]

Geoff Moonrunner, werewolf form

ST 11 [shared]
DX 14[q]
Dodge8

PD1 DR3
Damage Thrust 1d-1

IQ10[0]
HT 12[q)

Speatt 65

Move 8

Point Total: 23

Advantages
Yrth werewolf [53 points]

Disadvantages
BcOmu”y e Bty cd Jok
Sve Behavior: Practical Joker [

Greed (extradisadvantage, no bonus) Hi
Impulsveness (extra disadvantage, no bonus

ious Persond Habit: spies on people [-
Seoret: Were (Possible Death) (extradisadvantage, no bonus)
Solit Persondlity [-10]

Sills
Bramling-15 [2]*, Jumping-15 [2]*, Running-12 [4]%, Stedlth-
14 [7*, Surviva-12 [6), Tracking-12 (2 points, Rule of 12).

Quirks
Doesn't want to change back [-
Always careful about whereit back [-1]
Enjoysagood hunt [-]

» a e -*
®
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Shedw takesnormd lovers but usually cutsthem looseafter
afew weeks Shenever kills her lovers unl Stfg betray her.

On her change-nights shelll often lock hersdlf in an under-
ground room with some captivebravo and toy with himall night,
maki r}gi]the killjust before dawn. Often she emergesinthe mor-
ing with grave wounds reguiring megical attention, but thet only
seams to increase her pleasure.

Shes dso been known to plan major battles for her change-
night, so she can lead the attack in tiger form. In human form
shes never without her sword and her whip. In battle she wears
chainmail. Shefightswith avery fine pointed broadswordwhich
isrumored to be enchanted.

Asheyais a 225-paint character suitable for use asavillanor
patron. The points for her 1Q [30] and severd kills (10 points,
marked with a "*") are shared between her two forms. She's
dangerous and insane, but she definitely has tyle.

Were-Creatures



Asheya theTigress, human form

ST12 [0 1Q13 [shared] Speatt 6
DX 14[4& HT 10 E£01 Move 6

D g’w Block 8
Damege: Thrust 1d-1; Sving 1d+2
Point Total: 142

Advantaga

ﬁgaaram Very Beauttiful [25]
ConhaRe‘lexa[lS]

L|tera%r

m: Voluntary Change plus Cydlic Change (1 night
month) [101
ow Regenerdtion (Not in the Presence of Silver -10%) [9]

Disadvantages
Bloodlugt (extradisadvantage, no bonus)
Fanaticiam (self) [-15]
omania [-
Pirate's Code of Honor (extradisadvantage, no bonus)
Sadism [-15]
Stubbornness (extradisadvantage, no bonus)
Vulnerability to Siver [-10]

Skills

Acrobetics14 [4], Bard-13 (2], Boating-14 [2], Bow (|
1302, Brawh 14 [1*, Broadsword-15 [4), Clzl]mbrglsa‘?
Dancing-13 [1], Diguiee13 [2), Excgpe13 [2, Fas- Draw
(Sword)-14 [1], First Ai+12 (v% pomt) Holdout-12 [2), Interro-
ga|m13[ bmpng»13 (¥2 point), Knife-15[2], Laso-12 (1/2
point), Lesoership-16 [4] Nan gation-15 [§] Polearm-12 1/2
point), Ridi rmw-l nt Savoir Farel4

ip-14[2, 13 [2] Sh|e|d-14 ] Szeelth 4[

Streetvv|sel4 ]zg Survivd (Desert)-13 [2*, Swrmming-13
point), Tectics13 [4*, Wh|p14 [2]

Quirks
Harsh, but never cruel to crew members [-]

Lycanthropic Cursss

The Werewalf from Hell

The were-form below is about as mean and tough &s they
come. It's based on the most extravagant monster-movie tradi-
tions. It would make an excellent villan in aHorror or Supers
campaign. A werethisterrifying should probably not beinflicted
on a PC as alycanthropic curse unless the characters are very
tough, or the were-form manifests very sddom (one night a
month or les9).

No human form is described below. The GM can tack this
wereform onto any hapless PC or NPC - preferably the one the
adventurers will lesst suspect. The details of the weres change
ae dw left undefined, but if it's a al voluntary, the wereform
must tekethe Were Form Super-advantage.

The walf is an 750-paint character, with 876 pointsin advan-
teges, attributes and ills, and 126 points in intringic disadvan-
tages Note that attributes and some ills have been bought up
from the wolf template's levels. The bese cogt of an Unpredict-
able Change to this form would be-50 paints

Were-Creatures
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Doexnt drink [-1]

Never takes alover for more than amonth [-1]

Wears men's dothes [-1]

Never goes anywhere without her sword and whip [-1]

AsheyatheTigresswere-form
ST 1Q 13 [shared] Speatt 625
DX 14[0  HT11[q Move: 7
Dodge 7
PD 1
Damege: Thrustad S/vmg 5d+2

Point Total: 42

Advantages
Weretiger [83 paintg

Disadvantages
Bloodlugt (extra disadvantage, no bonus)
Fenaticism (sdlf) [-19]
Megdomania [-
Pirate's Code of Honor (extra disadvantage, no bonus)
Overconfidence (extradisadvantage, no bonus)
Odious Persond Habit: eats humans (extra disadvantage, no
bonus)
S [49
Stubbornness (extra disadvantage, no bonus)

ills

BraM| 14 [1*, Climbing-13 [1*, Jumping-15
FTSe[dﬂthM g}lr%wn[/zi (D@er%ng [2]L
nmg-l Tactics-13

Quirks
Prefersto devour warriors [-1]
Hates to get dirty [-1]




DX16A70] lQlZGO]

Parry 10 Dodgeg
PD1
Damege: Thrust 1d+1 Swing 20+

o 11

Point Totd: 750

Advantages
Wolf template[27 points, p. 82
Alertness+4[20]
Claws[40]
Danger Sense [15
DR +1 (totd DR2) %3]
Full Coorgination/1
Immunity to Poison
Increased Spesd x 2
Invulnerability to dll kinetic attacks [300]
Magic Resigance +5 [10]
Non-Reciprocd Damage [30]
Polarized B e;[?
Reciprocd
Recovery [10]

Were-Shark

This is basicaly an ordinary large great white shark (see p.
31), except for the high 1Q, Magic Resistance and Odious Per-
sonal Habit.

Were-sharks are found in Polynesian folklore. Obvioudy this
lycanthropic curseismost appropriate for campaignstaking place
in andaround the sea. Alternately, withtheright trigger condition
(immersion in sdt water is an obvious choice), this lycanthropic
curse can be used to keep the character away fromtheses, except
at great peril.

An excdlent trigger condition for this were-form's return to
human formwould be "after tasting human flesh.” Thisissimul-
taneoudly gppropriateto the nature of acurse, whileensuring that
the change will usualy take place within svimming distance of
either the shore or aship.

This were-form is a324-point character, based on a 283-point
shark template. The 15-point Odious Persond Habit is the only
disadvantage in the listwhichis not intrinsic to the template. Base
cogt of an Unpredictable Change to this formis -50 points.

from

STE0[18  1Q8[1 Speed: 6
DX 12[20]  HT 1237 [ Move 9
Dodge 6
DR1
Damage Thrust5c+2
Point Totd: 324
Were-Rat

This form represents the low end for lycanthropic curses It
would make an excellent (and fun to play) curse-form for aper-
sonwith High Sodd Satus astrong of Honor, Honesty or
Pecifism (in the grand Jekyll-and-Hyde tragiition).

The were-form is envisoned as arat-like human about 4Y2
feet tall, with ahairy face, pointed snout and ears, clawed hands
and feet and arat'stail. For all this; the were-rat can pess for a
very gmal humanin heavy digyise if thelightingispoor (-4 to
Diguiseill).
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e([;ul aR eneral on [25]
Wolfs Reputatlon bought back [15

Disadvantages
Appearance: Hideous
ng?anpe' [-10 &
Bloodus-10]
Compulsve Behavior. Morally Opposed [-15]
Dreact: Wolfsbene, 2-hex ratius [-6]
Odiious Persondl Habit: eets humans [-15]
Overcortidence 1] )
Vulnerahility to silver/inegates Invulnerability [-10]
‘Wolfs Enhanced Move removed [-30, doesnot count towards
disadvantage limit)

Slls
Braming-18 [3]*, Camouflage-12 [1], Climbiug-15
lnnngtlBé RmnmgtlBF] , Seth16 [0, Survival- 13{4]
Swimmi 1), Tracking-14 [4*, Traps-13 [4]. (Bought up
template e/ds)

Advantages
AcuteTagteand Smell +3[6]
DR1[3]
+25 Extra Hit Points [125]
Increesed Speed x 3 [75]
Magic Resistance +3 [6]
PD1[25
Peripherd Vision [15]
Pressure Support (5x) [5
Sharp Teeth [5]

Disadvantages
Appearance: Hideous [-20]
Bad Sight [-25]

Berserk [-15]

Bestia [-15]

Gluttony [-5]
Inconvenient sze
No Manipulators [-50]
Odious Persond Habit: ests humans [-15]

Sills
Survival-12 [2), Tracking-12 [2]. (Both bought with Rule of
).

The were-rat is an accomplished thief, and would make an
excelent assassn with the addition of a few missle-wegpon
sk|||sappropnaeto the campaign background.

This IS a 163-poirt character, based on a Giant Rat template
codting 98 paints.

ST 8[-15 1Q 1220 Spead: 75
DX13[] HT 17 Hl(l)] Move 7
Dodge Block 9
PD 1 DR1
Damage Thrust1d-3;Swing 1d-2

Were-Creatures



Paint Total: 163
Advantages

el
eflexes [15]

DR 13

O
N|ghtV|son [

1
Perfect Belance [15]
SharpTegh
Slence +2 B
Super Climbing x 5 [15

Disadvantages
Appearance: Hideous [-20]

Animal Forms

Were-Elephant

Avram Bey isasmal man gpproaching middle years He hes
no idea why, but certain men of the Bey family have dways
turned into elephants from sundown to dawn. Avram'sgrandfa-
ther was awere too, and so was one of his gret-uncles, but no
oneamong hisfather, three undies, seven brothers and five sons
iS awere exoept Avram. Hislos eyehasnothmgto do with his
lycanthropy - he was kicked by acame to his mid-20s

Sncehis cultureis not known for its tolerance of the unusudl,
Avramhes taken his family far from the city. He kegps asmall
Oesart caravanseral at an casi'son asecondary traderoute. Though
not affluent, he makes enough to keep hislarge family fed and
comfortable: Like most members of the common dasses i his
country, he works himsalf unmercifully, putting in & leest 10
hoursof manual labor, followedby another twoto four hoursasa
draft animal, ev day exoept holy days. He does most of his
resting in were orm, deeping |n a secluded gall in the
caravanseral's bar

Though the de?hant is much less intelligent than Avram's
humanform both forms sharean intenselove of their family and
home. On more than one occasion desart raiders have attacked
Avram's caravanseral. His usual method in such casesis to hide
hiswomen, thenwelcomethe bandits, givingthemwhatever they
want, leaving them no excusefor randomviolence and encourag-
|n? themto eat and drink themsvesinto asupor. That night he

will ambushtheraidersi n dephant form (burdting thewd of his
own houss, if necessary). Sofar, there has never been asurvivor
of such an attack.

Avram Bey, human form

ST10[0  1Q1L[10] Speatt 475
Béglgiq HT 9 [-10] Move 4
Sinchangers

Sdkies

The Sdkies areamagica sub-race of humanity with the abil-

to become sedls a will, by putting on a sealskin. Sdkiesare

ways conceived whiletheir parentsarein human form, but are
awaysbormn whiletheir mother isin sl form. They aebom in

Were-Creatures
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Bloodugt [-10]
Compulsve Behavior: Morally Opposed [-15]
Compulsive Lying [-15

e
Kleptomenla 5

Misarliness [-10]
Odious Persond Habit: crude and belligerent [-10]
Reduced Hit Points -8 [40]

SKIA”;obaml?, [4, Braming-15 [4], CIImbHE—M 4, DIS—

13 [4, Holdout-13 [4), ~ Ifmcaion13
Ei]l Knlfel4 , Knife Thrww 13 [1, L ok|ng- [4]
, Scrounging-13 ZE Sedth-14 |4, Srecwise-

ckpocket-13
122, SMmm|rg-l3 [, Traps13

Damege: Thrust10-2, Swing 1d
Point Totd: 100

Advantages

Animd Empathy
Animd Form [lﬂa

Disadvantages
Code of Honor (devout follower of locd religion) [-10]
One Eye [-1
Secret - were (utter rejection) [-10]
inny [

ills
Accounting -11 [4] An|mal Handling-17 8], Cooking-12
Merchant-12 4 FL:dq Prof 'Sl I:%Laler%
H Sa/arFarelz [2] Survwal (Desrt)-11 [2), Teamdter-16
Theology (Hobiay)-10 [2)

Quirks
Doting fether [ gﬂ
Will quetion holy men for hours if dlowed [-1]
Polite to everyone [-1]

Avram Bey, were-form

Avram's were formis abull elephant identicdl in dl respects
to the description found on p. 15 (ST 270, 45 HP), except that
even in dephant form Avram dill has only one eye, and this
disadvantage dlows the dlephant to have an1Q of 7, and to keep
the Animal Empethy advantage

s form, and gain their ability to shed their skin aboit the time
humamchlldren eantowalk. reta Sie dildgend

While growing, itis very important that a Sekie chi a
qood ded ofumemsedform lest they outgrow their seel skin
and loe the ahili forever. A Sdkie child parted
from his second |nW|I| loge his ability to change after 4d days



Anadult can dsolose his powers but only after 3d monthswith-
out changing. Loding the second skinis particularly unthinkable
to Sdkie women, ance pregnancy is amog ways fatdl if the
Sdkiemother can't changeto givehirth. (A caesarean sectioncan
sometimesheperformed, on asuccessful roll vs SJrgery -10, plus
the techleve of thesurgeon performin theope'atlon

Mogt Sdkie tribes are nomedic, following the coed, and &
least one or two levels below the tech level of the local humans:
There are afew permanent settlementsand advanced tribes

Sdkies have been persecuted by norma humans in the pat,
and have become Intolerant of non-Selkies. Mot human coast-
dwellers regard the Sdlkies as (at best) dangerous primitives or
even (& wors) cannibdls These are exaggerations, but ones
which the Skies encourage to ensuretheir privacy.

Sekies prefer quiet, nonviolent lives, but they will not hesitate
to defend their privacy forcibly. Nonethdess most tribes will
occasionally trade treasures of the seafor essentia goods

Selkie Characters

Sdkies usudly have the same ST, 1Q and HT in both forms.
The s formis often agreet ded more agjle than the human
form (+2 ormoretoDX). Thewere-form doesnot haveto pay for

Sample Sdkie Gull

Gull is a young mde Sdkie in his 20s After his tribe was
killed by asee-mongter, hereluctantly decidedto seek hisfortune
onland. Hetriestokesp hisnatureasecret fromtruehumans. He
chosethelifeof aroving adventurer becausestayingonthemove
makesit easier to keep his Secret.

Hes agood-looking but shy young man. His distaste for the
company of the humans around him makes him appear sullen.
Hlsweeponsof choicearethetraditiond Sdkiearmsof knifeand

(suitablefor thrusti ng or short throws), and he keeps

hIS in W|th him in alarge oiled pouch that from his
belt and never leaves his a n|?ht he usssit for apillow).
Gull will entertain any r e offer of employment, aslor(?
asit doesn't promise to take him too far from amajor

water. He will not be open to a seavoyage, unless mog of the
pergeon board aready know his Secret.

Ilisa110-pairt character. His ST and HT together makefor
20 shared points between hisforms.

Gull, humanform
ST 11 [shart 1Q10 | 575
S H%%m Move 5
Dodge5
Damage: Thrustld 1, Sngld+1

Point Totd: 50

Advantages
Appearance: Attractive[9]

Luck [15
Sakie Skin (Were Form gadget) [5]

Disadvantages
Intolerance of non-Selkies [-10]
Odious Persond Habit: rude and sullen demeanor [-10]
Phobia: heights (mild) [-10]
Shyness (mild) -5
Subbornnesy-5]
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human form skills it can't use (Bard, craft skills, weapon kills,
€c) and vice versa (underwater fishing, underwater acrobetics).

Human Form: All Sdkies have an item-based Were Form
advantege, with the limitation Takes 1d Minutes to Change; its
base cog is 8 paints. The modifiersfor their seelskinsare
Awkward, CanBe Solenby gealth or trickery and Unique, fora
find modifier of -40%. After rounding up, the find cogt of the
kinis5 points. Sekie skinsarenot ussbleby anyoneexoept thelr
owners. Mogt Sdkies have a -10 point Intolerance of al non-
Sdkies though thisdisadvantage canbeignored or bought off on
anindividua bess

Asmight be expected, al Sdkies buy Svimming & DX or
better. The Selkies possess the seoret of Breath Control, though it
ishy nomeansuniversd.

Seal template: The Sakies sedl forms are Amphibious [20],
withDX12[20],PD+| [25],DR+1 [3] and Super Svimming X
1 [10], They have No Fine Manipulators [-30], Reduced Move
(land) x 3 [-15], Mute [-25] and Intolerance as above [-10]. The
sed formalso has Swimming a DX [1].

Base cogt for the Sdkie sedl form is only -1 paint The final
totoa(lj. qu the sedl form will get a -40% discount from the geoget
modifier.

ill

Bgaing12 [2, Brawling-14 [4), Breath Control-12 [16],
Fishing-13 [6], Knife-14 [4], Scronnging-12 [4], Spear-13 [4],
Spear Throwing-13 [2], Stedlth-12 [2), Svimming-14 [4].

Quirks
Avoidsred mest [-1]
Entertains secret crushes on attractive women [-1]
Collects unusud shells [-1]

Gull, sedl-form
ST 1 [shared]  1Q 10([q] Speed 6.25
DX15 | HT 11 [shered] Move 3 (land)
12 (water)
Dodge 7
PD1 DR1
Damage: Thrust1d-1; Swing 1d+1

Point Total: 40 (66 less 40% gadget discount)

Advantage
Luck [15

Disadvantages
Sdkie [-1]
Intolerance of non-Selkies [-10]
Phobia: Heigahts (mild) (extradisadvantage, no bonus)
Shyness (mild) [-5
Subbornness[-5

ills

Acrobatics-15 [4], Brawling-17 [4], Fishing-13 ﬁ Sedth-17
[8], Survival (uncerwater)-14 [10), Svimming-15

Were-Creatures



Jaguar Warriors

TheJaguar Warriors are amystic brotherhood of shapeshifting
shack troops in the service of an ancient but savage empire. They
can take cat-form by donning ajaguar skinwhich they weer asa
]Ezape (their only garment, excent for aweaponsharness) inhuman

orm.

Jaguar Warriors are sdected in infancy and raised with acom-
bination of fierce exercise and combt training and an even more
punishing regimen of religious and ceremonidl preparations. The
Jaguar Warrior knows nathing but violence. His only pastime is
death, hisonly lovewar.

Intraining, Jaguar Warriors have afatality of over 75% (many
recruits are 9ain by their own teachersfor some perceived week-
ness or Soft-heartedness). Oncethey receive their cat skin (e age
17) and become shepeshifters, they are pampered and indulged
by the empire (though they continue to train hard, to stay in
fighting trim).

All Jaguars are a least 200-point characters, heavily specid-
ized in combat skills They can be used as enemies; or as rather
one-dimensiond player characters

Thereareno Jaguar Warrior officers. They are commanded by
the wizard-priests of the empire. These priests dso possess the
secrets of preparing the enchanted Jaguar skins and training the
children to become shepeshifters.

In battle the Jaguar Warriors are skirmishers, supporting the
main force by attacking the enemy's flank and rear done or in
smal groups: The Jaguar Warriors attack with a single-minded
vidiousness, but will not hesitate to flee when the battle is hope-
less A common tactic is for the Jaguar Warriors to attack in
human forminagroup of about adozen. Then, if the battle Starts
to go againgt them, they will throw their spears and transform,
continuing the battlein were-form. Oftenthe shock of the change
is enough to completely demordlize the enemy. The Jaguar War-
riors do not dl change & once; rather onewarrior will cover one
or two of his comrades while they transform, then thejaguar will
protect hisformer guardian while he changes

The Jeguar Warriors are superdtitioudy butjustifiably feared
by dl neighboring countries and enemies of the empire and its
priesthood.

Jaguar Warrior Characters

Human Form: Jaguar Warriors have a gedget-based Were
Form advantage, with the limitation Tekes 1d Minutes (-20%
discount), for abase cost of 8 points. Theirjaguar skins have the

SampleJaguar Warrior

The Jeguar Warrior described below is aparagon of his broth-
te):athood - anone-too-bright killing machine devoted only to com-

He is a 200-paint character. The 45 points for his DX are
shared between thetwo forms. Also notethat the cost of the Were
Form super-advantage is paid by thejaguar form, the more ex-
pensve of the two.

Jaguar Warrior,human form

ST 12[20] IQ10[q] Speed: 625
DX 14[shared] HT 11[10] More: 6
Dodge 7 Pary8 Blocks
Damage Thrust 1d-1; Swing 1c+2
Point Total: 46

Were-Creatures
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gadget modifiersAwkward, Breskeble (DR 1, HP10), CanBeHit
a -2 and Can Be Sdlen by Stedth or Trickery, for total modifier
of -40%. Thismakesthe final cost of thejaguar skin 5 points after
roun(riri]r;g.e Ajaguar skinisonly usable by thewarior for whomit
was

Jaguar Form: Thejaguar templateis Attributes: ST +2 [20],
DX14[45], 1Q4[-50), HT 15[60]. Advantages PD +1[25], DR
+1 [3, Catfall [10], Claws [15], Combat Reflexes [15], Enhanced
Move x 3 [0, 4 Legs [[ , Incressed Strength x 1 [30], Night
Vision [10], Sharp Teeth [5], Silence +2 [10], Super Climbingx 9
[27] and Super umpingx 1 [20], Disadvantages: Mute [-25], No
Fine Manipulators FZ‘FH and Reputation -4: dangerous predator
[-20]. Jaguar skills are Brawling-14 [1], Climbing-14 [2], Jump-
%14.[2] and Swimming-15 [2]. Template cost for ajaguar is

nts.

poi
Jaguar Warriors mugt buy the were-form's 1Q back to normal
$L&Jdly+50p0ints),mdmusttd(eBIoodLﬂ[-lq.ThebassaH
or a Jaguar Warrior character's were-form Is 252 points. The
find pointtotal of thejaguar form gets a-40% discount from the
gedget modifier.

Advantages
Combat Reflexes [15
High Pain Threshold [10]
Reputation +3; Fearsome warrior with supernatural powers

(13

Disadvantages
Bloodlugt[-10]
Bully [-10
Fendticism (wizard-priests) [15
Senee of Duty to brotherjaguar warriors [-5]

Sills

Brawling-14 [1], Climbing-14 [2), Knife-14 [1], Jumping-15
[2, Shidd-14 [1], Spear-15 [4], Spear Throwing-14 [1], Stealth-
14 [2), Swimming-15 [2.
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Quirks
Nowhere near imaginative enough to have quirks.

Jaguar Warrior Waefum

[5% St 725
DX 14 [shared] HT [ Mwe 10
Dodge 11 Parry 10

PD1 DR1

Damage: Thrus 2d; Swing4d

Point Total: 109 (182 pairts less 40% gadget cisoour)

Miscdlaneous Were Characters

Zedikiah the Were-Wasp

Since hirth, Zedikiah was fascinated by insects As achild, he
Spent hours just wetching insscts or performing Srange experi-
ments on those he caught. As an adult, he sguandered the family
fortune on strange tomes of obscure insect lore. Over the years,
the tomes became stranger and sranger, as Zedikiah expanded
his interegts to include wizardry and dchemy. The lagt of the
fortune went to JJurmase amagicad |aboratory of remarkable
completeness, and Zedikiah dl but vanished fromthe eyes of the
community for sverd years

During that time Zedikiah made a momentous discovery -
using achemy and magic he transformed himself into a were.
Eachnight, from dusk to dawn, he becomesahuman-sized wasp.
Perhaps he debbled in demonology as well, for his wasp form
cmngtd come within 9 feet of any holy object or consecrated
ground.

It was only then that Zedikiah's life really begin. He lived his
life a night, as an insect, avenging athousand petty insults, real
andimagined. Hedisoovered in hiswere-form atestefor violence
(and for human flesh) that his human form never imagined itsalf
cgpable of. The wasp-form went from killing "enemies’ to kill-
ing strangers, just for the thrill of it. Sometimes he robbed his
enamies when he needed money, but mogly he just killed and
fed.

Inhis human form, Zedikiah haslittle of the wasp's savagery.
Heknows nothing of combat, and his first impulse when threat-
ened will be to hide (until sundown!). Nonetheless heis a pow-
erful, if ratter limited mege, who knows severd dangerous or
deally spells that he will not hesitate to useif he must,

The community is aware of the exigence of the giant wep,
but few suspect that it's anything other than anatural (if gargan-
tuan) cregture that somehow wandered into town. Nobody yet

Zed, the crazy bug-hermit in thebig old house.

exikiahis were-form i based on the Giant Wasp (p. FB80).
Thetemplateisasfollows Attributes are ST 14 ,DX 14|
1Q2 [-70], HT 12 [20]. Advantages are PD +3 , DR +3
Acute Tagte and Smell +3 [6], Clinging [25], SJnge'[
(blood agent, 2d) [30] and Winged Right [30. D|sadvantages
Mute [-25] and No Fine Manipulators [-30]. Skillsare Climbing-
14 [2) and Hight-14 [2). Thetemplate codt is 189 paints.

Zedikiah, human form

ST 9[-0 1Q 14[45] Speatt: 5
DX 10[q] HT 9[-10] Move: 5
Dodge 5

Damage Thrust1d-2; Swing 10-1
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Advantages

Jaguar Skin (Were Form gadget)
Jaguar template (212 paints, less s[hared pointsin DX)

Disadvantages
Bloodlug-10]
Bully [-10]
Fandicism (wizard-priests) [-19]
Snee of Duty to brotherjaguar warriors [-5]

Skills

Brawling-14 [(], Climbing-14 [0}, Jumping-14 [0], Steelth-14
(0], Swimming-15 [0}

Point Total: 74

Advantages
Magicd Aptitude3 [3]

Disadvantages
Secret: were-wasp - possible death [-30]

ill
IAI?mny-IS [12), Artist-13 [2], Entomology-16 [8], Netura-
ist-12[1],Research-13[1].

Grimoire
25 pointsin spells mogtly Animal, Body Control and Food.

Quirks
Intereted in nothing except insects
Nervous aroundwomen
Ne/erilgglhsotﬁtloud ol himhi
Hates people who try to sl himthings
Alwayswears heavy dothing

Zedikiah, giant wasp form
10

ST 14 |

DX 14![%] I-(IDT 200
Dodge7 (land), 12 (flying)
PD3 DR3
Damage: Thrust 1d; Swing 2d
Paint Total: 231

amiemd)

ove
12 (flying)

Advantages

Giant Wasp template (189 points)

Were Form: Cydlic Change (dally changelagting for thenight,
no voluntary change) [5]

Disadvantages
Appearance: Hideous (extra disadvantage, no bonus)

Bedid [15
Dread: Holy Objects, 3-hex radius, rare [-7]

Odious Persond Habit egts humans [-

ills
Rlight-15[4]

Were-Creatures



Lord Ramgyate WereStag

In hisyouth, Lad Cerric Ramsgate lived for the hunt. He
Spent an absolute minimum of time on Statecraft, and an absolute
maximumon the chese

Onefall day, in hisearly 205 Lord Ramsgete ran down and
killed the most beautiful buck hedever saw. Ashewaspreparing
togut thestag, however, hewas confrontedlby abeatiful woman
wearing garments mede of leaves and vines The nymph told
Lord Ramsgatethat he had dain amydticd cregture- the lord of
theforest - and for that Sin hewould be condemned to know what
it wz;élé(e to be the hunted. Then the nymph and the stag both
vani

Lord Ramsgate wasterrified, but when nothing heppened for
severd days he beganto put the incident out of hismind.

Then, on the nlghtofthe autumnal eguinox, Lord Ramsgete
vanished. Fortunat yhlsyoungwﬁewes pregnant a thetime, 0
the successon seamed assured. His liege men searched for their
lord for weeks but he could not be found, Over the winter, the
men of Ramsgete Cadtle forgot their worries in the pursuit of a
handsome sta that hed been potted neer the cestle. Though
chased many times, the clever beast was never brought down.

Then, on the night of the Winter Soldticg Lord Ramsyate
walked into his hall, filthy, scarred and shivering in the cagt-off
reg that wash|sonly mernt. He told his men that he had been
the megnificent stag they had pursued so diligently for the last
thre?]rrk)nthﬁ " statth a

Thenextyear, thechangewasr athesametime L.
Ransgaetnedto keep her husbmggely sabled a the catlefor
thewinter, but thewere-stag couldnot endureconfinement of any
sort, and a thefirg opportunity.

Now Lord Ramsgete roams his lands e will in the winter; in
his stagy form. Deer hunting has been sternl?/ outlawed while his
lordshipisinwereform, but the staﬁs il hunted, by theigno-
rant, by poachers and sometlmesby s political enemies

Theres of theyear, Lord RamsJate is known far and wide as
awise and patient ruler, with a notable compassion for the ordi-
nary peopleandwﬂdcreauraofhlsredm. Hehunts sddom, and
then confines his activities to falconry and wild boars

Lord Ramsgae's were-formisbased on aSag template: Attri-
butesare DX 12 [20], 1Q 4 [-50] and HT 13530] Advantagesare
PD +1 [25], DR +1 [3] Alertness +4 [20] Legs 5, Incressed
Strength [0 and Striker: Impaling [45). Disadvartages are In-
convenient Sze [-10], Mute [-25] { and No Fne Manipulators [-
), Sills are BraNImngZ 1] and Running-13 [4). Template
codt for a Stayyis 68 points.

Lord Raniilae is a 175-point character. His DX is shared
pointshetweenhis forms.

Lord Ramsgate, human form
STIL[10  1QU[10
DX 12 sf(éred] ST 1010
D 5 Pary6
Dggase Thrust 1d-1;%1vi ng 1d+1

Paint Total: 20

Spead: 55
Move 5
Block 6

Advantages
Animal Empethy 5
Charisma+1 [5
Status 4 [2]

Were-Creatures
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Disadvantages
Code of Honoré]be awise and just ruler, defend the redm,
honor the king)[-1

Sgggf Duty (his subjects) [-10]
Subbornness [-5]

ll

G m?mdlemdllnng [4, Ea?]_’l [, Bro&ismdkﬂf [zlqz
omecy ni

1, Lan%—el3[%]4] ILgadershlpﬂ 7, R(lj(riJlnrng f Shld?HZ

E]mkslunrg\(lvd [gorest) 11 [2), Swimming-12 [1], Tattics10 12,

Quirks
Pious [-1]
Soft spoken [-]]
Sympethetic to soad inferiors [-1]
Loves agoodjoke [-1]
Never hunts deer [-]]
Lord Ramgyate, stag form
ST20[q] Q8 [+ Spead: 625
DX 12[shared] HT 13] Move 7
Dodge7
PD 1 DR1
Damage: Thrust 2cH; Swing 30+2
Point Total: 90
Advantages

Were Form: Cydic Change (Annua change lasting 3 months,
no voluntary )
Stag template [68 points, less shared points from DX].

Disadvantages
Phobia: Endlosed Speces (Severe) [-3]
Styness, Severe [-10)

Skills
Brawling-

ezﬁ} Camouflage-12 (2 points, Rule of 12), Run-
ning-13 [0, S

th-14 [41, Surviva-12 (2 points, Rule 12)
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Arctic
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Mountain
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Plesse note that pagenumbersand stiticsfor individua animascanbe

found in the Alphabetical Chart, pp. 123125,
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e Heari
Acute Taste/Smell adv: %.
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Addiction diisadve
Advawtag&s 53,78, 7 9396
Alertnessadv
Alphabetica d1a1 ]23125
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Animd Em&y antage 65,9.
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Duty disadvantage, 97.
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S
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Habitats, 4; chart, 125127,
Head butts 56.

Herd animls, 58
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Hit location, 59.
Hit points, 87 103.
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InfecnousAttack disadvantage, %.
Injury, 56,5762

| 4851

Intimidation ill, 9.
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Magicd creatures, 17,18.24,35,37,39.
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Morally (gxmj 97.

M

Mute d| sadvmt 9.

Natural attacks, 101

Natural def

No Fine Manipul aursdlsa)\m 100
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Pasdve Defense, 4,77.
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Pits, 66.

Poison, 5051 seea]suVenom.
Premvmg med, 6.

Psonics 258396

Quilt,
Quirks, [
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Repid Healing acvartage, 53
Reach, 4

Reartions, 62,63.

Reuprow Regt advantage, %.
Reduced Move disadvantage, 100
Religion, 8,
Reputation, 97.
Reverse weres, 89.
Ruleof 12539%.
Running i, 5.
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Tranquilizers, 67.

Transporting animals, 69,

Trapping, 6469,
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Werewolves, ].13114 116.
Wounded animds, 62
Yrth,8590113-116.
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