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Introduction

Following in the footsteps of Runic Fantasy: Six Bizarre
Creatures, this PDF provides gamemasters with a handful
of new, weird creatures. Featuring inhuman appearances,
purposes, and origins, the beasts found in these pages are
suitable for instances in which the gamemaster wishes to
startle his players. After all, players have fought orcs and
ogres and dragons. But they’ve never confronted a spinning
skittercrush, its spike and flail appendages lashing out as it
whirls through their ranks.

For a complete listing of Ronin Arts’ Runic Fantasy PDFs
please visit www.roninarts.com, eZS.sj games.com, Www.
paizo.com, and WWW.yOurgamesnow.com.

Open Game Content

All of the game statistics in this product are presented as open game
content. While this means absolutely nothing to your campaign it
does give other publishers permission to use these statistics as long
as they follow the open game license (see the end of this PDF). All
creature descriptions and names are closed content and may not be
used with the permission of the author.

About the Author

Philip Reed has been working professionally in the roleplaying game
industry since 1995. In that time he has worked for such companies
as West End Games, Privateer Press, and Steve Jackson Games. Today
Philip spends his days at home running Ronin Arts, writing and
designing new games, and reading whatever books interest him at the
time. To learn more about Philip Reed — and Ronin Arts — please visit
www.roninarts.com and www.philipjreed.com.




Death’s Mount

The almost dinosaur-like death’s mount, named for VVeapons

the Death’s Honor tribe of evil elves that live in the

steaming jungles of the south, stands taller than a man Type Weapon skill Damage / AP
and moves with a jerking, rough step. Though fast, the Tail Smash 959, 1D10 + 6 +
creature is far from graceful and relies upon its size 1D4/5

and brute force, attacking those that al'lger i.t with its Head Smash 85% 3D6 + 1D4/ 8
fearsome head smash and two weapon-like tails.

It is said that the creature is unnatural, native to a Special Rules
different world, though none have thus far located the

creature’s homeworld. The creature’s armored hide is a Combart Actions: 2
valuable commodity, used in the manufacture of armor Strike Rank: +5
and shields. Members of the Death’s Honor tribe strip

) ) Movement: 8m
down a deceased creature, using every part of its corpse ' ) . .
for weapons, clothing, tools, food, and even in arcane Skills: Athletics 65%, Dodge 45%,
rituals. Resilience 80%
Traits: Dark Sight, Night Sight
Characteristics Armor: Armored Hide (AP S, no Skill
Penalty)

STR 4D6 (14)
CON3D6+8 (17)
DEX 2D6 (7)
SIZ 6D6 (20)
INT 1D6 (3)
POW 1D6 +2 ()
CHA 1D6 (3)

Death’s Mount Hit Locations

D20 Hit Location AP/HP
1-3 Right Tail 5/8
4-6 Left Tail 5/8
7-9 Right Leg 5/8

10-12 Left Leg 5/8

13-15 Abdomen 5/9

16-18 Chest 5/10
19-20 Head 5/8




An otherworldly creature forged in the heart of one of
the gods of magic, the mirror maw appears almost two-
dimensional, a ring of stones surrounding a swirling
center of magical energy that flashes a rainbow of
colors and emits frequent sparks of energy. The creature
hovers just above the ground, moving slowly. It has no
discernable front or back and can “see” in all directions
through echolocation.

The spiraling, arcane storm that creates the heart
of a mirror maw can kill anyone that looks into it.
In combat, anyone that looks directly at the heart
must overcome an opposed test of the mirror maw’s
Persistence against the target’s Resilience; if the target
fails then he dies instantly. Using the attack costs no
Magic Points, and the mirror maw may attack normally
in any round in which its gaze attack is activated by an
opponent. This attack penetrates magical defenses as if
it were a Magnitude 6 Rune Magic spell. If the target
successfully resists the attack, he is unharmed, though
he may certainly fall victim to the attack again.

Characteristics
STR 1D6 3)
CON 1D6 + 6 (10)
DEX 2D6 @)
SIZ 3D6 (11)
INT 3D6 + 12 (23)
POW 2D6 + 12 (19)
CHA 2D6 @)

Mirror Maw Hit Locations

D20 Hit Location AP/HP
1-3 Left Tentacle 0/5
4-6 Right Tentacle 0/5
7-14 Frame 0/7
15-20 Heart 0/5
Weapons
Type Weapon skill ~ Damage / AP
Whipstrike 45% 2D4-1D4/2

Special Rules

Combat Actions: 2

Strike Rank: +15
Movement: 2m
Skills: Athletics 55%, Influence 75%,

Perception  85%, Persistence
95%, Resilience 85%, Stealth
45%

ChaoticAura, DisecaseImmunity,
Echolocation, Gaze Attack (see
text), Poison Immunity

Traits:

Armor: None




Naughtcreech

A massive, terrifying monstrosity with a thick hide Characteristics

and two, alert heads, the naughtcreech was created

millennia ago through the efforts of foul, evil sorcerers STR 6D6 (21)
and alchemists. By melding their arcane knowledge CON 3D6 (11)
with the alchemical secrets of creation, these

) o ) . DEX 2D6 (7)
twisted abominations were brought into existence
to serve as guards for their creators’ fortresses and SIZ 4D6 (14)
hideouts. Unfortunately, the creation of evil life was INT 1D6/1D6 (3/3)
uncontrollable and the naughtcreeches escaped into POW 2D6 + 3/2D6 +3 (11/11)
the wilds; but only after killing many of their creators. CHA 1D6/1D6 (3/3)

Today the naughtcreech is a rarely encountered

beast that roams the mountains and underground Naughtcreech Hit Locations
regions of the world. Frequently encountered alone,

naughtcreeches actively avoid others of their kind; two D20 Hit Location AP/HP
such beasts in a single area will ignore all else and attack 1-3 Tail 3/5
cach other. 46 Right Leg 3/5
The monster lays eggs once a year and then abandons 7.9 Left Leg 3/5

the eggs. Whichever of the hatchlings is strongest, and

10-12 Abd 3/6
fastest, eats its siblings at birth. omen
13-15 Chest 3/7
As man-made monsters these beasts no place in 16-18 Right Head 3/5
the natural order and wander aimlessly, £ Head
secking out fun and sport as they slay 1920 Left Hea 3/5
other creatures that they encounter.
Weapons
Type Weapon skill ~ Damage / AP
Bite 75% 2D6 +1D4 /4
Claw 60% 1D4 + 1D4 / 4

Special Rules

Combat Actions: 2
Strike Rank: +5

Movement: 4m

Skeills: Athletics 75%, Perception 45%,
Resilience 100%

Traits: Breathe Flame (4D6, 1/hour per
head), Dark Sight, Night Sight

Armor: Tough Hide (AP 3, no Skill

Penalty)




As tall as a man but completely unlike a man in
appearance, the skittercrush moves quickly, its four legs
whirling about it as it spins when running, the creature
looking almost like a monstrous top. The creature

excellent weapons though few have slain a skittercrush

It is said that the appendages of the creature make

and harvested the powerful weapon appendages.

attacks with its weapon-like appendages — a flail-shaped Characteristics

object and a long, dangerous spike — smashing and

stabbing any opponents that it encounters. STR 4D6 (14)
The skittercrush is a melding of natural and unnatural, CON2D6 + 12 (19)
magic and the will of the gods. A relatively new creature, DEX 2D6 + 6 (13)
the skittercrush grew into existence from a twisted tree SIZ2D6 + 6 (13)
that grows on the northern mountains. A great battle

between runic-charged forces unleashed unimaginable LINJLL D (3)
magic forces that washed over the region, destroying POW 1D6 + 6 (9)
almost everything. Except for the skitter trees, tall CHA 1D6 (3)

thorny trees with long, spindly limbs. Those, for reasons
unknown to all but the gods, the magical cataclysm
transformed into the skittercrush, this wicked creature

that now roams the mountains in search of magic. The D20 Hit Location AP/HP
.skittercrush can sen.se magical artifa.cts and .items and 12 Rear Leg 0/7
is drawn to them, intent on capturing the items and
hiding them in their underground lairs. 3-4 Front Leg 0/7
5-9 Torso0/9
10-11 Right Leg 0/7
11-12 Left Leg 0/7
14-16 Right Appendage 0/6
17-19 Left Appendage 0/6
20 Head 0/7

Skittercrush Hit Locations

Weapons

Type Weapon skill Damage / AP

Flail Appendage  75% 1D10 + 2 +
1D2/3

Spike Appendage  65% 2D6 + 1D2/ 4

Special Rules

Combat Actions: 3
Strike Rank:

Movement:

+8
6m

Skills: Athletics 65%, Resilience 75%,
Stealth 55%

Traits: Dark Sight, Night Sight

Armor: None




At first glance, the soul furnace looks to be a massive
boulder. Dull gray in color, rocky, and very slow-
moving, the soul furnace was brought into existence by
the ancient gods of death, powerful entities that created
these monsters as tools. Originally, the soul furnace was
used as punishment for those that committed grievous
sins during their life. Shambling slowly across the
surface of the world, the gods of death would snatch
the souls of the sinful and cast them into the hellish
fires that rage in the heart of a soul furnace. Hundreds
of these creatures were created, so that the gods would
always have a soul furnace close at hand.

Eventually, the gods grew tired of their task and
abandoned the world, though their creations remained
behind. Today, a soul furnace is a rare, terrible sight.
These creatures move across the world in search of souls;
without fresh souls a soul furnace will die. To capture a
soul the beast must slay an intelligent creature, either
by bashing it to death or burning it with a blast of flame
from its burning heart, and then swallow the soul,
sucking it from the corpse.

Characteristics

STR 4D6 + 12
CON 3D6
DEX 2Dé6

SIZ8D6 + 12
INT 1D6

POW 2D6 + 2
CHA 1D6

Soul Furnace Hit Locations

D20 Hit Location AP/HP
1-3 Right Hind Leg 5/10
4-6 Left Hind Leg 5/10

7-10 Abdomen 5/11

11-15 Chest 5/12

16-18 Right Front Leg 5/10

19-20 Left Front Leg 5/10

Weapons

Type Weapon skill
Body Smash 95%

Damage / AP
4D6+2D6/2

Special Rules

Combat Actions: 2
Strike Rank: +5
Movement: 2m

Skills: Athletics
125%

Breathe Flame (6D6, 2/hour)

Rock Skin (AP 5, no Skill
Penalty)

100%, Resilience

Traits:

Armor:




The sorcerous snake is a distant relative of the dragon. VVeapons

Intelligent and evil, sorcerous snakes live beneath

the surface of the world, scheming and plotting their Type Weapon skill ~ Damage / AP
conquest of the races above. The creatures attack with Mana Blast 85% 1D6 + 3 /NA
their tail, smashing into opponents, and with blasts

Tail Lash 65% 2D6/3
of arcane energy that they project from their arm-like — °
appendages. .
Special Rules
Sorcerous snakes live in small tribes of 25-30 and are
nomadic in nature, constantly moving amongst the Combat Actions: 2
dungeons and caverns beneath the world. Strike Rank: +10
Movement: 4m
Characteristics Skills: Influence 60%, Persistence 75%,
STR 2D6 L 6 (12) RCSﬂiCnCC 65%
CON 3D6 (11) Traits: Dark Sight, Night Sight
Penalty)
SIZ3D6 +2 (13)
INT 3D6 )
POW 3D6 )
CHA 2D6 +2

D20 Hit Location
1-3 Tail
4-6 Lower Body
7-10 Upper Body
11-15 Right Appendage
16-18 Left Appendage
19-20 Head



OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the
Coast, Inc. and is Copyright 2000 Wizards of the
Coast, Inc ("Wizards'). All Rights Reserved.

1. Definitions: (a) ‘Contributors’ means the copyright
and/or trademark owners who have contributed
Open Game Content; (b) ‘Derivative Material’ means
copyrighted material including derivative works and
translations (includingintoother computerlanguages),
correction,  addition,

potation,  modification,

extension, upgrade, improvement, compilation,
abridgment or other form in which an existing work
may be recast, transformed or adapted; (c) ‘Distribute’
means to reproduce, license, rent, lease, sell, broadcast,
publicly display, transmit or otherwise distribute; (d)
‘Open Game Content’ means the game mechanic
and includes the methods, procedures, processes and
routines to the extent such content does not embody
the Product Identity and is an enhancement over the
prior art and any additional content clearly identified
as Open Game Content by the Contributor, and
means any work covered by this License, including
translations and derivative works under copyright law,
but specifically excludes Product Identity. (¢) ‘Product
Identity’ means product and product line names, logos
and identifying marks including trade dress; artifacts;
creatures characters; stories, storylines, plots, thematic
elements, dialoguc, incidents, language, artwork,
symbols, designs, depictions, likenesses, formats,
poses, concepts, themes and graphic, photographic
and other visual or audio representations; names
and dcscriptions of characters, spells, enchantments,
personalities, teams, personas, likenesses and special
abilities; placcs, locations, environments, creatures,
equipment, magical or supernatural abilities or effects,
logos, symbols, or graphic designs; and any other
trademark or registered trademark clearly identified
as Product identity by the owner of the Product
Identity, and which specifically excludes the Open
Game Content; (f) “Trademark’ means the logos,
names, mark, sign, motto, designs that are used by a
Contributor to identify itself or its products or the
associated products contributed to the Open Game
License by the Contributor (g) ‘Use, ‘Used’ or ‘Using’
means to use, Distribute, copy, edit, format, modify,
translate and otherwise create Derivative Material of
Open Game Content. (h) “You’ or ‘Your’ means the
licensee in terms of this agreement.

2. The License: This License applies to any Open
Game Content that contains a notice indicating that
the Open Game Content may only be Used under and
in terms of this License. You must affix such a notice to
any Open Game Content that you Use. No terms may
be added to or subtracted from this License except
as described by the License itself. No other terms
or conditions may be applied to any Open Game
Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game
Content You indicate Your acceptance of the terms of
this License.

4. Grant and Consideration: In consideration for
agrecing to use this License, the Contributors grant
You a perpetual, worldwide, royalty-free, non-
exclusive license with the exact terms of this License
to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You
are contributing original material as Open Game
Content, You represent that Your Contributions are
Your original creation and/or You have sufficient
rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the
COPYRIGHT NOTICE portion of this License
to include the exact text of the COPYRIGHT
NOTICE of any Open Game Content You are
copying, modifying or distributing, and You must add
the title, the copyright date, and the copyright holder’s
name to the COPYRIGHT NOTICE of any original

Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use
any Product Identity, including as an indication
as to compatibility, except as expressly licensed in
another, independent Agreement with the owner of
cach element of that Product Identity. You agree not
to indicate compatibility or co-adaptability with any
Trademark or Registered Trademark in conjunction
withawork containing Open Game Content except as
expressly licensed in another, independent Agreement
with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open
Game Content does not constitute a challenge to the
ownership of that Product Identity. The owner of
any Product Identity used in Open Game Content
shall retain all rights, title and interest in and to that
Product Identity.

8. Identification: If you distribute Open Game
Content You must clearly indicate which portions
of the work that you are distributing are Open Game
Content.

9. Updating the License: Wizards or its designated
Agents may publish updated versions of this License.
You may use any authorised version of this License
to copy, modify and distribute any Open Game
Content originally distributed under any version of
this License.

10. Copy of this License: You MUST include a copy
of this License with every copy of the Open Game
Content You Distribute.

11. Use of Contributor Credits: You may not market
or advertise the Open Game Content using the name
ofany Contributor unless You have written permission
from the Contributor to do so.

12. Inability to Comply: If it is impossible for You
to comply with any of the terms of this License with
respect to some or all of the Open Game Content due
to statute, judicial order, or governmental regulation
then You may not Use any Open Game Material so

affected.
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13. Termination: This License will terminate
automatically if You fail to comply with all terms
herein and fail to cure such breach within 30 days of
becoming aware of the breach. All sublicenses shall
survive the termination of this License.

14. Reformation: If any provision of this License
is held to be unenforceable, such provision shall
be reformed only to the extent necessary to make it
enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards
of the Coast, Inc.

Modern System Reference Document Copyright
2002, Wizards of the Coast, Inc.; Authors Bill
Slavicsek, Jeff Grubb, Rich Redman, Charles Ryan,
based on material by Jonathan Tweet, Monte Cook,
Skip Williams, Richard Baker, Peter Adkison, Bruce
R. Cordell, John Tynes, Andy Collins and JD Wiker.

System Reference Document Copyright 2000-2003,
Wizards of the Coast, Inc.; Authors Jonathan Tweet,
Monte Cook, Skip Williams, Rich baker, Andy
Collins, David Noonan, Rich Redman, Bruce R.
Cordell, based on original material by E. Gary Gygax
and Dave Arneson.

RuneQuest System Reference Document Copyright
2006, Mongoose Publishing; Author Matthew
Sprange, based on original material by Greg Stafford.

RuneQuest Companion System Reference Document
Copyright 2006, Mongoose Publishing; Author
Greg Lynch et al., based on original material by Greg
Stafford.

RuneQuest Monsters System Reference Document
Copyright 2006, Mongoose Publishing; Author
Greg Lynch et al., based on original material by Greg
Stafford.

Runic Fantasy: Six Bizarre Creatures Copyright
2006 Philip Reed. Published by Ronin Arts, www.
roninarts.com
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Arts, www.roninarts.com
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