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Exhaustion Points: To determine the number of exhaustion
points initiaily available to an creature, again usc the Constitution
Bonus Chart. Use the creature’s Base Hits code (the letter given
after its Base Hits) and the Constitution Bonus Roll to determine
the creature’s Constitution Bonus. The creature’s available ex-
haustion points are obtained by adding the creature’s Constitution,
its Constitution Bonus, and its Bonus Exhaustion Points based
upon its Base Hits code — also available at the bottom of the
Constitution Bonus Chart.

Exhaustion Points =

Constitution + Con Bonus + Bonus Exhaustion Points
AT: The first number in this entry is the creature’s Rolemaster
armor type:

1 = Skin/Cloth 11 = Half-Hide Plate
2 = Robes 12 = Full-Hide Plate
3 = Light Hide 13 = Chain Shir
4 = Heavy Hide 14 = Chain Shirt & Greaves
5 = Leather Jerkin 15 = Full Chain
6 = Leatber Coat | 16 = Chain Hauberk
7 = Reinforced Leather Coat 17 = Metal Breastplate
8 = Rein. Full-Length 18 = Metal Breastplate
Leather Coat & Greaves :
¢ = Rigid Leather Breastplate 19 = Half Plate
10 = R Lthr Breastplate 20 = ¥Full Plate
& Greaves

DB: The number in parenthesis under this entry title is the
creature’s Defensive Bonus. Itis given for that creature’s average
quickness and may need to be adjusted in exceptional cases. This
defensive bonus does not include any shield bonuses, but certain
creatures may be capable of using a shield or the equivalent of a
shield. If a shield is normally used, an “s” is included after the
creature's Defensive Bonus entry.

Attacks: These statistics indicate how a creature attacks using the
Rolemaster tables. Usually, anumber of attacks are given for each
creature separated by slashes, “/”. Each creature usually initiates
combat using one of these attacks as indicated. During later
rounds, the same or other attacks may be used depending upon the
situation or success of earlier attacks.

Each attack is usually described by the following statistics:

1) Offensive Bonus: The first number is the Offensive Bonus for
that attack.

2) Attack Type: The letter codes which follow the first number
indicate the attack type.

For most organic weaponry attacks, the first letter indicates the
size of the attack:

S = Small M =Medium L =Large
The next two (or three) letters indicate the type of organic

H = Huge

Bz = Bash/Ram/Butt/ Mst = Martial Arts Striking
Knock Down/Slug

Bi = Bite Pi = Pincer/Beak

Q1 = Claw/Talon St = Stuinger

Cr = Crush/Fall Ti = Tiny

Gr = Grappie/Grasp/ Ts = Trample/Stomp
Envelop/Swallow

Msw = Martial Arts Ho = Hom/Tusk
Sweeps & Throws

Some attacks are treated as weapon attacks using the following
code without an attack size prefix:

We = General weapon used based upon situation and availability.

ba = battleaxe ja = javelin s¢ = scimitar

bs = broadsword lb = long bow sl = sling

ho~ = bola Ich = light cross bow sp = spear

¢l = club ma = mace s¢ = short sword
¢p = compositebow ml = mounted lance th = rwohandsword
da = dapger pa = pole arm ts = throwing star
fa = faichion gs = quarter staff wh = war hammer
ha = handaxe ro = rock (Large Crushy wm = war mastock
hb = halbard sb = shortbow w whip

heb = heavy cross bow

Some attacks, such as dragon breath, are treated as clemental
spell attacks and use the following code without an attack size

prefix:

FBolt = Fire Bolt

TBolt = Ice Bolt

LBolt = Lightning Bolt

SBolt = Shock Bolt

WBolt = Water Bolt

CBall = Cold Ball

FBall = FireBall

CCone = Cold Cone

FCone = Fire Cone

GCone = Poison Gas Cone (varying effects)

Other “Bolt”, “Ball” and “Cone” attacks are common, being
variations on the themes presented here. For instance, Earth Balls
would use the Cold Ball table with impact criticals, Lightning
Cones would use the Fire Ball table with electricity criticals, and
SO On.

Unless stated otherwise, “Cones™ are breath weapons (using the
appropriate “Ball” table), each of which covers a cone shaped area
which originates from the creature’s mouth and extends for a
length and base dimension specified in the creature’s description.
Cones from flying beasts can be treated as “Balls” against 1argets
on the ground.

Fire Breath (‘FBr'), Shock Breath (*SBr"), and Lightning Breath
(‘LBr’) indicate a “Bolt™ attack of the given type, or a cone attack
with half of the given OB. Ice Breath (‘IBr') and Water Breath
(‘WBr’) may usually only beused asboits. GasBreath(‘GBr’)and
Cold Breath (‘CBr’) may usually only be used as cones.

A GM should feel free to alter critical severity level for special
elemental attack types. For instance, a Lightning Ball, which
would use the Fire Ball attack table with electricity crits, could
have all criticals increased by one severity level when resolved
against metal armor types. :

3) Additional Information: Finally, the last element in the attack
code gives additional information concerning the attack pattern,
number of attacks, damage, etc. Codes in parentheses or brack-
ets indicate special attributes of that particular attack, while the
other codes indicate the creature’s overall attack pattern. What
follows is a summary of these suffix codes.

Nothing — If no code outside parentheses or brackets is given
after the attack type, that attack is one of the options available for
the creature to use if it is appropriate for the situation (as deter-
mined by the Gamemaster).

Number — This numberis the percentage chance of this particular
attack being used. Allof these numbers foracreature’s attacks will
add up to 100, so that one roll can be made to determine which
attack is used.

«— If the attack given on the left has obtained a non-Tiny critical,
this attack occurs in the same round of combat as the attack which
obtained that critical.
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+ — If the attack given on the left has obtained a non-Tiny critical,
this attack will occur in the next round of combat as the attack
which obtained that critical.

(#) — If this number, #, of creatures attack as a group, this attack
may be used. For example, (10) indicates that if 10 of these
creatures attack as a group they may use the given attack.

' (#x) — This number, #, indicated how many times this attack may
be made in a given round. That is, (2x) is two attacks per round,
(3x) is three attacks per round, etc. Usually no more than two of
these attacks may be used against any one foe, but a successful
maneuver roll may allow the creature to use more.,

(#D) — This number, #, indicates by how much to increase the
concussion hit damage normally delivered by this attack. Just
multiply the normal hits given by the number, #. That is, (2D) is
doubie damage, (3D) is triple damage, etc.

(Critical) — If this attack inflicts a critical, the given critical type
is used instead of the normal critical. The critical codes are:

S = Slash ST = Martial Arts Strikes

P = Puncture SW = Martial Arts Sweeps & Throws
K = Krush LP = Large Creatre (Physical)

U = Unbalance SLP = Super Large Creature (Physical)
G = Grappling LS = Large Creature (Spells)

T = Tiny Animals SLS = Super Large Creature (Spells)
H = Heat E = Electricity

C = Cold I = Impact

[Critical] — If the auack inflicts a critical, the given critical type
is used in addition to the normal critical. The critical codes are as
given above.

“All" or “Both” attacks indicate that all of the other listed attacks
may be made in the same round.

“Poison” indicates that the attack involves the injection/insinu-
ation of a toxin into the target, as detailed in the creature’s
descriptive text.

"Special" attacks are usually detailed in the text for that particular
ttype of creature.

*Spell" indicates that the attack involves a spell of spell effect, as
detailed in the creature's descriptive text.

Varying Offensive Bonuses due to Level Differences: A crea-
ture's Offensive Bonuses can very if its level differs from the
creature type's average level, Just multiply the difference between
the actual level of the creature and the average level for its type by

three. This product is then added to (or subtracted from) the -

creature's Offensive Bonuses to obtain the creature’s true Offen-
sive Bonuses.

6 CREATURES AND TREASURES li

2.5 ENCOUNTER STATS

#Enc: This is the size range of a typical pack of the creatures when
encountered in or near their lair. A pack will often contain a wide
range of levels/ages (including some young). Often, only a patrol
comprised of fewer members will be encountered away from the
lair. A GM should vary the number encountered based upon the
game situation and location of the encounter. [f no range is given,
one such creature is normally encountered, or the Gamemaster
must determine the number based upon the situation in his game.

Treasure: These codes indicate the type and how much treasure
each group of these creatures will normally have. Each letter code
indicates the richness of “part” of the creature’s treasure, as
specified in the Treasure Code Chart (see Section 14.2 for using
these ratings). A treasure may consist of several “parts”, each
specified by a separate letter. Often all of a creature’s (of group’s)
treasure will not be with it, since all or part of the treasure remains
in the creature’s lair. These codes should only be used if a
Gamemaster wishes to randomly generate a creature’s treasure in
Section 14.2.

o
'Sim%
3-::;

Tir R

Bonus EP: The letter given here determines the bonus “’kill points™
received for killing or knocking out a creature of the given type.
This letter indicates which column is used on the Bonus Kill Point
Chart. These points are in addition to the normal experience points
given for hit points and crit points, and are normally based upon a
creature’s special abilities or skills.
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I 3.0
ANIMALS

For the purposes of this book, an “animal™ is any creature that
is very common to a world system, is of animal intelligence, and
possesses no overly extraordinary powers. Any two of those
characteristics will qualify a beast as an animal in a world where
the GM wants even the common animals to be “exotic” or “alien™.

Monsters in Creatures & Treasures that could be considered

animals in such a world are: Lesser Great Spiders, Horse Vipers,
Homed Snakes, Gemstings, Jadebacks, Demon Whales, Giant
Hellbenders, Raths, Red Jaws, Spinesharks, Great Porcupines,
Gulos, Jackalopes, Su, Toves, Gorerows, Great Wasps, Dinosaurs,
Pterosaurs, Elotheres, Megalodons, and Sabretooth Tigers.

Allibat: hw-LM HJ-3; 8"-15" long, 15"-25" wingspan, 20-30
eggs. :

Allibats are essentially flying alligators, as they possess dark
green batwings. They still reside near water sources such as
marshes and rivers in warm climes. They attack either with their
tail or with their mighty bite. They often employ a swoop-and-
attack routine to fell their prey. Unlike their grounded cousins,
they do not grapple their foes and try to drown them. They have
the armored hide of an alligator, but it covers their underside more

completely.

Bone Worm: (-)-XY§#-4, 1-2" long; 21-30 eggs.

These creatures are bone-white, eyeless worms with large maws
and strong, bone-crushing teeth. They feed on corpses and
especially bones, crunching them and sucking out the marrow.
Found in graveyards, battlefields and trash piles of creatures who
don’t eat bones, if disturbed, they will attack any living creature.
The female lays its eggs among bones, 50 a barrow or mass burial
site may be swarming with the creatures.

Crison: (hna)-FG(U)}PT-3; 57" long; 1-2 calves.

Crison are wooly cattle with two large homns on their snouts to
defend themselves. Their long hair is usually brown or grey in
color, although it can be white, Crison hair is made into yarn and
cloth, while its meat and milk are used by many people who
domesticate them on the slopes of mountains, or hunt them
wherever they roam. Crison eat grass, leaves, and grains.

Didex: (atcf)-(GMOSZ),(U)(JT)-4; heads strike independently
as if two individuals; carrying cap. 150 lbs.; riding bonus 0;
25" wingspan; 1-2 eggs; reduce critical severity by 1 level.
Didex are giant two-headed birds, bright orange in color. They
have large beaks with which to attack (and can attack as two
individuals), as well as sharp talons. They are fairly intelligent for
animals, and can be trained as mounts if captured at birth. Other-
wise, they are wild and attack anything that could be a threat.

Electric Wasps: (hf)-(GOZ),(T)-6, additional “A” Electricity
crit with sting; 1" long.

Electric wasps are mutant wasps, indistinguishable from normal
wasps. They will live with normal wasps, and are never encoun-
tered on their own. When an electric wasp attacks, however, it
always uses its sting (unlike normal wasps which bite first and save
the sting as a last resort) which it can use but once. The sting is
always accompanied by an “A” Electricity critical, which alsokills
the wasp. Apparently they try to sacrifice themselves indriving off
orslaying a foe so that great numbers of normal wasps need not die.

Furred Snake, Giant: ¢f-G,A,CT-4; bite injects a 4th level
(var. B)circ. poison; 8-10" long, 6-10 young.

This white-furred snake has four eyes. It dwells in the colder
regions, and often tries to hide under the snow, driving up under
passing prey. Itis a vicious fighter, and dangerous if encountered
near its lair where it keeps its young. Its young are born live, like
mammals, not from eggs as snakes are.

Gabbit: (f)0)(U)-1; 6"-12" long; 10-14 young.

A gabbit appears to be a small rabbit with short ears. They come
in many colors: grey, black, brown, and white being the most
prominent. They are not quick, and their perception is bad. They
have no natural defenses save camouflage, and they have no
combat ability. They are prolific breeders, however, so they seem
to always be abundant. They eat grass, roots, leaves, berries, etc.
In a world filled with efficient predators, the gabbit becomes a vital
part of the food chain. GM's should realize that all the terrible
monsters in their worlds need to feed on something when not
terrorizing mannish folk. An ecology can not contain so many
predators without becoming unbalanced. The gabbit is a logical,
if easy answer. Itis easy prey for any predator, and is also a staple
in the diets of many poor folk of the world, Gabbitstew is actually
tolerable when the right seasonings are added.

Ihl Wolf: (if)10)-5; 3" tall; 2-3 pups.

These mammals are grey or black in color, and covered with
very long hair. They have an oval body with two thick legs and
large feet below them. The head is very long and thin and is
positioned in front of the body, with a very short neck. Its mouth
is quite large and is filled with ridge-like teeth. thl wolves can be
lone hunters, but they prefer to travel in packs so as to bring down
larger prey such as deer and moose, Otherwise these carnivores eat
rabbits, gabbits and other rodents.

Kraeguth: (af)-(U)(PT)-5; 6"-9" long, 1-3 young; reduce
critical severity by 1 level,

Kraeguth are much like large bears, but instead of being mam-
mals, kraeguth are reptiles. Their skin is covered in grey-green
scales rather than fur, their heads are large, and tails small. Being
reptiles, they are cold blooded, and do not hibernate like bears,
though they seem to be active in all seasons.

Regal Stag: wmskte-(GIOZ),CDH-6; 6"-7' long, 30’ wingspan.
This creature is on the highest rung of the social ladder as far as
deer go. Tthas a huge pair of eagle’s wings on its back; only males
have been seen. These mutant deer are thought of as the kings of
the forest by men. Killing them is taboo in most societies, although
in some circles their wings are worth quite a bit of money. Seeing
one is thought to be a good omen. Like other stags, it is herbivo-
rous, but when it needs to fight, it uses its huge set of antlers.

Scra Pren: (¢f)-F R,CDH-6; bite injects a 4th level (var. B)
circulatory poison; each head can attack and operate as an
individual; 8'-15" long; 50-100 young.

A scra pren is a very large three headed snake with deep green
scales. Each head carries a poisonous bite. It thrives on eating
small animals but occasionally will attack larger prey such as
humans. Unlike other snakes, the scra pren can tear apart its prey
once killed, so it does not need to swallow it whole.
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Serpentus: (¢f)-BFLQSZRW-3, charging attack: 20MBa/
30MTs«; carrying capacity 400 1bs; riding bonus +10; 7-8';
1-2 young, reduce critical severity by I level.

This elegant creature has all of the equine features of a warhorse,
but with grey or green scales like a serpent, a snake-like tail, the
head of a lizard, and a long reptilian fin rather than a mane. They
do not have hooves, but instead have lizard-like feet, allowing
them tonavigate rough terrain. They are stronger than horses of the
samne size, their hide is thicker, and they have a greater endurance
(cantravel 20% longer) than any horse. They are just as fast as their
equine counterparts. They are easily domesticated and are used by
desert folk and many peoples in moderate climes, but they operate
poorly in cooler climes. They can be trained to fight as a warhorse.
They live in small herds, and surprisingly are omnivorous.

Slug, Giant

Carnivorous: (cf)-(GOZ).RU (PT)-5; 12"-18' long; 1-10 young;
use Large creature critical table.

Spined: (hf)-(GOZ),RU (PT)-4; 10-15" long; 1 young; use
Large creatwre critical table.

Suggram: (f}-(GO)RUW (T)-3; no charging ability; carrying
capacity 900 1bs; riding bonus 0 (they are difficult to ride; but
iheir slow speed compensates); 12'-16" long; 1-6 young; use
Large creature critical table.

These large beasts appear, for all practical purposes, like their
normal sized cousins, only much larger. They are invertebrates
usually coated with a slimy secretion. Except for domesticated
suggram, they are never far from water. Omnivorous (except for
the carnivorous slug), giant slugs eat whatever they come upon in
the wild. Normally, they are solitary creatures. All move quite
well over rough terrain, and are often found underground. Their
eyes are located atop eyestalks at the front of the body.

CRISON, GIANT FURRED SNAKE,
AND STRIDER BirD

110 _CREATURES AND TREASURES li

The spined and suggram slugs also have 2'long tentacles below
the eyestalks for scooping up food: these are not used in combat.
The carnivorous slug has a huge tooth-filled maw and seeks out
large prey like deer, antelope, humans, etc. Some carnivorous
slugs have a retractable proboscis with a poison gland (4th level,
var. B). These are rare, however. Spined slugs are covered in 1’
long spines made of a hard, chitin-like substance. They can attack
with a spiny tail in combat (usually in self defense) striking foes
with one to three spines. They are violent if disturbed or bothered.

Suggram are usually timid creatures, but some humans and
other races such as sohleugir, sstoi’isslythi (both in C&T), and
gratar domesticate them. They are used as mounts, though slow
ones, and/or beasts of burden.

Strider birds: Anawms-RW ,P-5; no special charge attack;
carrying capacity 200 Ibs; riding bonus -15; 8'-9" tall; 1-4 eggs.
Strider birds are relatives of the ostrich, but are larger and more
aggressive. They have large heads and beaks, with talons at the
ends of their long, thin (though strong) legs. Like the ostrich, they
are flightless, but extremely fast runners. Some intelligent beings
use them as mounts. They are difficult to train and work with. If
encountered in the wild, these carnivorous birds are vicious.

Swamp Octopus: (tcf)-M J-6; 5-6 body, 12'-20' tentacles;
reduce critical severity by 2 levels.

These Large creatures are amphibians, dwelling in marshes,
jungles, and places where water sources are hidden by trees and
foliage. They hide among swamp rushes, partially submerged,
waiting for prey. These carnivores use their tentacles to grapple
prey and bring it in to rip it apart with a sharp beak. Prey consist
of anything dog sized or larger, up to and including a horse.: They
move as a medium octopus (base rate 60) when totally submerged
in the water, to which they must return forat least one hour per day,
and they must be completely submerged. They have been reported
to be grey, black, green and even red in color.
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Tentmorse: wmsk-CD-5; two tentacies secrete a 3rd level (var.
C) muscle poison; 2'-3° diameter body, 6™-8' tentacles; 1-2 eggs. SPINED SLUG

A round body with ten tentacles radiating outwards makes up a
tentmorse. They are green, with a large red mouth and two white
eyes. They dwell in forests, using their tentacles to maneuver
through the tree branches. They never touch the ground if they can
helpit. Striking with two poisoned tentacles, a tentmorse hungrily
eats slain victims, and will attack just about anything (80% chance
‘when encountered). It makes nests in tree tops.

Trivren: (f)(GOZ),(UW)-4; 5"-12" long; 2-4 eggs.

~ Trivren are three-winged birds. They have wings like a normal
bird, but they also have an additional wing thHtis on their back like
the dorsal fin of a shark. This extra wing acts as a stabilizer, and
50, tri-winged birds are some of the most maneuverable in the sky.
‘They are blue and black in color, and the back of their head is
crested. They feed on small animals (such as worms), berries, fruit,
and other plant matter.

War Snail: (f)-(0Z)-6; 15-20' long; use Large creature critical
table.

Once wild creatures, war snails have become totally domesti-
cated, and live only in captivity now. They look somewhat like
normal-sized snails, but have extra-large shells. Invertebrates with
slug-like bodies, these snails are actually quite intelligent and have
‘been trained by men to be used as beasts of burden, and go where
they are ditected, even into battle. They have also been bred to
forman area towards the top of their shell thatis hollow at all times,
in which up to three humans can fit. So into each war snail’s shell
has been cut a entry hatch and numerous arrow slits. Those inside
are well protected from attackers, missiles, and so on. Although
some adversaries thought the war snails comical at first, they
quickly discovered that these living tanks are quite effective on the
battlefield. War snails eat grass, leaves and smali rodents. They
nomally use their bite attack only in self defense.

InL WolLr
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I 4.0 I
DRAGONS AND OTHER FELL CREATURES

DRAGONS

Dark Drake: (-)-(GO)-9; nocturnal; may attack with dark
breath (DBr; 1 time/min, 25 timesiday, bolt range 300°; cone
length 200'; cone base 40’ as per lightning bolt with cold
criticals — see Necromancer list, “Dark Law” , RMC 1)
employs spells (4xivl PP); 75% winged; 30"-60" body, 50°-90"
wingspan.

Dark drakes are the rarest of all the great drakes. These dragons
are almost always black, although a few may be grey or very dark
blue, They are exceptionally cruel and evil, even by dragon
standards, and unfortunately make their lairs in all climes. They
are good flyers, but cannot swim. Dark drakes are the most active
of all dragons, spending only half their time sleeping and resting
as other dragons.

A trait peculiar to these creatures is their hatred for all other
dragon types. They have been known to hunt other dragons, and
will always attack them on sight. Since their hatred for other
dragon types exceeds their loathing for any other creature, they are
sometimes found working with humans in order to slay another
dragon. This does little to secure the human's safety, however.
Dark drakes are very adept at spells and can use the Necromancer
lists “Dark Law” and “Death Mastery” in addifion to the normal
lists dragons know. A rare few know the rest of the necromancer
base lists as well. If these lists are not available or appropriate in
the GM's world system, they can be given some evil magician lists.
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DRAGONS AND OTHER FELL CREATURES

Hits

(DB) Attacks

; S Rt ~;
Plasma Drake {air, 70% wmgcd)
Young 10G H/LA 250G 12(50) GOHBY7SHCI60HB2/ 1 yz I Varies{AA)
90HHo/100PBr/Spells
Mature MG H/SL 350G 20(40) S8OHBY100HCL70HBa/ 1 ¥ L Cruel(SU)
100HHo/1 10PBr/Spells
Old 62G 90HBi/1 10HCL/80HBa 1 YYNZ L Varies(HI)
lOfﬂio/lZOPBr/Spclls

rl‘!’}t’? "5"“

80C 12(60) 50581/408CL/30FBr E Gxeedy (AA)
L/LA 160F i2(20) 100HBi i X G Agress(LO)
H/SL# 1300H 20(50) zeormvsooncu z L Carefre(AV)

Plasma Drake: (-)-EKVX# U -8; may attack with plasma breath
(PBr; Iximin; 25x/day; bolt range 300°; cone length 150°; cone
base 30"; for plasma attacks see RMC III} employs spells (3xtvi

'PP); 70% winged; 2560’ body, 40™-90" wingspan.

These dragons are thought to either be the result of cross-
breeding many dragon types or a dragon from another plane (like
the demon drake, aithough at least some of the plasma drakes now
make their residences on this plane). They can be found in any
clime, and have been seen in the colors flame blue, bright red,
maroon, orange and deep purple. Thesedrakes are good swimmers
and move 30% of their movement rate in the water. They can use
the “Plasma Law” list (arcane, RMC III) in addition to lists
common to all dragons. These dragons are the most unpredictable
and mysterious dragon types. They are often sought out not for
their treasure, but for their knowledge of the very rare arcane list
mentioned.
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DirK DRAKE, PLasma DRAKE, GREATER BASILISK,
AND BEHEMOTH

FELL CREATURES

Basilisk, Greater: (¢f}-(GLOSZ) UW-9:loners; iis gaze
instantly turns those looking upon it into stone (RR failures:
mild=1-100 minutes; moderate=2-20 hours, serious=1-100
days; extreme=1-100 yr; although these durations may be
shortened by certain rituals, spells, or herbs). has poison breath
as a weapon (GCone; 10’ base; 10" length) and aiso brearhes
out poison naturally (a less potent poison gas fills their lair and
any area that they have been in for at least 1 hour. All in such
an area must make an RR check every 10 minutes) has poison-
ous skin {all touching misst make an RR — even if wearing
gloves or touching with a long pole or weapon, the poison will
travel along the surface at 100"/second); knows Sorcerer base
spells to 20th level(4xlvl PP); when hissing all within 50" must
make RR vs fear or flee; 25-30" long (including 9'-11" tail), 25
30" wingspan.

The greater basilisk is more reptilian and less cock-like than its
more common relatives, the basilisk and the cockatrice. It has a
long serpent-like body, four dragon-like legs with claws, bat
wings, and 2 drake's head with a sharp beak (its only remaining
cock-like vestige). Itis the basilisk’s next step in the evolutionary
scale, and it is one of the most terrible beasts in existence. Like
their lesser cousins, their gaze turns victims to stone, but they can
be safely viewed through a mirror.

Their continuous exhalation of noxious fumes requires anyone
in their lair or area they frequent to make an RR every 10 minutes.
Treat this as a 8th level respiratory poison (var. B). They can also
breath a concentrated cone of poison gas. Treat this as a 12th level
respiratory poison (var. F). Their skin excretes a 12th level (var.
G) nerve poison except along the bottom of its feet (it still leaves
a little trail of poison wherever it goes due 10 drippings). This
poison will travel along any surface touched to the basilisk’s skin,
including weapons, poles, gloves, armor, etc. until it reaches its
victim (its possible that the basilisk controls this action con-
sciously). Its bite and claws also carry this poison.

If its innate abilities were not enough, this very intelligent
creature can cast Sorcerer spells as well. It is not as insane as a
normal basilisk, and is more cunning and conniving. Its sole
purpose in life is the death of all other living things, and it is
extremely well suited to that task, If it is hurt in any way {which
is difficult 1o do), it will begin to hiss which will cause fear in all
within 50' (RR failure of 01-50=1-10 minutes of flight; 51-100=1-
100 minutes flight; 100+=1-10 rounds of paralysis). A greater
basilisk lair is usually comprised of a series of underground mazes,
above ground complexes, tons of rubble (from victims who were
petrified and then crumbled with Sorcerer spells), and quite abitof
treasure from these fallen foes.
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DRAGONETTE

Behemoth: (-}-GMZRW HP-9; can use firebreath (FBr;
Iximin; 25 timesi/day; bolt range 1000°; cone length 800°; cone
base 400°) 50'-120’ body; 90'-200° wingspan; use Super Large
creature critical table,

Abehemothis anextremely rare, huge dragon. They do not have
lairs, but usually devastate an arca (50-200 miles in diameter) and
then find a large flatarea and sleep for hundreds of years. They fear
nothing, even while they sleep. Often they sleep long enough to
allow to sediment build up on top of them, after which they may be
mistaken for strange hills. They do not use spells, and are not
graceful creatures, destroying vegetation and constructions ab-
sent-mindedly as they walk. They should be treated as fire drakes
in all other respects, their breath weapon doing double damage.
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Dragonette: (-)-(GO)-5; breathes “Fire Bolts” (1ximin;
20x/day; range 100°) 30% use spells (3xivl PP); 14’ body, 2"-5'
wingspan,

These tiny drakes are very small to almost medium-sized — but
can be dangerous no matter what, for they still wield their larger
bretheren’s breath weapon (although it is not as potent). Dragon-
ettes are exact miniatures of larger dragons, varying in color as the
great drakes, Though most (80%) breath fire and resemble fire
drakes, it is thought that each dragon variety is represented in the
ranks of the dragonettes. Many spellcasters will try to obtain one
of these magical creatures as a special familiar. Dragonettes tha
use spellsknow all the lists common to dragons, although most lust
after the magic that will make them the size of larger drakes (e.g,
the “Living Change” essence list), for their comparative size burns
jealous hatred deep in their reptilian hearts,

Lake Worm: (cf)-LOS,U-5; surprises foe 90% of the time,
immune to fire, 1-6 eggs, 15-30" long, use Large creature
critical table,

This eyeless, worm-like monster with a sphincter mouth full of
teeth can detect all movement in the water within 200’ of it. It
dwells in lakes, pools, ocean shallows and underground water
sources (it can exist in fresh and/or salt water) waiting for the
surface above it to be disturbed. Then it will attack with incredible
ferocity and fearlessness. It absorbs oxygen through its skin, from
either air or water, so it can remain above a lake surface as long 2
need be. [ts treasure is whatever it cannot digest, and this hoard is
usually at the deepest point in the pool or lake where it resides. A
distant relative to the dragons, the lake worm seems more closely
linked to the cave worm.

Leviathan: (-)-(-)-9; can use firebreath (FBr; 1x!min;

30 timeslday; bolt range 5000"; cone length 3000°; cone base
1000°) S00™-1000' body,; 1000°-2000" wingspan; use the Super
Large creature critical table.

The leviathan (there may be only one) is perhaps the largest
creature that exists. It is like a bechemoth in nature, but is much
bigger. The beating of this creature’s wings alone will create winds
strong enough to level weak wooden construction and cause all
beings within 1 mile of the beast to fall down. It has huge claws,
butits attacks are treated as crushes because of their incredible size;
Against Super Large creatures, they should be treated as claw
attacks. lts firebreath should be treated as doing triple normal
damage.

When a leviathan wakes up from its long sleep (once every
millennivm or o), entire nations are usvally mobilized against the
threat, though this usually does little good. Its rampage of feeding
and destruction usually covers an area of thousands of square
miles. There is said tobea very obscure, 2vil ritual that will awaken
a leviathan against its will,



I 5.0
COMPOSITE MONSTERS

Arachat: (as)-@#,FM (A) CDHJIT-4; 6' in diameter; can
breathe out a cloud of poison gas (GBr cone length 50°; cone
base 25'; 4th level {var. C) special poison: RR failure = mild,
paralyzed for 1-10 rounds; moderate, 10-100 rounds; serious,
1-100 minutes; extreme, 1-10 hours); 1-2 young; reduce critical
severity by I level.

A giant spider with a grey furand a panther’s head; this beastcan
be found everywhere save where it is very dry. Unlike its spidery
cousins, it does not spin webs. It constantly prowls for food, and
will antack and eat anything that appears weaker than itself.
(Pronounced ara-cat.)

Battlepede: (-)-(-)-8; 10-15" long; bite injects a Sth level
circulatory (var. B) poison; eyestalks fire shock bolts (Sbolt;
100" range Ixi2 rnds each eye), use Large creature critical
table.

These creatures have dozens of pairs of legs (each one seems to
have a different number) and a long segmented body covered by a
chitinous outer layer. They appear to be giant centipedes, but in
fact they are the result of magical experiments with genetics, They
are extremely rare, and are found exclusively in the lair of a
powerful mage, guarding treasure. They have 2 mandibled mouth
used in combat to bite opponents and inject a powerful poison.
They can also fire bolts of magical energy from their eyes.
Battlepedes do not scem to need food or nourishment of any kind,
a testament to their magical nature.

BATTLEPEDE

Blacksnake: (¢f)-(N)LM,CHI-5; 7-10" long, 10™-14' wingspan.
6th level muscular poison (var. C) bite; casts spells (3xivl PP);
1-6 eggs; use Large creature critical table.

The blacksnake is the arch-enemy of the quetzelquatl; opposing
everything the feathered serpents stand for. These distant relatives
of the whitesnake (see RMC) are large snakes with bat wings. They
are always black in color. Residing in ancient swamps, ruins,
underground caverns and other dark and mysterious places, they
often have orcs, trolls, gratar or other foul humanoids under their
control. Blacksnakes all know the “Spirit Mastery™ list, and also
have 1D6 Sorcerer, Evil Magician, Evil Cleric, Evil Mentalist, or
Necromancer base lists. The actual lists depend on the individual
blacksnakes. A blacksnake with necromancer base lists will have
a lair filled with undead, one with evil magician lists will consort
with demons, one with evil cleric lists will serve some evil god, etc.

Bounder: (¢f)-@.(GO).(A)(T)-5; 57" long; 1-2 young, reduce
critical severity by 1 level.

These creatures are very much like frog-wolves. They are four
legged beasts with smooth dark green skin. Despite their frog-like
bodies, they are not amphibious but dwell rather in dark forests,
jungles and underground. Their heads are like a frog’s, although
narrow and with a mouth full of sharp teeth. Its frontlegs are more
powerful than its hind quarters, giving it a bounding motion when
it runs. At the end of each leg is a large clawed foot, so its
movements are stable and sure. It has no tail. Despite its odd
appearance, it is fairly intelligent, and very crafty. Being camivo-
rous, bounders usually huntin pairs, butrarely in packs. They seem
to prefer the taste of dwarven meat to anything else (itis one of the
few creatures that does), giving rise to this dwarven mothers’
saying: “Be good, or the bounders will get you!”

Crecadinum: mstc-U-6; 25-30" long; 1-2 young; use Large
creature critical table.

These creatures are in some ways insectoid, yet are actually
reptilian. Their body is heavily armored and is like that of a giant
armadillo. Theyhave along tail thatcan be used tobash opponents,
and a long armored neck. Their head is squarish, and their three
pairs of eyes are small. On either side of their head, protruding
from the cheek bones, are two sets of three 2' long horns. The
crecadinum can flex their “cheeks”, articulating these homs so that
they can be brought together and used to grapple victims, The beast
will then raise their head up into the air and drop the grappled prey
into their mouth, delivering a huge bite attack. The crecadinum
dwell underground, searching for prey continually. These beasts
will eat almost anything, and see fairly well in complete darkness.

Darkhunter: (f)-NX# MZRUW,(T)-6; 3"-5"long; 3-8 pups:
10% are winged; 15'-20" wingspan.

Darkhunters are wolves with eagle’s heads. Some also have
cagle’s wings. It is said that they were bred by a group of evil
wizards long ago, and have since adapted tomany climes. They are
often domesticated via spell or by training them when they are
pups. Their intelligence makes them excellent watchdogs and
their uncanny tracking ability (+80) makes them excellent hunters.
They see in the dark as though it were day, and have exceptional
hearing. Winged and non-winged darkhunters never mix. Normal
animals fear them, and powerful demons and undead, as well as
humans use them for guards and hunters. They love pegasi meat. -
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Dracasus: (f)-AR-7; carrying cap. 200 Ibs.; riding bonus +10;
30" wingspan; 1 foal; reduce critical severity by 1 level.

The dracasus is a strange creature. It is thought by some to be
afell beast, and by some to be ademonic pegasus. The latter seems
hardly true, as a dracasus can be trained to be a fine and noble steed.
It looks very much like a serpentine pegasus, with bat wings rather
than feathered ones, scales rather than hair, and a fin rather than a
mane. The beast’s tail is dragon-like, and the feet are clawed rather
than hoofed. It is an omnivore, and eats birds, rodents and small
cattle and deer as well as grass, oats and more traditional equine
food. It can weather cold climes much better than most reptiles.
Like pegasi, they can make wonderful mounts if trained properly.
There is said to be a wild herd of fire breathing dracasus that dwell
on a distant mountain range, (FBolt; 150 range; 1x/min; 30x/day).

DRACASUS

Feliss: (¢f)-@#RUW-6; 12'-16" long; 1-6 eggs; reduce critical
severiry by 1 level.

Feliss (fee-lis, singular and plural) are foundin all but the coldest
of climates, and it is said that they have a white-furred cousin that
exists even there. They appear to be huge snakes with lion-like
heads. They are usually solitary hunters, but sometimes a mated
pair can be found withanest of eggs. They are able tomove silently
(+90 stalking ability) and surprise their prey with a lightning-fast
bite. They are also able to constrict with their tail and body as a
python, and deliver vicious bites to their grappled prey. While they
are usually encountered when they hunt, if a feliss is encountered
in its lair or if it is run across by sheer coincidence, it will attack.
It seems to be a paranoid creature — it attacks first, without
wondering about its foe. It will attack anything, no matter if it is
out-matched or outnumbered. It seems to possess some intelli-
gence, however. Itis rumored that there are giant feliss deep within
the darkest jungles; these are said to be 50' long and Jarge enough
for a man to ride if the creature were tamed or somehow charmed.
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Garthis: (¢f)-(KVY){A)(T)-5; 6-7"tall, 1-2 eggs. Have &
poison bite Sth level nerve poison (var. B); reduce critical
severity by I level.

Garthis (singular and plural) are strange creatures, black in
color, appearing as a cross between a giant crab and a giant tick. It
has six long legs which support its shelled body, and two pincers
which it can use rather dexterously, wielding weapons or manipu-
lating small objects. They have mulii-faceted eyes, but rely mostly
on their long antennae for perception. They are cruel and brutish
creatures which enjoy bullying and domineering smaller beings.
They are camivorous, and excellent hunters, having no language,
as such, although they can communicate by rubbing their feelers
with other garthis. They canlearn to understand spoken words, but
have no vocal chords of their own. They can make weapons and
simple tools, but for the most part are very primitive beings.

Horribar: mkic-FGLS,(U),(J)-7; 1-2" diameter body.

These bizarre creatures fly by using a magical gland within their
bodies. They have no wings. A horribar appears as a hairy black
ball, without eyes or ears, having a huge mouth. This gives them
the appearance of flying mouths. On each side of their body they
have thin arms ending in hooks. They use these hooks to grab prey
and pull them towards their gaping maws. They are always
hungry, and travel in packs. Horribars have no lair and never rest,
always searching for food. They seem to be mindless carnivores,
putting eating above all other priorities, sven self-preservation.

Ice Spider: ¢f-X,G AU T4, 26" across; It can cling to ice like
a normal spider clings to other objects, bite contains a 5th level
(var. B) circulatory poison; Immune to cold attacks, heat based
attacks do double damage.

This giant arachnid dwellsin the icy glacial regions of the world.
It spins webs like other spiders, but the web strands are made of a
frozen liquid secreted from the spider. The webs are so cold that
they cling to anything warmer that touches them. The ice spideris
able to move freely on them, and they often weave their webs in
underground ice caves or high in glacial mountains. They have
also been found roaming the frozen tundra. They hope to cither
capture prey on their webs like a normal spider (this only works on
non-intelligent beings, obviously), or Lie in wait hiding among
their webs to pounce on passersby.

Klugala: ()-X@.RU (T)-7; gaze charms; 10"-20" long, reduce
crit severity by two levels.

This strange composite creature has a hairy goat's head perched
atop its snake-like body. It can attack by butting with its horns or
constricting with its body, but before it does, it will sway back and
forth rhythmically, staring atits victim. If the creature itis looking
at fails its RR, it will be charmed and will believe that the klugala
is not a threat or an enemy, giving the klugala a free attack on the
victim (victim will get only magical DB mods, like the plus of his
armor or active spells as he will not be at all prepared for the attack).
The klugala will resort to its more mundane combat abilities if this
approach fails. They make their lairs underground and are often
found in cavern complexes. They will inhabit almost any clime.

Leocorn: mk-CDHP-8; 1-2 cubs; can vse “Lofty Bridge” (Ess.)
and paladin base lists (RMC Ii) 1o 20th level (3 PPilvi);
enemies within 10' R subject to fear; use Large creature critical
table.

A lion with a single, spiralling horn from its brow, this beast is
an ally of unicorns and all natural beasts. It is the protector of the
woods and all who would oppose it must make a RR or run in fear
for 1 round/5% failure. Like the unicorn, its horn is greatly valued,
for aLeocorn’s hom causes fear by touch if itisremoved. Also like
the unicomn, it is immortal. Strangely enough, this creature is 2
herbivore. It is highly intelligent, and very wise.
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Sky Shark (fiy)
Skyva (fy)

Gy it

*Leorgon: namsk-EX@#,U-7; 1-2 cubs; its gaze turns viewer to
 stone (RR failures: mild, 1-100 minutes; moderate, 2-20 hours:;

* serious, 1-100 days; extreme, 1-100 years, certain spells or

- rituals can shorten these durations); snakes have a Sth level

-circulatory poison (var. E); roar paralyzes foes with fear for 1

' round/10% RR failure; reduce critical severity by two levels.

- This hideous creature appears to be a bluish grey lion with
' snakes for a mane and a gaze that will turn onlookers to stone, It
' seems to be some relative of the gorgon, but exactly how they are
related is unclear. Leorgons are sometimes encountered together,
“as they are immune to each other’s gaze. The leorgon is fairly
intelligent, but very cruel and it delights in killing, It can bite or
«£law while the snakes are biting. As far as can be determined, the
_ has a special digestive process that allows it to swallow
“stone that was once flesh and digest it, reducing the slim chance of
rescue for any victim,

Mercat: (f)-10S-5; 67" from head to fin; 1-3 young.

These amphibious creatures are lions, tigers or panthers from
ithe midsection up, and fish from the midsection down. They are
sathome in foamy salt water shallows, but can crawl up on shore and
'dwell onland forup to 3 hours at atime. They live onadiet of large
tfish and coastal creatures. Their intelligence separates them from
imore mundane beasts, but so far, humans have had little but hostile
'contact with mercats. They can often be found accompanying
mermen, who have some sort of rapport with the creatures.
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Mergryph: (cf)-10S-6; carrying capacity 300 lbs; riding bonus
-10; 79" from head to fin, 30’ wingspan; 1 young; use Large
creature critical table.

These creatures are at home in the air, on land, or in the sea. A
lion’s body with an cagle’s head, these creatures have long talons
and wings with asilvery fish tail. They are expert fliers and can use
their wings underwater as well, giving them incredible swimming
speeds. They can use their two taloned legs to move on land, but
not quickly. Mermen, water demons, and the like often use them
as steeds, riding them accompanied by mercats, Unless domesti-
cated, mercats and mergryphs are natural enemies, hostile on sight,

GMs should note that many interesting sea creatures can be
created by simply taking any non-sea creature and replacing its
lungs with gills, its feet for flippers, etc. Sea bears, merwolves,
seabats, mergorgons, etc. are just some of the possibilities.

Mist Monster: hnwmk-ENVX#(Z),(T)-7; 10"-20° wide, can vary
size; touch causes cold crits; only magic weapons can harm
them; fire attacks cause no harm, cold attacks inflict double
damage; non-solid form; use Large creature critical table.

Mist Monsters are creatures who are somehow made of animate
mist. They feed on living heat, draining it with their cold touch.
They can somehow manipulate objects and wield 1-6 weapons
with misty tentacles, but can only be effected themseives by
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FELISS, QUETZELQUATL, THRAXX, AND TRACHA

enchanted weapons. Flame creatures (fire hounds, fire elementals,
etc.) greatly fear mist monsters and their - mending hunger for heat.
Cold attacks freeze the vapor they are made from, doing them great
damage. They are nomally encountered around water sources,
hunting for victims, although occasionally they will be found in
areas where flame-based creatures are found, as they crave heat.

Mistraven: wmskic-,R DHP, 2-4 eggs; 1’ long, 2’ wingspan;
can change to mistform at will,

These Jarge ravens are sought as familiars, for despite their
intelligence, they will willingly serve a spellcaster with the normal
“Familiar” spells. They can tum their jet black feathered body to
a grayish mist whenever they wish. Not powerful fighters, these
omnivores prey on small rodents when not eating seeds.

Multi-spider: ahkmnsw-EKX@ BNQZ.RU,DJ-9; bite accompa-
nied by a 4th Ivl muscle poison (var. G) or a 6thidevel reduction
poison (var. G); 4-6' across; reduce critical severity by one
level.

Indistinguishable from a normal greater spider, these creatures
have one characteristic that makes them more fearsome: they are
able to create duplicates of themselves by some magical power. In
one round, a multi-spider can create one duplicate of itself, until
there are a total of nine spiders. These duplicates are all of one
mind, and if a duplicate is slain, the multi-spider can make one less
duplicate for the duration of one week. Allthe spiders must be slain
to completely kill a multi-spider. In all other respects they are like
anormal greater spiders, spinning huge webs, binding their preyin
silk cocoons, and draining victims of bodily fluids,
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Nasti: (¢f)-NT,RW-4; 1'-2.5" long, 2"-3' wingspan; excellent
nightvision.

Insects with large, tooth-filled mouths, and claws ending the
front pair of insect legs, these creatures are fairly intelligent. They
dwell near civilized areas mostly. raiding livestock for food and
attacking humans with delight. These insects are vicious, cruel and
spiteful, hating everything else that lives and eating all that they
kill. They have insectoid wings and bodies, and multifaceted eyes
giving them 320 degree fields of vision. They attack with their
non-insectoid claws and mouth. They even have a language, but
itis a simple one and seems like gibberish to any other being. Nasti
are believed to have originally been bred by demons and then let
Jose on the mortal plane long ago. The hollowed-out trunks-of
large, dead trees and dark caverns are the favored abodes of these
awful beings.

Panthershark: (-)-VI@#,(LOS)-4; 59" long; can leap and
land as per the “Lofty Bridge” (Ess.) spells, “leaping” and
“landing” ; 1-3 young; reduce critical severity by 1 level.

This creature looks very much like a finless shark with a

. panther’s powerful legs and sharp claws. Its entire body is covered

with very shortblack fur. Itis an incredible hunter, silently stalking
its prey (+75 stalking ability) and pouncing on them with incred-
ible leaps (sailing through the air with the aid of its fish-like tail).
Like sharks, they have large mouths filled with many rows of tecth.
It ranges through many locales, and is very adaptable. Panther-
sharks are often found in their lairs, which are normally caves or
deepravines. There s said to be a white furred variety in the arctic. |



Quetzelquatl: hnw-(N},LM HI-6,; 710" long; 1015’ wing-
span; knows all Mystic base lists to level (3xlvl PP); has poison
bite 10th level circulatory poison (var. C); gaze charms any
who look upon it as “charm kind”; 1-2 eggs; use Large
creature critical table.

Avoiding civilized areas, this feathered, winged serpent is an
enemy to dragonkind, fell beasts, and evil in general. If encoun-
tered, it will often try to charm any being it meets, convincing them
todo some deed which will hinder or cause harm to some evil being
that the quetzelquatl is currently contending with. Tt will pever
willingly harm a non-evil being unless it is attacked firstor its eggs

are threatened, It is said that the quetzelquatl’s feathers have .

magical properties and are worth 20 gp each. The eggs are worth
hundreds of gold pieces each. This serpent can usually be found
in jungles or swamps. (Pronounced kwetzayl-kwatl.)

Sky Shark: hnwmk-N.RW-6; carrying capacity 250 Ibs; riding
bonus 0; 8'-15" long; 9'-16' wingspan; 6-12 young; reduce
critical severity by 1 level.

These creatures are large black sharks with a pair of bat wings
instead of fins, although they probably have some magical aid in
flying as well. These creatures have lungs and breathe air unlike
their water-bound cousins. Either traveling as a lone hunter or in
a pack, they are devastatingly adept at capturing and killing prey.
They make no noise whatsoever. They are often used as mounts
for airborne cavalry, trained for transportation and battle, The
beast nests in rocky crevices and among crags.

Sky Manta: (f)-(EVS),(A)(T)-5; carrying capacity 300 lbs;
riding bonus -10; 17-20" long; 22'-25" wide; 40% have a tail
that fires a shock bolt (SBoit, 100" range) 3xiday; 10-100 eggs.
Black and menacing, these flying devilfish can fly high into the
sky, but usually stay close to the ground to look for prey. They fly
through the air like mantas of the sea, using some sort of magical
levitation gland. Unlike normal manta rays, these creatures have
lungs rather than gills, a toothy mouth, and some can discharge a
shock bolt through their tails, Like sky sharks they make no noise,
and they can be trained as combat steeds as well.

o—

SKY MANTA

Sky Whale: (f)-{-)-8; 25”100 long; 20"-50° wingspan; 1 young.
10% have a single spiraling horn like a narwhale, giving them
an additional 80HH o antack; use Large creature critical table.

The small wings of this huge creature are proof that it has some
sort of magical assistance in flight to keep its huge bulk in the air.
Sky whales try very hard to avoid other creatures. They are
herbivorous, coming down to graze as they please. They are prey
for large air predators like rocs, dragons, and flocks of sky sharks
or griffons. Sometimes they are captured by humans or another
race and used like living dirigibles; often capable of carrying up to
twenty passengers, or a few tons of cargo.

Spiderbat

Small: (cf)-(N).MZ (T)-4; bite carries a 4th level circulatory *
poison (var. A); 1-2" across, 3'-4" wingspan; 50-60 eggs.

Large: (¢f)-(N)MS (T)-7; bite carries an 8th level circulatory
poison (var. E); 58" across, 10"-18' wingspan, 10% cast spells
(2xivl PP); 1-2 eggs; reduce critical severity by 1 level,

Although the small spiderbat could truly be called an animal, the
larger variety possesses high intelligence. Rarely is a large
spiderbat encountered without some of its smaller brethren as pets.
Large spiderbats speak their own twisted tongue, and can commu-
nicate with their small cousins. Both varieties look like larger than
normal spiders with batwings on their backs. Some of the large
spiderbats possess spell ability, being able to cast either Evil
Magician or Evil Cleric spells. This confirms the fact that these
horrible creatures are the descendants of the Elder Worms which
dwelled in the world so very long ago (as perhaps the Major Great
Spiders are). Neither varicty spins webs.

Thraxx: hnwmk-(GZ)J-8; grappled foes are pulled into-or out
of the water; 7'-8' tall; 10-19 young; reduce critical severity by
2 levels.

These amphibious humanoids have four muscular arms with
long claws and six eyes on their salamander-like heads. Their
mouths are full of long, sharp teeth. They have voracious appetites,
and will eat nearly anything, including fish, deer, rabbits, frogs,
birds, any of the mannish races and other thraxx. Needless to say,
they are loners, and mate only once every five years. After mating,
the pair of thraxx usually fight and one eats the other. If the female
wins, the young are born 10 to 12 weeks later. It is impossible for
non-thraxx to tell the difference between the males and females of
the species, and there seems to be no difference in strength or
power. Often, thraxx will try to pull prey into the water or out of
the 'water (whichever the prey will handle worse) in combat.
Thraxx are surprisingly intelligent, which makes them all the more
fearsome. They can adapt to either saltwater or freshwater.

Tracha: (cf-KVX@# M (A)(T)-9; 6°-7" long, 14™-19" wingspan
spits acid (victim makes RR vs 5th level attack or takes a B acid
critical — see RMC 111, 6" range), bite inflicts extra acid crit,
casts spells, 3xivl PP; 1-8 eggs; reduce critical severity by

1 level.

The tracha s a giant beetle with only four insectlegs. Replacing
one set of legs is a pair of human arms, while on their back is a pair
of bat-like wings. They are uniform in color, their whole body
being either black or brown. Their spittle is acidic, and they are
quite proficient in spitting small globs of it at their foes at short
ranges. It also makes their otherwise not very potent bite quite
deadly. Their main offensive capabilities come from the fact that
they can wield weapons (and often use magical ones), and that they
can cast spells, They know all the Mentalist base lists and 1-6 of
the open or closed lists to their level. They are solitary creatures,
and become hostile if disturbed in any way. Despite their vicious-
ness in combat, they are herbivores and not belligerent; don’t
bother them, and they won’t bother you. (Pronounced tra-ka.)

Viperhawk: (hf)-7.F,(U)(J)-6; 1'-2" long, 2"-3" wingspan; 2-4
eggs; bite injects a 4th level muscle poison (var. B).

A viper with a hawk’s wings and talons, these creatures are a
deadly menace to any area where they decide to nest. They feed on
anything man-sized or smaller, and are fascinated with gold and
silver. Often they will attack humans, even when they are not
hungry, for their gold. Their hidden nests are built among rocky
crags or in high trees, and are often filled with gold or silver coins.
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Vorasis: (f)-MZRW .DHJI-6; gaze of all heads “holds” viewer;
bites inject 6th level (var. D) conversion poison; 7'-8' long; 1-3
young; reduce critical severity by 2 levels.

These horrible beasts must be the product of foul magic. It has
the body and legs of a large tiger, but instead of a normal feline
head, four or five serpent heads sprout from its neck. Each of the
snake heads acts and attacks independently, and their bite injects
a powerful poison. The combined gaze of all the heads casts a
“Hold Kind™ spell (open essence, “Spirit Mastery™). It can also
attack with its cat claws. These beasts dwell far from civilization,
indeep jungles or harsh deserts. They are occasionally used by evil
beings as pets. They are carnivorous and will attack and eat any
creature. (Pronounced vor-ah-sis,)

Winged Eel

Electric: (ktcf)-VXY1@# (GO) (T)-5; 6"-18" long, 8"-20"
wingspan; its Sbolt can occur when struck, when it sirikes, or it
can be discharged with a 30" range, usable 1ximin.

Moray: (f)-XYT@#AGO)(A)(T)-4; 4"-5" long, 3.5'4.5" wing-
span.

Winged eels are sometimes confused with viperhawks, black-
snakes and quetzelquati, and vice versa, but only from far away.
They are not as big as blacksnakes, dc not have the plumage of
quetzelquatl and they don’t have talons like viperhawks.

Up close, winged eels appear as normal eels, except they have
lungs instead of gills and have thick, insect-like wings, enabling
them to fly, Both types can be found above, as well as below
ground, and in many of the warmer climate zones. They have nests
in rocky places and lay 2-4 eggs like birds. Swarms of these
creatures can wipe out anentire caravan, if they are hungry enough.
They can be trained quite easily and are sometimes used by other
creatures as pets. '

I 6.0 I
ELEMENTALS AND ARTIFICIAL BEINGS

CONSTRUCTS

Dragon Construct: (-)-(-)-8, Breathes fire (FBr; 1 time/min;
50 timesiday; bolt range 200°; cone length 100°; cone base 40');
intelligent; immune 1o fire; carrying capacity 3000 Ibs; riding
bonus -5, 60°-70" body; 100'-110" wingspan; use Super Large
creature critical table.

Falcon Construct: (-)-(-)-5; 80% have eyes that record all that
they see for playback later; 50% have buili-in dart thrower
(Light cross bow; 1x/rnd; unusable in melee); 2'-2.5" long.

Horse Construct: (-)-(-)-6, moderate intelligence,; never tires;
carrying capacity 800 Ibs; riding bonus +30 ; charging attacks
— 90LBal100HTr« [slash]; 20% breathe 7th ! (var. C)
respiratory poison gas (GBr; cone length 20°; cone base 8');
7"-8’; reduce critical severity by 1 level.

Minotaur Construct: (-)-(-)-7; cunning; eyes fire shock bo!}s
(Sbelt; 1xirnd; 100" range),; 10% are permanently “hasted” ;
7"-8'; reduce critical severity by two levels.

Pegasus Construct: (-)-(-)-7; above average intelligence;
carrying capacity 30077bs, riding bonus +20; 7°-8'; 35" wing-
span; reduce critical severity by two levels.

Snake Construct: (-)-(-)-5; instinctive intelligence; bite
accompanied by 5th level nerve poison (var. C); built-in dart
thrower (light cross bow; Ixirnd); 3'-5° long; reduce critical
severity by I level,

Spider Construct: (-)-(-)-6; instinctive intelligence; bite
accompanied by 6th vl muscle poison {(var. D); two built-in
dart throwers (light cross bow; Ixirnd each); 5-6’ across;
reduce critical severity by 2 levels.

Wasp Construct: (-)-{-)-8; low intelligence; stinger fires
lightning bolt (LBolt; Ix/min 200" range) — minor: 5'-6°
wingspan; reduce crit severity by 1 level — major: carrying
capacity 4000 lbs; riding bonus 0; 80'-90° wingspan; use Super
Large creature critical table.
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Wolf Construct: (-)«(-)-5; instinctive o average intelligence
10% have gaze which casts “Hold True” (“Spirit Mastery”,
closed essence list); 209 breathe cold (CBr; 1 ximin; cone
length 10°; cone base 4°); 4'-5" iong.; reduce critical severity by
2 levels. ‘

These constructs are similar to their humanoid suit-of-armor
counterparts (found in Creatures & Treasures) in that they are
made of numerous parts, rely on body parts for weapons and are
artificially animated. They differ in the fineness of their construc-
tion. Eachconstructdescribed here is a masterwork of interlocking
metal pieces. They move as gracefully or better than the beasts
they imitate. Some have been given magically added offensive
capabilities such as lightning bolts, gaseous breath, etc. Additional
capabilities can be added as the GM sees fit such as sleep gas
emission, smoke emission, flight, long door ability, telescoping
body parts, etc. All of the constructs are physically stronger and
sturdier than the creatures they resemble (except perhaps the
dragon construct). Often these constructs have red, green or bl
glowing eyes. GM’s may wish to make other constructs based on
other beasts, using the constructs given here as models.

The dragon construct appears to be a fire drake with metallic
scales. It has all of the attack patterns of a normal dragon, bt
unlike a dragon, never sleeps and does not enjoy puzzles or word
games, because like most constructs, they cannot speak, Itis useful
as a guardian of a valuable treasure or as the mount of a very

- powerful being.

Falcon constructs are fair combatants, but their major usefulness
is as a spy (i.e., aerial reconnaissance). From a distance, they are
indistinguishable as artificial birds. Only when observed within §
orless canitbe seen that their feathers are made of a dull steel alloy.
Most have eyes which record all that they see so that it can be
played back (seen by looking into their eyes). Some have dart
throwers built into their breasts.

Horse constructs are usually made from black iron, sometimes
having silver inlaid into various parts such as the “mane” and other
places. Though mostly used as an impressive steed, they are also
deadly in combat. Even their metal hooves have been sharpened
for slashing attacks.



MiNOTAUR CONSTRUCT

Minotaur constructs make excellent guards. Huge, metal bull-
men, these constructs often have sword biades, hooks or axe-heads
replacing their hands, although their metal horns are impressive
weapons. Their eyes glow yellow, waiting to unleash electric
energy on their foes.

Perhaps the most stunning and beautiful of this group is the
pegasus construct. Craftsmen and spellcasters alike went to great
lengths to make these flying horses from tiny interlocking metal
scales. Rarely are these constructs given any special offensive
capabilities, saving all of their magic for graceful flying.

The snake construct possesses gleaming metal fangs coated in
poison, and can fire small darts out of its tail. Collectively, they are
also known as iron serpents and are normally used to guard
treasure, where they lay in the shadows and wait for thieves.

Spider constructs do not dwell in webs, but 30% have suction-
cupped legs allowing them to walk on walls and ceilings. Theirbite
is poisonous, and they have two dart throwers that can swivel to fire
in any direction. :

Minor wasp constructs, with light glinting off of their metallic
wings, are beautiful as well as dangerous. Major wasp constructs
are rightfully feared. Their sheer size makes them a match for
small dragons in aerial combat, while their “sting™ is more power-
ful than those possessed by the small creatures they mimic: their
tail fires a lightning bolt at foes. This construct can be used as a
mount, or simply as a servant for the powerful being that created
it. Wasp constructs are very adept at capturing people oritems and
bringing them back.

Iron-skinned wolf constructs often have eyes that glow a deep
ruby red. They are often made in numbers and travel in packs like
the beasts they resemble, patrolling an area or hunting down foes.

ELEMENTAL SAVANTS

Air Elemental Savant: (-)-EK-9; bluish human form made of
compressed air to the point of solidity; become invisible at will;
use “Wind Law” (Magician base), “Gas Destruction” (Sor-
cerer base), “Gas Alteration” (Mystic base), and any other
spell dealing with air or wind (including fly spells and some
weather spells), 4xlvl PP; 6"-7"; use Large creature critical
table.

Dark Elemental Savant: (-)-EK-9; humanoid made of dark-
ness, invisible in shadows; use “Darkness” (Evil Magician),
“Dark Law" (Necromancer base), “Dark Channels” (Evil
Cleric), “Cloaking” (closed ment. ), and any other spell dealing
with darkness, 4xivl PP; 6'-7°; use Large creature critical table.

Earth Elemental Savant: (-}-EK-9; humanoid made of solid
stone; continuous “Earthbones Empathy” (Druid base spell);
use “Earth Law" (Magician base), “Stone Lore” (arcane),
“Stone Mastery” (Druid base), “Deep Earth Healing” (Crystal
Mage base), “Deep Earth Commune” (Crystal Mage base},
“Solid Destruction” (Sorcerer base), “Solid Alteration”
(Mystic base), “Earthblood’s Way” (arcane) and any other
earth based spell, 4xIvl PP; 6'-7°; use Large creature critical
table.

Fire Elemental Savant: (-)-EK-9; red human form made of
condensed fire; ignites flammables by touch; use “Fire Law”
(Magician base), “Mana Fires” (arcane), “Fiery Ways”
(Crystal Mage base), and any other spell dealing with fire or
heat, 4xivl PP; 6"-7°; use Large creature critical table.

Ice Elemental Savant: (-)-EK-9; human form made of bluish-
white ice; freezes liquids and objects by touch; use “Ice Law”
(Magician base), “Crystal Mastery” (Crystal Mage base —
substitute ice for crystals) and any other spells dealing with
cold and ice, 4xivl PP; 6'-7'; use Large creature critical table.

Light Elemental Savant: (-)-EK-9; glowing human form made
of light, use of “Light Law"” (Magician base), “Brilliance”
(open ment.), “Light’s Way” (open chan.), “Brilliance Magic”
(Crystal Mage base), “Starlights” (Astrologer base), “Light
Moulding” (Itlusionist base), and all other spells dealing with
light and sight illusions, 4xivl PP; 6°-7°; use Large creature
critical table.

Water Elemental Savant: (-)-EK-9; biuish green human form
made of condensed sea water; use “Water Law” (Magician
base), “Liquid Destruction” (Sorcerer base), “Liquid Altera-
tion” (Mystic base), and any other spell dealing with liquids,
4xivi PP: 6™-7'; use Large creature critical table.

Elemental savants are elemental beings, but unlike the elemen-
tals that are summoned by spell casters, these beings are highly
intelligent and extremely powerful. They are not summoned
through normal spells, but there is said to be a certain arcane ritual
that will conjure them. They are recognized as master by any other
type of elemental, including zephyr hounds and any other beings
closely related to an element (excluding dragons). All elemental
savants know the “Elemental Summons™ list (Magician base —
RMC II), but can only summon elementals of their own kind. Note
they also have the high level elemental spells given in RMC if the
GM uses that book. Selfish and domineering, the vast selection of
spells at their disposal and their innate powers make them formi-
dable in combat. Since they have no “core” like normal elemen-
tals, magical weapons are required to harm them.
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Air savants speak as though their voice was backmasked; they
are quick-thinking and quick-tempered. Dark savants have deep
voices und eyes like the void of space; they have dark, gloomy
personalities. Earth savants’ voices are like two stones grating
againsteach other. They are slow in making decisions and slow to
forgive. Fire savants are fiery in personality, hot-tempered and
emotional. Ice elemental savants are hard and cold; they feel little
emotion and their voices are like a frigid wind. The voices of light
savants are like the ringing of many little bells; they are confident
and self-assured. Water elemental savants speak as though under

water; they perceive reality as cloudy or murky, and are only

concermned with their own schemes.

GOLEMS

BeEAsT GOLEMS

Iron Bull: (-)-(-)-7; softer weapons must make an RR each time
they deliver hits (wood -30, bone -10); 6™-12" long; use Super
Large creature critical table.

Mithril Unicorn: (-)-(-)-9; softer weapons must make an RR
each time they deliver hits (wood -50, bone -30, iron -20, steel
-10); 7"-8"; use Super Large creature critical table.

Steel Sphinx: (-)-(-)-8; softer weapons must make an RR each
time they deliver hits (wood -40, bone -20, iron -10); 30
wingspan; use Super Large creaiure critical table.

Stone Horse: (-)-(-)-6; softer weapons must make an RR each
time they deliver hits (wood -5); carrying capacity 850 Ibs;
riding bonus +20; 7'-8’; use Large creature critical table.

Stone Wyvern: (-)-(-)-7; softer weapons must make an RR each
time they deliver hits (wood -5); 30% are winged; 2040’ body,
25’ 50" wingspan; use Large creature critical table

Beast golems are special golems made to appear to be beasts
rather than men. Like normal C&T golems they are made of a
single piece of a material, separating them from the constructs
which are made from many pieces. Rarely do they have magical
offensive capabilities like the constructs above, but such special
golems are not unheard of. All do possess the natural (i.e., claws,
bites, etc.) offensive capabilities of their namesake beasts. They
serve only their maker, responding to simple instructions. Should
their maker perish, they will attempt to obey his last instruction.

OTHER GOLEMS

Collosus: (-)-)-9; made of iron, softer weapons must make an
RR each time they deliver hits (wood -30, bone -10); 20"-30°
tall; use Super Large creature critical table.

Crystal Golem: (-)-(-)-9; softer weapons must make an RR each
time they deliver hits (wood -30, bone -10); all energy attacks
are reflected back at caster; 5'-8"; use Super Large creature
critical table.

Diamond Golem: (-)-(-)-9; softer weapons must make an RR
each time they deliver hits (wood -60, bone 40, iron -30, steel
-10, mithril -10); immune to light and energy attacks; 5'-8'; use
Super Large creature critical table.

Demon Golem: (-)-(-)-8; softer weapons mist make an RR each
time they deliver hits (dependent on material golem is made
from, see other golems of same type); casts evil magician spells,
3xIvi PP; 5°-8".

—
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ELEMENTALS AND ARTIFICIAL BEINGS

Base Max Pace/ Speed
Lvl | Rate MN Bonus MSIAQ

l' ﬂh?J '. : O O .‘-v. 3ty

TR R

sz oA 20(40) somcusowvsoxcb 1
100A 20(20) sonm/soms[sml L
i R § G b b4, : HoSBetaE ki

H/SL@ GOOH 20(30)* 250HB/180HGH270HC re
| M/SL@ 230H 20(40)*130waf9owm .

80C 3(20)- sossamMGWOMCnf

mea,,;.

i S N .,-P“- " ;’ il ww&‘wmwfﬁ 2
* — Special,
*® _ These beings are as per other golem Lypes (i.c. stone, iron, etc) except where noted. 1/2 means half of the normal golem type’s stat, x2 means twice the
normal, etc, '

Mite Golem: (-)-(-)-0; softer weapons must make an RR each
time they deliver hits (dependent on material golem is made
from, see other golems of same type); 1’4"

Wood Golem: (-)-(-)-4; fire does double damage; 5°-8'; reduce
critical severity by two levels.

A collosus is a giant golem made of iron (other materials are
normally too scarce to make such a large golem). However, there
is said to be a collosus that is made from some alien substance
found in a meteorite. It is so powerful that it is thought by some
people to be a god.

A crystal golem is a golem of polished crystal whose surface
shines and reflects like a mirror. This mirrored surface reflects
energy attacks. It is very rare that such a large single piece of
crystal can be found.

A diamond golem is one of the rarest and most expensive
golems. They are made from a single diamond — a large diamond
which must be magicaily created. Its multifaceted and semi-
transparent nature refracts and reflects light and energy attacks.

A demon golem can be made from any material that any other
golem is made from. However, when it is made, a demon golem
is not imbued with a normal spirit, but that of a demon. Because
of this, it can cast spells and is highly inteliigent. It can act of its
own volition, though it must obey its creator if commanded.
Because of this, the creators of demon golems often die “mysteri-
ously” —demons don’tlike to obey. Demon golems are, of course,
very evil.

Mite golems are tiny golems. They are made in the same way
as normal golems, but the statues that are to be animated are notlife
sized. They are as their larger counterparts in every way but size
and there is a corresponding reduction in strength.

Wood golems are the weakest of all golems, but they are the
easiest and the cheapest to make. They have the form of a man
carved from a large tree trunk.
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SPECIFIC ARTIFICIAL BEINGS

Eye Entity: (-)-(- -9, flies magically; sees invisible objects; all
cast “Lord Sleep” (“Spirit Mastery” closed ess.) 3xlday, and
all “Evil Eye" (Warlock base list) spells with gaze, 1 spelll
round (“Evil Eye” spells up to eye entities’ level only); minor =
1-2" across — lesser = 5'-8' across; reduce critical severity by
1 level — greater = 15’ to 20" across; use Large creature
critical table — major = 30"-50"+ across; use Super Large
creature critical table.

Eye entities are huge, bloodshot, disembodied eyes which fly
magically through the air, performing deeds for their master. Their
gaze can cause many ill effects, and some are said to be able to
release energy (“Lightning Bolts”) from their pupils (LBolt; 1x/
min; 300" range). They are formed through a magical ritual and a
foul alchemical process which combines the eyes of living crea-
tures into one huge eye. The number of eyes needed depends on
the type of eye entity: minor = 50-100 eyes, lesser = 500-800 eyes,
greater = 2000-3000 eyes, major = 5000-10,000+ eyes.

Solaar: (-)-(-)-9; absorbs light and heat from the sun or other
sources, can release heat blasts (FBolt, 1x/round, 300" range,
x3 damage); can flare up with heat, causing “C” heat criticals
10 all within 15°; its touch causes “E” heat criticals; flam-
mables burn when within 1'; normal objects touching them must
make an RR or be destroyed; regenerates 1 hitirnd when
exposed to a powerful light source; can form wings of fire to fly
at a rate of 250"/rnd; uses infravision to see; 6™-7'; reduce
critical severity by 2 levels.,

Solaars are very powerful and very magical artificial beings,
Their bodies are like those of trim humans, but they have no outer
physical features such as a face. Tnstead, their skin is covered with
tiny plates which absorb heat and light, storing it within the body.
So much energy is stored within that a solaar cannot help but give
off vast amounts of energy at all times, causing it to leave a trail of
fire and melted slag wherever it goes. When it willfully releases
its beat energy within it, it does so with devastating effect.
Although denying it light will keep it from growing stronger and
regenerating wounds, utter darkness will not destroy this being,
Solaars have enough energy stored within them to last 100 years at
a stretch. They tend to be very intelligent and rather vain,

Vile: (-)-X,U-8; blind, they sense through heat receptors on
their skin, 200" range; 6"-7'; use Large creature critical table.
Viles are either all white or all black. They are humanoids with
long hair growing only from the back of their heads. Viles have
large, tooth-filled mouths and long, powerful claws. Though they
have no nose, eyes or ears, they are incredibly fast, perceptive, and
deadly in combat. These artificially made monsters are also highly
resistant to physical damage because of their superior construc-
tion. They should be treated as being mindless with respect to
mentalist-type spells. They kill all living things that they can find,
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and because of this viciousness, it was long wondered if viles
weren’t undead. Eventually it was determined that they were
artificially created through complex and thoroughly evil magic
rituals. Viles were originally made by the rhodintor (see Entities
From Other Planes), but now populate underground caverns and

-dungeon complexes, coming from many different sources. Viles

always dwell underground, as they cannot abide the sun or stars,
One vile in a thousand will be a more intelligent specimen. These
superior individuals can cast “Dark Channels” (Bvil Cleric base
list) spells, but because of their need for ritual, the spells take one.
full minute longer than the normal casting time. Their rituals often
include the beating of skin-wrapped drums. Viles do not eat their
victims, but kill mindlessly, as they were made to do.
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7.0 I
ENTITIES FROM OTHER PLANES

Entities from other planes can come in myriad forms however
the most common is that of the demon. Other entities have been
provided here to provide diversity. Most come from continuums
where space and even time is significantly different, and physical
laws are not the same. Interesting adventures come from not only
meeting these creatures that have come to our plane, but traveling
to their's as well.

Note that entities from other planes, like elementals and golems,
are not effected by poisons or spells meant to harm or effect the
internal systems of creatures, as all of these beings have com-
pletely different internal systems, and sometimes none atall. GM
discretion is required in all cases where such a being is to be
affected by something that was meant 1o effect humans, dwarves,
elves and similar beings.

7.1 DEMONS

A GM has many options when it comes to adding demons to his
campaign. They can be beings of religious importance, evil spirits,
_ and the like. They may also be the souls of the evil dead, twisted

and malformed into creatures of hatred and spite. Or they can
simply be beings from another plane, alien to ours. If they are the
spirits of evil dead, then the Demons From the Void found in
Creatures & Treasures is a useful section for you, and the demons
in this book require alittle work. If they are simply creatures native
10a plane alien 1o our own, then all the creatures in this section are
technically “demons” and should be treated as such, Remember
that demons don’t necessarily come from the same “alien” plane.
A GM should work out which demons exist in his campaign, and
which demons come from where. In any event, demons arc often
4 major adversary in a campaign. Always reason out why the
demon is where itis when itis encountered. Wouldn’t abeing from
another plane have some reason for coming here, or more aptly for
being summoned here? Realize of course, that most demons are
chaotic and so simply come to this plane to wreak havoc.

The demon “type” is given for comparative purposes, and as an
aid when using the “Dark Summons” spell list.

LESSER DEMONS

Acarva: (-)-EK$§#,(GZ)-7; Type 1lI; water demon; intelligent
but cruel; bite drains 1-3 Con pts or one life essence level (see
RMC I1); 6-7" tall; lessen crit severity by 2 levels.

Acid Demon: (-)-EK$#-8; Type II; humanoid covered in acidic
secretion; average intelligence; touch causes extra acid crit
(RMC 11 or use fire crit table); normal objects touched must
make an RR or be destroyed; 5'-6" tall; lessen crit severity by

1 level.

Corvox: (-}-EKS#-7; Type I; humanoid with tentacles for arms;
intelligent but cruel; spells (2xvl PP); 5.7 tall; lessen crit
severity by I level.

Grumoz: (-)-EK§#-6; Type I; apelike; stupid and cruel; 89’
tall; lessen crit severity by 1 level.

Huntarr: (-)-EK$#-7; Type IV; lion-headed humanoid;
extremely intelligent; spells (3xivl PP); 6"-7' tall; use Large
creature crit table.

Ice Demon: (-)-EKS$#-8; Type III; bluish-white demons covered
in snow and ice; intelligent but cruel; spells (2xtvi PP); touch
inflicts extra cold crit; immune to cold; 67" 1all; reduce crit
severity by 2 levels.

Plague Demon: (-)-EK$#-8; Type HI; black and green gaunt
humanoids with puss oozing out of many sores; low intelli-
gence; touch causes disease; 8'-9° tail; use Large creature crit
table.

Rashtar: (-)-EK§#-7; Type II; four armed red humanoid;
mindless: 7'-8' tall; reduce crit severity by 1 level.

Shade Demon: (-)-EK$#-8; Type IV, insubstantial and shad-
owy; very intelligent; spells (3xivl PP); 5 6" tall; use Large
creature crit table.

Smoke Demon: (-)-EK$#-7; Type II; grey humanoid sur-
rounded by smoke; immune 1o fire; change form to smoke

{1 timelhour for 10 min); intelligent but cruel; 5 *.6' tall; reduce
crit severity by 1 level.

Storm Demon: (-)-EK§#-8; Type V; black skinned humanoid
form; highly intelligent but cruel; spells (4xlvl PP); immune to
elements; 5'-6' tall; use Large creature critical table.

Thorned Demon: (-)-EK$#-7; Type II; humanoid form covered
with spines; low intelligence; throws spines (lcb 1-4/rmd);
causes 1-4 “A” puncture crits when it throws body on foe (bash
attack); 5'-6" tall; reduce crit severity byl level,

Tlaque: (-)-EK§#-7; Type I; white winged demon; low intelli-
gence; screeching stuns foes for 1 rndi10% RR failure; 67’
tall; reduce crit severity by 1 level.

These lesser demons are grouped together for simplicity’s sake
alone. They are not necessarily a group common 10 one area or
outlook. All of these lesser demons have the following incommon,
however: they all see in the dark as per the “Darkvision” spell, they
all are able to communicate with onc another (unless the GM is
separating demons into different groups from different planes) and
they all are evil in outlook, cruel in disposition and hate to be
controlled in any way.

Acarva are frog-like water demons, greenish black in color,
although some arc bluish black. Their huge mouth bites for terrible
damage, and drains constitution points (unless the GM is using life
essence levels as in RMC I7). Tt also has long claws to fight with
as well. It is encountered on this plane in the places demons
frequent or in various watcr sources (it does not have a preference
to fresh or salt water). It is completely amphibious, with no
restrictions as to how long it can be in or out of the water.

Acid demons are disgusting, fat vellow-skinned humanoids
with no hair and exaggerated facial features. It uses its fists in
combat, delivering damage from its acid secretions with each
blow. Acid demons possess neither weapons nor feasure, for
everything it touches, is destroyed. This creature wanders abroad,
without having a permanent lair, looking for prey.

A corvox is a demon who appears to be completely human
except that it has tentacles in place of normal arms. It uses these
tentacles to grapple foes, as well as for casting spells; it knows all
Evil Mentalist base lists to Sth level. Itis often encountered in the
company of another type of demon, such as a Tlaque or some
Grumoz. and will usually lead these lesser demons on its forays.
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Grumoz demons are apelike in appearance and huge. They will victims to death, sometimes encasing beings in ice while still alive,
never be encountered alone, always in groups. If a summoning A magic weapon is needed to damage these creatures,
spell is cast to summon Grumoz, 2-7 will appear rather than Jjust One of the most disgusting of all demonic creatures is the plague
one. They sometimes use simple weapons lie clubs, but prefer to demon. Mostare blackish green with yellow pus oozing from open
use their muscular arms to bash their foes into greasy pulps. They sores which cover their bodies. They are gaunt, with huge blood-
are very often the servants of more powerful demons, shot eyes, and their touch causes disease (roll and refer to the evil

Ahuntarr is a noble and proud creature, much like the lion’s head cleric list “Diseases™: 01-10 Chills, 11-20 Tongue Rot, 21-25
it bears. The rest of its body is that of a muscular human, Half of Asthma, 26-35 Leprosy, 36-40 Malaria, 41-45 Pneumonia, 46-50
the huntarrs know the Warrior Mage base spells to 20th level (if Elephantiasis, 51-60 Leukemia, 61-70 Rabies, 71-100 Plague).
RMC 11 is not used, use Monk spells). The rest know Beastmaster They are loners, avoided even by other demons. Only magic
base spells to 20th level (if RMC Il is not used, use Ranger spells). weapons will harm them, &
They specialize in hunting down victims like demonic bounty Rashtar are four armed humanoids with scaly. red skin. As
hunters, although they atso lead lesser demons into battle when berserker fighters, they are mindless in their pursuit of prey. They
needed. The huntarrs with Beastmaster spells are often found in normally wield swords, hand axes, scimitars, and/or whips in each
wilderness situations, actually conversing with animals and using of their four hands. They are often encountered with warrior
them for servants by use of their spells. They are excellent trackers demons (see RMC). Rashtar never use shields, retreat from battle
and rely on their sense of smell as much as on sight or hearing. or surrender, nor do they accept surrender from their foes.
They often ride demon horses or even demon dogs. Shade demons appear to be shadowy blurs with yellow human

Ice demons are bluish white humanoids with snow and ice eyes. Magical weapons are required to hit these beings. They cast
billowing around them at all times. The ice demon'’s high defen- spells from the “Dark Law” (Necromancer base), “Darkness™ (Evil
sive bonus is derived from the chaos of this miniature maelstrom. Magician) and “Spirit Mastery” (closed ess. ) lists, as well as being
Their touch is that of flesh-numbing cold. On their home plane, ice practically invisible in shadows. Sometimes called temptation
demons would lair in an icy cavern complex. They know the “Ice demons, they enjoy tempting individuals to do evil and horrible
Law” (Magician base) list to 20th level. They enjoy freezing their deeds in the dark of night, and if they can tempt their victims

without using spells, all the better. Such victims are usually slain
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Grey skinned humanoids with glowing red eyes and surrounded
by smoke, smoke demons are said to stink like no other being, with
only plague demons coming close, These beings can also become
smoke themselves, thus they are able to slip through cracks and
avoid physical damage. Though while in smoke form, they are
unable to make attacks. In their normal form, they still require
magic weapons to do them harm and are immune to heatand flame.
Each has two horns on its head which are used in combat, when
weapons are unavailable.

Storm demons are extremely powerful elemental demons. They
are black skinned humans, clothed in billowing winds, with
lightning eyes and long, unruly hair. They fly at will (300'/rad),
causing storms wherever they go. They.can cast spells from the
“Weather Ways” (open chan.) list, and any other spell having todo
with the atmosphere. They prefer lightning storms, but will
willingly cause blizzards, tornadoes, or other foul weather. They
can also throw lightning bolts (1x/3 rnds; 300’ range). They wield
magical weapons in combat, usually ones causing extra clemental
criticals, while magical weapons in turn are needed to harm them.

Thom demons are tan in color, covered with thorns and spikes.
These beasts always wear a leering, hideous smile, and while not
very intelligent, they seem to delight in impaling living creatures
on their thorny bodies. To this end they not only shoot out their
quills, but throw themselves on their foes, stabbing them with 1-4
thorns if their bash attack was successful. In large combats, they
are normally considered fodder by whomever is leading them (a
thonis demon or & huntaar, usually). Their own spines wiil never
harm them, as magic weapons are needed to hurt them. Because
of this, they are often found in caverns or chambers with spike
covered walls and floors, letting the spikes pierce their own skin,
only o to have the wounds immediately close and heal.

Tlaque demons are unlike other demonic creatures in that their
skin and wings are white. They are almost skeletal in appearance
due to their gaunmess. Tlaque are known for their screeching
which is so shrill that it will cause all within 10' to be stunned for
1 md/10% RR failure. They are normally encountered in large
numbers, for singly they are not very powerful. Their wings are
thin and somewhat frail, thus they.cannot fly for long distances nor
carry heavy weights.

SPECIAL DEMONS

Demon Drake: (-)-EK$#-9; Type V; breathes black fire (FBr;
bolt range 400'; cone length 200'; cone base 75'; causes cold
and heat crits); casts spells (4xlvi PP); immune to cold and
heat; 20'-30" body, 50°-70" wingspan.

Demon drakes are dragons from another plane. They appear to
be small demonic drakes, black in color, or rarely reddish black.
They cast spells from the following lists: “Mind Domination” (Evil
Mentalist.), “Darkness” (Evil Mage), “Dark Summons” (Evil
Magician), “Matter Disruption™ (Evil Magician), “Spell Reins™
(closed ess.) and “Lofty Bridge” (closed ess.). They are often
encountered leading other demons (they can summon them with
spells when needed) or serving a powerful demon lord. Like their
dragon counterparts on this plane, their blood is caustic, and they
are allowed the special dragon attack patterns described in C&T.
Their breath weapon is unlike any on this plane, which consists of
black fire which is paradoxically hot and cold at the same time.
They do not sleep for long periods like normal dragons, and their
mating practices (if any) are unknown. They hoard treasure as their
brethren do.

| Acip Demon, Frzzzm, THONIS,
AND XAASTYL
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