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Welcome ot the Bestiary of the Sword Lands!

Many beings and creatures may be encountered while wandering the Sword Lands, as well as other 
far-out countries of the Realmz and Anarym continents. Herein, you will find basic descriptions of 
virtually every type of being, beast, monster, creature and entity adventurers are likely to meet face to 
face in the Sword Lands Trilogy of scenarios for Realmz, namely Trouble in the Sword Lands, War in 
the Sword Lands and Wrath of the Mind Lords. Enjoy!

Pierre H. Vachon (Psion)
Sherbrooke (QuŽbec), Canada
July 2003

----------------------------------------------------------------------------------------------------------

A Foreword from the Generous Sponsors of this Tome:

We at Adventurers Inc., always searching for ways to improve our services, have sponsored 
and edited the compilation of the following guide, to be used by the good folks most 
important to us: you, the adventurers. After all, as our slogan sincerely claims, " If you're not 
successfull, We're not successfull".

				We would like to express our deepest gratitude to the countless adventurers who have 
supplied their own tidbits of information about the numerous creatures described herein, 
often at the price of life and limb. But then again, as all experienced adventurers know, "You 
can't have your orc rinds without first wrestling an orc or two!". In any case, after years of careful 
information-gathering, checking and compiling, we now proudly present to you this " Bestiary 
of the Sword Lands".

				For free, of course!

    However, because of the special circumstances surrounding our means of 
information-gathering for this book, we can`t obviously convey to you any and all details of 
the creatures described herein. For instance, information regarding natural resistances, magic 
resistances, specific special abilities, specific spells used, damage caused per attack, etc. were 
never relayed to us in any reliable (and complete) manner - mainly because those that would 
provide descriptions of creatures were too busy fighting them at the time! In any case, the 
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description for each creature presented in this tome is arranged according to the following:

Name
(picture, if any)
Level
Armor Rating (AR)
Main armor type (if any - no entry means natural AR, such as skin, scales, etc.)
# of attacks (along with bonus damage from Brawn)
Favored weapon type (including relevant natural attacks, such as claws, bite, etc.)
# of magical attacks (along with spell points -SP; lack of an entry means no magical attacks)

    And as a bonus (are we nice, or what?!?), we provide in the last chapter of this tome a short 
repository of known/observed psionic powers.

				Therefore, we hope the information within this guide will prove useful (if not life-saving), 
and that whenever you peruse its pages, you will think fondly of us at Adventurers Inc.. If you 
wish to drop by to see us, and perhaps even make use of our services, remember where you 
can find us: either at our (newly re-opened) branch in the town of Aranys, at our Home Office 
in the great city of Tanirith, or in the city of Seacrest (off the Azure Coast, on the continent of 
Anarym). New branches in Wailsrond, Lantharond and Sharranth are already under 
construction! We are open day and night, every day of the sevenday, 4 sevendays a month, 
every month of the year (disclaimer: major catastrophic events such as plagues, wars, natural 
disasters, freed demon princes, awaken mind lords, and the like, may result in our 
branches/offices so-afflicted being unable to respect fully this pledge concerning our open 
business hours - sorry). 

				So enjoy this guide, and don't forget to drop by our offices!

				Safe journeys, and safer returns!
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Beings from the Netherworlds

      These foul, vile, brutish and malignant creatures are natives from the netherplanes of the 
Abyss, Tarterus, Nine Hells or Pandemonium. However, they occasionally travel to the 
Prime Material Plane, either ordered by their masters on a mission to further evil or because 
they have been summoned by a powerful mage.

      Occasionally, some of these creatures will also wander outer planes such as the Astral 
Plane. In any event, each of these beings constitute an incarnation of evil, the degree of 
vileness increasing with the strenght (or nobility) of the individual.

----------------------------------------------------------------------------------------------------------

Cacodaemon, Warlord
Hailing from one of the Tarterus or Pandemonium planes, these beasts are often summoned 
by powerful enchanters to perform their bidding.

                    ÊLevel: 18
                     AR: 70
                     Main armor type: none known
                     # of attacks: 5 (+6 dmg Brawn bonus)
                     Favored weapon type: claws (electric dmg x2, fire dmg x2) x4/bite (confuse)
# of magical attacks: 1 (300 SP)

Cacodaemon, Warrior
A blaze of claw and fang.  The speed of these netherworld creatures is without comparison.

Level: 9
AR: 50
Main armor type: none known
# of attacks: 5 (+3 dmg Brawn bonus)
Favored weapon type: claws (fire dmg) x4/bite (paralyze)

Daemon, Assassin
An netherwordly executioner usually sent by Kharalkuur, God of Death and Murder, to 
those who have incured his unholy wrath.

          ÊLevel: 15
           AR: 72
           Main armor type: none known
           # of attacks: 4 (+6 dmg Brawn bonus)
           Favored weapon type: usually scimitar +2, or claws (curse)/claws (cause fear)/claws 
(stupify)/claws (paralyze)
# of magical attacks: 2 (225 SP)

Demon, Cendook
Another vicious inhabitant of the Netherworlds.
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Ê                    Level: 12
                     AR: 80
                     Main armor type: none known
                     # of attacks: 5 (+4 dmg Brawn bonus)
                     Favored weapon type: claws x4/bite (cause fear)

Demon, Corelian Stench
One of the higher demons of the Netherworlds.
     
                   ÊLevel: 24-35
                     AR: 100
                     Main armor type: varied (usually magical)
                     # of attacks: 4-5 (+7-12 dmg Brawn bonus)
                     Favored weapon type: varied (usually magical), or claws (cause fear)/claws 
(paralyze)/claws (poison)/claws (stupify), or claws x4/bite
# of magical attacks: 1 (250-300 SP)

Demon, Lord/Prince
Often rulers in their own right of a netherworld plane (or two, or three), they are also often 
in the service of one dark God or another.

Ê                     Level: 60+
                       AR: 100
                       Main armor type: varied (usually magical)
                      # of attacks: 4-5 (+6-10 dmg Brawn bonus)
                      Favored weapon type: varied (usually magical), or pummel x2/bite
Ê                    (poison)/sting (paralyze), or claws (fire dmg) x5
                     # of magical attacks: 2 (500+ SP)

Demon, Warrior
Spawn of the Abyss, they serve their only masters: the Demon Lords.

          ÊLevel: 6
            AR: 80
            Main armor type: varied (often magical)
            # of attacks: 2 (+2 dmg Brawn bonus)
            Favored weapon type: varied (often magical) or claws x2
# of magical attacks: 1 (125 SP)

Succubus
This most beguiling of demons preys on the sexual impulses of mortals.  Taking the shape of 
a beautiful man or woman, they lure unsuspecting souls to their doom.

          ÊLevel: 12-15
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            AR: 65-75
            Main armor type: varied (often magical)
            # of attacks: 3 (+6 dmg Brawn bonus)
           Favored weapon type: varied (often magical) or claws (cause fear or paralyze) x2/bite 
(drain experience)
# of magical attacks: 1 (250 SP)

Tlarantale's Handmaiden
Demonic servants of the Goddess Tlarantale, they act as her representatives to the shadow 
elves, as well as dispatchers of the dark Goddess' "justice".

           ÊLevel: 15
             AR: 90
             Main armor type: varied (usually magical)
             # of attacks: 4 (+6 dmg Brawn bonus)
            Favored weapon type: claws (paralyze) x4
# of magical attacks: 1 (300 SP)
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Dragons

      Dragons are creatures that are rarely or uncommonly encountered. They are very 
powerful and almost always vile. Dragons use powerful magic spells or their powerful 
breath in combat if they can, although their bite, claws and tail are strong enough to deal 
with most foes.

      As if this was not enough, individual dragons tend to increase in power and strenght as 
they age and in relation with the size of their hoard. For those adventurers foolish enough 
to consider hunting down a dragon to seize its hoard, it is best to remember one vital thing: 
dragons have no qualm at subjugating humanoids (or other such creatures) to keep as 
servants and/or canon fodder if need be.

----------------------------------------------------------------------------------------------------------

Black Dragon
A little bigger than a green dragon, this sleek dragon prefers to live in humid, dark swamps 
(like the Scales Swamps) or pools of hot, acid waters. Its breath weapon is pure acid.

                     ÊLevel: 11+
                      AR: 70-80
                      # of attacks: 4 (+1-5 dmg Brawn bonus)
                      Favored weapon type: claws (chemical dmg) x2/bite
                      (chemical dmg)/tail (stupify)
# of magical attacks: 1-2 (150+ SP)

Blue Dragon
Capable of breathing lightning.  Woe to the fools that find themselves in lonely company 
with one such as this. These dragons prefer to lair in high mountain ranges, such as the 
Khanark Rockies. Their breath weapon is sure to shock you to death.

                    ÊLevel: 12+
                     AR: 70-80
                     # of attacks: 4 (+2-4 dmg Brawn bonus)
                     Favored weapon type: claws (cause fear) x2/bite (electric
                     dmg)/tail (stupify)
# of magical attacks: 1 (150+ SP)

Brown Dragon
These dragons are a mix of red and black dragons. They prefer to lair in deep caves nestled at 
the foot of mountains near human or elven communities, often raiding trade caravans or 
directly attacking towns to ransack them.

                     ÊLevel: 18+
                      AR: 60-70
                      # of attacks: 4- (+2-6 dmg Brawn bonus)
                      Favored weapon type: claws (cause fear) x2/bite (fire or chemical
                      dmg)/tail (stupify)
# of magical attacks: 2 (300+ SP)
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Dragon Spirit
Bound by a covenant with powerful kings to protect their kingdoms (such as the 
Dragonheart dynasty and the kingdom of Lantharond) and possessions, even in the 
after-life.

Level: 40
AR: 95
# of attacks: 4 (+8 dmg Brawn bonus)
Favored weapon type: bite (drain experience)/claws (cause fear) x2/tail (paralyze)
# of magical attacks: 3 (900 SP; mainly level 1-5 psionic powers/spells)

Emerald Dragon
One of the greater races of evil dragons, it is said that they easily rival with their red kin in 
cruelty and evil. They seek dark, thick forests as prefered sites for lairing.

                     ÊLevel: 18+
                      AR: 80-90
                      # of attacks: 4 (+2-6 dmg Brawn bonus)
                      Favored weapon type: claws (cause fear) x2/bite (paralyze or
                      chemical dmg or stupify)/sting (poison or paralyze)
# of magical attacks: 1-2 (250+ SP)

Gold Dragon
Strongest of the good dragons. This race of dragon kind devotes their entire lives to the 
destruction of their evil kin. It is said that they dwell in magic castles that float slowly high 
in the skies, far above the clouds.

                     ÊLevel: 20+
                      AR: 95-100
                      # of attacks: 4 (+5-6 dmg Brawn bonus)
                      Favored weapon type: bite (stupify or fire dmg)/claws (cause fear)
                      x2/tail (paralyze or stupify)
# of magical attacks: 2 (250+ SP)

Green Dragon
One of the weaker races of dragon kind. A sly mind and a taste for blood make green 
dragons a force to be feared. These dragons usually lair in damp forests (like the rainforest in 
the Forgotten Valley) or in damp caves.

                     ÊLevel: 10+
                      AR: 60-90
                      # of attacks: 4 (+1-4 dmg Brawn bonus)
                      Favored weapon type: claws (cause fear) x2/bite (chemical
                      dmg)/tail (stupify or entangle)
# of magical attacks: 1 (150+ SP)
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Green Dragonet
Offspring of a green dragon mating pair.
Level: 4-8
AR: 40
# of attacks: 2 (+0 dmg Brawn bonus)
Favored weapon type: claws /bite (chemical)
# of magical attacks: 0-1 (0-110 SP)

Ice Dragon
Common in areas of cold climate, such as the Snowy Rockies.  No dragon in the Realmz can 
match this breed when it comes to having a heart of pure evil. Their breath of chilling cold 
will leave you brittle.

                      ÊLevel: 10+
                       AR: 90-95
                       # of attacks: 4 (+2-6 dmg Brawn bonus)
                       Favored weapon type: claws (cause fear or cold dmg) x2/bite (cold
                       dmg)/tail (stupify)
# of magical attacks: 1 (250+ SP)

Kisk Dragon
These good dragons are not nearly as powerful as gold dragons, but they are as dedicated in 
destroying their evil kin. They usually live with gold dragons.

Level: 8+
AR: 65
# of attacks: 3 (+1-4 dmg Brawn bonus)
Favored weapon type: claws (cause fear) x2/bite (fire dmg)
# of magical attacks: 1-2 (150+ SP)

Red Dragon
Strongest of the evil dragons. Few have met with one and lived. These wyrms usually lair in 
high mountains ranges (such as the Khanark Rockies) or in volcanic areas (such as the 
Volcanic Rockies).

                     ÊLevel: 15+
                      AR: 70-95
                      # of attacks: 4 (+6 dmg Brawn bonus)
                      Favored weapon type: claws (cause fear) x2/bite (fire dmg)/tail
                      (stupify)
# of magical attacks: 1 (250+ SP)

Red Dragonet
Offspring of a red dragon mating pair.
Level: 5-7
AR: 45
# of attacks: 3 (+1 dmg Brawn bonus)
Favored weapon type: claws x2/bite (fire dmg)
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# of magical attacks: 1 (60-120 SP)

Sea Dragon
Not one of the more powerful members of dragon kind, this wyrm is nonetheless ruler of the 
seas ... above them and under them. Its breath weapon of hot water vapors is not for the 
timid.

                      ÊLevel: 11+
                       AR: 60-80
                       # of attacks: 4 (+5-6 dmg Brawn bonus)
                      Favored weapon type: claws x2/bite (cause fear or chemical
                       dmg)/tail (entangle)
# of magical attacks: 1 (250+ SP)

Spectral Dragon
These extremely rare and supremely powerful wyrms roam the Astral Plane. Beware their 
spectral breath weapon.

                      ÊLevel: 35+
                       AR: 60
                       # of attacks: 4 (+3 dmg Brawn bonus)
                       Favored weapon type: claws x2/bite (mental dmg)/tail (stupify)
                       # of magical (psionic) attacks: 1 (300+ SP; level 1-6 psionic powers/spells only)
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Dwarves

      Calling themselves " Duhelarym " ("Children of the Floating Earth"), the dwarves are 
comprised of two distinct branches: the "true" dwarves (" Dunedarym ") and the grey dwarves 
("Duergar "). Dwarves in general are stocky and average in height between 3 and 1/2' and 4 
and 1/2'. Their appearance is by and large rough and rugged, with thick hair and long 
beards of dark colors, and piercing dark eyes. They are usually serious-minded, taciturn, 
dour, brooding, stubborn, opiniated, suspicious and somewhat avaricious. Yet, they are well 
known for being brave, valorous, loyal, reverent of their gods and ancestors, and 
deeply-rooted in a sense of identity and duty to their families, clans and communities. The 
natural lifespan of a dwarf being about 350-850 years, it is no surprise that patience, hard 
work and facing challenges head-on are their creed; hence, they excel in fighting, mining, 
smeltering, craftsmanship, war craft and engineering.

      While not very musical in nature, dwarves are nevertheless quite good (and proud) at 
singing songs of battles, or songs dedicated to the glorious deeds of their gods and heroes 
(in any event, these songs always sound like military marches with strong and dramatic 
opera-like flavor to them). Lastly, dwarves tend to congregate in large, highly organized 
communities (undercities) deep under mountains or in the underearth, ruled by a strong 
king. Fearful of invaders or those that would seek to steal their riches, dwarves will often 
keep the location of their undercities a secret, building instead above-ground small trading 
posts to trade with other races (such as humans and elves).

----------------------------------------------------------------------------------------------------------

Dunedarym
Also known as true dwarves, the dunedarym can be considered what one may call the 
typical dwarves. They usually settle in large, secret undercities deep under mountains or 
mountain ranges (e.g. the Dwarven Halls in the Khanark Rockies). However, the dunedarym 
are quite receptive to the world, often developing both economical and political ties with 
their human and/or elven neighbors; it is therefore not uncommon to encounter a dwarven 
adventurer.

           ÊDwarven Adventurer
            Level: 8-11
            AR: 50-60
Main armor type: varied (often magical)
# of attacks: 2 (+1-3 dmg Brawn bonus)
Favored weapon type: usually axes and/or crossbow (often magical)

Dwarven Champion/Hero
Level: 8-10
AR: 65
Main armor type: dwarven chain armor +10, Moradin's wall +2
# of attacks: 2 (+1-2 dmg Brawn bonus)
Favored weapon type: usually dwarven cutter +2

           ÊDwarven Fighter/Warrior
            Level: 4-8
            AR: 45-54
Main armor type: dwarven chain armor +10, shield (non-magical)
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# of attacks: 1-2 (+1 dmg Brawn bonus)
Favored weapon type: usually axes and/or crossbow (non-magical)

            ÊDwarven King
             Level: 14+
             AR: 85-95
Main armor type: dwarven chain armor +10, Moradin's wall +2
# of attacks: 3-4 (+4 dmg Brawn bonus)
Favored weapon type: usually war axe or battleaxe (usually magical)

           ÊDwarven Priest
            Level: 8-10
            AR: 60-65
Main armor type: dwarven chain armor +10, Moradin's wall +2
# of attacks: 1 (+1-2 dmg Brawn bonus)
Favored weapon type: usually dwarven cutter +2 or battle hammer +1
# of magical attacks: 1 (200-225 SP)

Dwarven Slave
Level: 4-6
AR: 20
Main armor type: usually animal furcloak (non-magical)
# of attacks: 2 (+1- dmg Brawn bonus)
Favored weapon type: usually mining pick (non-magical)

Duergar
Simply put, the duergar (or "shadow dwarves", or "grey dwarves") are to the dwarves what 
the shadow elves are to the elves. They dwell in dark cities built deep in the underearth (a 
good example is the undercity Greyshimmers), usually under theocratic rule by a caste of 
dark priests. Vile, vicious and depraved, the dirty and filthy shadow dwarves prey on any 
race of the underdark (save perhaps for the shadow elves, which are feared). They often war 
with kobolds, deep gnomes and all-too-often seek to ransack the undercities of their 
dunedarym cousins. In accordance to their foul and evil disposition, they usually worship 
dark gods such as Orcas (God of Undeath and Horrors), Hates (Goddess of Hatred) or 
Kharalkuur (God of Murder and Death). Lastly, in contrast to true dwarves, the shadow 
dwarves dabble in dark magic arts - thus, even the lowliest of the duergar possesses some 
magic abilities.

          ÊShadow Dwarf
           Level: 3
           AR: 50
Main armor type: usually dwarven chain armor +10
# of attacks: 2 (+2 dmg Brawn bonus)
Favored weapon type: small swords/axes and/or crossbow (rarely magical)
# of magical attacks: 1 (75 SP)

Shadow Dwarf Cutthroat
Level: 3
AR: 50
Main armor type: usually leather armor (non-magical)
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# of attacks: 2 (+2 dmg Brawn bonus)
Favored weapon type: small swords/axes and/or crossbow (rarely magical)
# of magical attacks: 1 (75 SP)

Shadow Dwarf Leader
Level: 8
AR: 60
Main armor type: usually dwarven chain armor +10 and shield (non-magical)
# of attacks: 2 (+4 dmg Brawn bonus)
Favored weapon type: usually short sword +2
# of magical attacks: 1 (100 SP)

           ÊShadow Dwarf Priest
            Level: 11
            AR: 75
Main armor type: usually dwarven chain armor +10 and shield (non-magical)
# of attacks: 2 (+3 dmg Brawn bonus)
Favored weapon type: usually battleaxe +2
# of magical attacks: 2 (250 SP)
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Elemental Creatures

      Elemental creatures are what their names imply: they are native from the outer elemental 
planes (e.g. air, fire, water, earth, lightning, etc.). These creatures are usually encountered 
when summoned -either by a wizard or a demon lord-, their function being to protect/defend 
their summoner or to guard a special room or item.

----------------------------------------------------------------------------------------------------------

Air Elemental
A walking, raging storm of winds, snow and electricity.

                      ÊLevel: 20
                       AR: 60
                       # of attacks: 4 (+3 dmg Brawn bonus)
                      Favored weapon type: sting (electric dmg) x2/sting (cold dmg) x2
                      # of magic attacks: 1 (250 SP)

Earth Elemental
A creature made of solid earth and rock. It's club-sized fists can knock you out easily.

                     ÊLevel: 18
                      AR: 90
                      # of attacks: 3 (+6 dmg Brawn bonus)
                      Favored weapon type: club (stupify) x3
                      # of magic attacks: 1 (250 SP)

Fire Elemental
A creature made of pure fire.

                     ÊLevel: 17
                       AR: 50
                      # of attacks: 3 (+4 dmg Brawn bonus)
                      Favored weapon type: claws (fire dmg) x3
                      # of magic attacks: 1 (250 SP)

Lightning Elemental
Living lightning.

                      ÊLevel: 15
                       AR: 50
                       # of attacks: 3 (+3 dmg Brawn bonus)
                      Favored weapon type: claws (electric dmg) x2/bite (electric dmg)
                      # of magic attacks: 2 (300 SP)

Water Elemental
Made of solid water; this creature's prefered attack is to splash its opponents with hot jets 

Bestiary of the Sword Lands Elemental Creatures Page  13



of water vapors to disorient and confuse them.

                     ÊLevel: 16
                      AR: 50
                      # of attacks: 3 (+3 dmg Brawn bonus)
                      Favored weapon type: slime (confuse) x3
                      # of magic attacks: 1 (250 SP)
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Elves

      Calling themselves " Aereny " ("Children of the Faerie"), the elves are comprised of four, 
self-named distinct branches: the Valoreny  ("The Great-Spirited Ones"; high elves), the 
Vassaleny ("The Deep-Minded Ones"; grey elves), the Thasselany ("The Free-Singing 
Ones"; forest/wood elves) and the Quetzaleny  ("The Superior Ones"; shadow elves or 
"drow"). Elves are typically slender and thin, averaging 4 and 1/2 to 5 and 1/2 feet tall. 
Their features are characteristically angular and finely chiseled, along with slanted eyes 
and pointed ears.

      Being very long-lived (averaging about 1200 years), the overall attitude of elves is the 
slow enjoyment of life and the lack of need to accomplish things in a rush. To this effect, 
their patience is often viewed as procrastination; however, their outlook and plans (or 
goals) are in truth quite far reaching and their memory is rarely forgetful. With the 
exception of the drow, elves enjoy artistic activities to their fullest, such as singing, dancing 
and craftmanship for the sake of art; simply put, they look for the innate beauty in all things 
and activities. Without exception, however, all elves are fascinated by magic and devote 
both time and energy to study arcane forces. Indeed, the magical abilities of elves is legend 
to all other races.

----------------------------------------------------------------------------------------------------------

Quetzaleny
A legend in themselves, the infamous, dreaded quetzaleny ("drow", "shadow elves") 
constitute an epitome of chaos and evil. Secretive and always plotting (against the surface 
world, other races of the underearth, or even against themselves), they dwell in large 
undercities that appear as alien in architecture as they nonetheless leave any surface worlder 
in awe (a good example of that would be the undercity Naaz'Tzaraneen). Drow society is 
highly hierarchical, with the strongest noble house ruling the undercity. In turn, each noble 
house is ruled by a devious, unforgiving and cruel highpriestess (or matron mother). All life 
of the drow revolve around two precepts: the female of the species are stronger and are the 
rulers, and all females are priestesses of the Goddess Tlarantale (also known as Lloth). Under 
the watchful eyes of their demonic Goddess, the drow strive continually to become stronger, 
seeking to conquer their underearth neighbors and longing for the day they will destroy their 
hated cousins of the surface. Those individuals who are found weak or who have failed in 
whatever task they were given are sometimes transformed into horrible half-elf, half-spider 
abominations ("arachnian" or "drider") in punishment. Rarely, a drow female will be 
encountered as an adventurer, having chosen a self-imposed exile as opposed to being killed 
in one of those all-too-numerous intercine wars between noble houses, or between sisters 
within the same noble house. The life of a drow is unforgiving, it is said, and that is why the 
drow seek to distribute such unforgiveness to all other races ...

        ÊShadow elf, Adventuress
          Level: 12
          AR: 70
Main armor type: varied (often magical)
# of attacks: 2 (+2 dmg Brawn bonus)
Favored weapon type: varied (often magical)
# of magical attacks: 1 (150 SP)

         ÊShadow elf, Arachnian/Drider
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            Level: 7
           AR: 55
Main armor type: mithril chain armor +6 and shield (non-magical)
# of attacks: 3 (+3 dmg Brawn bonus)
Favored weapon type: net, or claws (paralyze) x2/bite (poison)
# of magical attacks: 1 (125 SP)

        ÊShadow elf, Archer
           Level: 5-8
          AR: 60-70
Main armor type: varied (often magical)
# of attacks: 2 (+2 dmg Brawn bonus)
Favored weapon type: usually scimitar +1
# of magical attacks: 1 (100 SP)

Shadow elf, Cutthroat
Level: 5
AR: 60-70
Main armor type: varied (sometimes magical)
# of attacks: 2 (+2 dmg Brawn bonus)
Favored weapon type: usually scimitar (non-magical) and/or poison throwing daggers
# of magical attacks: 1 (100 SP)

 Ê       Shadow elf, Highpriestess
           Level: 25+
          AR: 95
Main armor type: adamandine armor +12, spider cloak +7, arachnecklace +3
# of attacks: 3 (+3 dmg Brawn bonus)
Favored weapon type: serpent's kiss +2 and/or shuriken
# of magical attacks: 2 (600+ SP)

         ÊShadow elf, Priestess
            Level: 12
           AR: 70-80
Main armor type: varied (often magical)
# of attacks: 1-2 (+2-3 dmg Brawn bonus)
Favored weapon type: often serpent's kiss +2 and/or biting vipers +1
# of magical attacks: 2 (300-400 SP)

        ÊShadow elf, Sorcerer/Warlock
          Level: 11
          AR: 70-75
Main armor type: varied (often magical)
# of attacks: 1-2 (+0-1 dmg Brawn bonus)
Favored weapon type: usually quarterstaff +2 and/or biting vipers +1
# of magical attacks: 2 (300-400 SP)

        ÊShadow elf, Warrior
          Level: 5-8
          AR: 60-70
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Main armor type: varied (often magical)
# of attacks: 2 (+2 dmg Brawn bonus)
Favored weapon type: usually scimitar +1
# of magical attacks: 1 (100 SP)

Thasselany
Although nearly all surface elves in general dwell in forests and woodlands, the thasselany 
("forest elves" or "wood elves") have the additional distinction of being rather reclusive and 
mistrusting of other races (except for other surface elves). Thus, they are quite protective of 
their (wood) lands, very rarely involving themselves in the affairs of the world, not even 
establishing trade or political ties with anyone else but other surface elves (if another 
community happens to be nearby). They organize themselves into small independent clans or 
tribes, very rarely uniting under a king or queen. Forest elves are a whole more rural in their 
mentality and outlook, in contrast to their valoreny and vassaleny cousins. Thus, it is a 
rare thing indeed to encounter a forest elf outside of his (or her) homeland. Lastly, the 
thasselany tend to dress pragmatically and simply, using green and earthy tones that help 
them blend in their habitat.

        ÊForest elf, Druid
           Level: 12
          AR: 65
Main armor type: varied (often magical)
# of attacks: 2 (+2 dmg Brawn bonus)
Favored weapon type: usually quarterstaff +1
# of magical attacks: 2 (500 SP)

        ÊForest elf, Leader
           Level: 12
          AR: 75
Main armor type: varied (often magical)
# of attacks: 3 (+2 dmg Brawn bonus)
Favored weapon type: usually long sword +1 and/or crossbow +2
# of magical attacks: 1 (150 SP)

        ÊForest elf, Warrior
           Level: 6
        ÊAR: 65
           Main armor type: varied (sometimes magical)
           # of attacks: 2 (+2 dmg Brawn bonus)
Favored weapon type: usually swords and/or crossbow (non-magical)
# of magical attacks: 1 (100 SP)

Valoreny
The open-minded valoreny (high elves) are those that tend to roam the world most; while 
they are not nomadic (quite contrary), their communities, cities or kingdoms often involve 
themselves in the affairs of the world as much as their human counterparts (a good example 
of this is the lost forest-kingdom of Aurystan). In fact, from a strictly relative elven point of 
view, the high elves are considered almost human by the other elven branches. Thus, the 
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valoreny interact politically and trade actively with humans and other "goodly" races and, 
when necessary, they do not hesitate to go to war to protect or defend their interests; 
accordingly, most elven adventurers are of high elven stock. While the valoreny are magical 
in nature (as elves usually are), they nevertheless hone their fighting skills to as much 
perfection as possible, something they view as both rewarding spiritually and necessary in 
order to remain open to the world and thrive securely within it (note that this philosophy 
contrasts to some extent with the outlook of the other elven branches, with the obvious 
exception of the evil drow!). Their "human-like" approach toward the world is also reflected 
in the way they dress, favoring praticality over style and panache. However, their apparels 
can still be quite rich in color and texture.

        ÊElven Champion/Leader
           Level: 12
          AR: 75
Main armor type: usually elven chain armor +12 and elven cloak +6
# of attacks: 3 (+3 dmg Brawn bonus)
Favored weapon type: usually long sword +2 and/or elven crossbow +4
# of magical attacks: 1 (175 SP)

         ÊElven Forest Knight
            Level: 6-10
           AR: 55-60
           Main armor type: varied (often magical)
           # of attacks: 3 (+1-2 dmg Brawn bonus)
Favored weapon type: usually swords and/or crossbow (often magucal)
# of magical attacks: 1 (100 SP)

         ÊEleven Forest Knight Commander
            Level: 12-15
           AR: 60-70
           Main armor type: varied (often magical)
           # of attacks: 3-4 (+2-3 dmg Brawn bonus)
Favored weapon type: usually long sword +2 and/or elven crossbow +4
# of magical attacks: 1 (150 SP)

         ÊElven Mage
            Level: 12-18
           AR: 60
Main armor type: robe of protection +1 and elven cloak +6
# of attacks: 2 (+1 dmg Brawn bonus)
Favored weapon type: usually quarterstaff +2 and/or darts of the hornest's nest
# of magical attacks: 2 (350-650 SP)

        ÊElven Priest/Priestess
           Level: 12-18
          AR: 60
Main armor type: usually elven chain armor +12 and elven cloak +6
# of attacks: 2 (+2 dmg Brawn bonus)
Favored weapon type: usually mace +2
# of magical attacks: 2 (350-650 SP)
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         ÊElven Warrior
            Level: 6
        ÊAR: 55
           Main armor type: usually elven chain armor +12
           # of attacks: 2 (+1 dmg Brawn bonus)
Favored weapon type: usually swords (non-magical) and/or bow +1
# of magical attacks: 1 (100 SP)

Vassaleny
While quite open to the world, the vassaleny (grey elves) tend to be somewhat protective, 
secretive and mysterious about their ways and lifestyles. Indeed, their communities, cities or 
kingdoms keep ties with other races and nations (mostly through trading and exchange of 
knowledge), but seldom involve themselves in the political affairs, wars, or disputes of the 
world (a good example would be the forest-kingdom of Lorill, in the Everspring Forest). To 
this effect, they may be characterized as isolationists; in fact, they are often perceived as 
aloof, arrogant and non-caring about the plights and tribulations of other races and 
nations. Nonetheless, it is not uncommon for a grey elf to be seen traveling, or staying 
temporarily in a human city (or otherwise) for a definite purpose, such as trading or seeking 
new knowledge of some kind. On the other hand, grey elves are rarely adventurers. Their 
isolationism stems mainly from their ideology of Ôlive and let liveÕ; hence, grey elves are 
considered as noble but quite haughty. Finally, the peaceful ways of gray elves can be 
misleading: they can become a fearsome enemy if they are forced to defend their territories or, 
after much efforts of persuasion, when they help protect non-vassaleny elven communities. 
In appearance, grey elves tend to dress in flowing robes or ample clothes with bright colors 
in intricate patterns, and sport the most extravagant (ÔartisticÕ) hair styles.

 Ê       Elven Champion/Leader
           Level: 12
          AR: 75
Main armor type: usually elven chain armor +12 and elven cloak +6
# of attacks: 3 (+3 dmg Brawn bonus)
Favored weapon type: usually long sword +2 and/or elven crossbow +4
# of magical attacks: 1 (175 SP)

Ê        Elven Druid
           Level: 12
          AR: 65
Main armor type: varied (often magical)
# of attacks: 2 (+2 dmg Brawn bonus)
Favored weapon type: usually quarterstaff +1
# of magical attacks: 2 (500 SP)

 Ê       Elven Mage
           Level: 12-18
          AR: 60
Main armor type: robe of protection +1 and elven cloak +6
# of attacks: 2 (+1 dmg Brawn bonus)
Favored weapon type: usually quarterstaff +2 and/or darts of the hornest's nest
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# of magical attacks: 2 (350-650 SP)

  Ê      Elven Priest/Priestess
           Level: 12-18
          AR: 60
Main armor type: usually elven chain armor +12 and elven cloak +6
# of attacks: 2 (+2 dmg Brawn bonus)
Favored weapon type: usually mace +2
# of magical attacks: 2 (350-650 SP)

  Ê       Elven Warrior
           Level: 6
 Ê       AR: 55
           Main armor type: usually elven chain armor +12
           # of attacks: 2 (+1 dmg Brawn bonus)
Favored weapon type: usually swords (non-magical) and/or bow +1
# of magical attacks: 1 (100 SP)
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Fauna: Arachnids

      Usually encountered in underground caves, sewers, old crypts or thick woodlands, these 
critters often grow to be enormous and are extremely dangerous.

----------------------------------------------------------------------------------------------------------

Black Widow
Perhaps the deadliest of monster spiders ...

                    ÊLevel: 8
                      AR: 45
                      # of attacks: 2 (+1 dmg Brawn bonus)
                     Favored weapon type: bite (poison) x2

Dune Spider
A truly fearsome arachnid of desert wastelands (such as the Desert of Astaroth).  Avoid 
contact with this eight legged monstrosity, if at all possible.

Ê                    Level: 5-11
                      AR: 30
                      # of attacks: 2 (+0-1 dmg Brawn bonus)
Favored weapon type: bite (poison) x2

Giant Scorpion
Belonging to the arachnid family, these large critters pack a paralyzing sting.

Ê                    Level: 8-10
                      AR: 40-67
                      # of attacks: 3-4 (+1-3 dmg Brawn bonus)
Favored weapon type: claws x2/sting (paralyze) or claws x2/bite/sting (paralyze)

Giant Spider
A storm of claws and fangs. Your basic garden variety of giant spider.

Ê            Level: 2-3
              AR: 10-20
              # of attacks: 3 (+0-1 dmg Brawn bonus)
Favored weapon type: claws x2/bite or claws x2/bite (poison)

Giant Widow
A real monster. Unfortunately, this eight-legged monstrosity also has a potent venom.

        Ê            Level: 9-15
                     AR: 30-44
                     # of attacks: 3-4 (+1 dmg Brawn bonus)
                     Favored weapon type: claws x2/bite (paralyze) or claws x3/bite
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                     (paralyze)
                                                                                                                                                                                                                   

Guardian Spider
Be careful not to fall victim to a bite from one of these. Their bite has been known to cause 
paralysis.

 Ê                    Level: 9
                      AR: 50
                      # of attacks: 3 (+0 dmg Brawn bonus)
                      Favored weapon type: claws x2/bite (paralyze)

Rock Spider
Sickly in appearance, these foul creatures blend into their  surroundings and pounce on the 
unsuspecting. Usually encountered in mountains and dry, rocky wastelands (such as the 
Volcanic Rockies).

Ê                     Level: 4-10
                      AR: 25-45
                      # of attacks: 1-2 (+0-1 dmg Brawn bonus)
Favored weapon type: bite (paralyze) or bite (poison) x2

Silt Spider
Though they look fierce, they are not as deadly as one might think.

Ê                     Level: 4-8
                      AR: 20-30
                      # of attacks: 1-2 (+0-1 dmg Brawn bonus)
Favored weapon type: bite, or bite x2, or bite (cause disease) x2

Tlarantale's Chosen
Demonic spiders that are favorite pets of the Goddess Tlarantale. It is said that to kill one is 
to earn Tlarantale's enimity. They are often found alongside shadow elf high priestesses of 
Tlarantale (such as those from the undercity Naaz'Tzaraneen).

Ê                     Level: 12
                      AR: 75
                      # of attacks: 4 (+4 dmg Brawn bonus)
                      Favored weapon type: bite (poison)/claws (stupify) x2/sting
                      (paralyze)

Trench Spider
Be careful not to fall victim to a bite from one of these. Their bite has been known to cause 
paralysis.

Ê                     Level: 7-15
                      AR: 40-45
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                      # of attacks: 3-4 (+0-2 dmg Brawn bonus)
Favored weapon type: claws x2/bite (paralyze) or claws x3/bite (paralyze)

Vesp Spider
Large and deadly. Their saliva contains a strange chemical.  Those that do not save will 
become deathly afraid.

Ê                     Level: 3-10
                      AR: 20-37
                      # of attacks: 1-2 (+0-1 dmg Brawn bonus)
Favored weapon type: bite (cause fear) or bite (cause fear) x2

Whip Scorpion
Capable of launching a multitude of attacks, this critter is extremely deadly.

Ê                     Level: 5
                      AR: 15
                      # of attacks: 4 (+0 dmg Brawn bonus)
Favored weapon type: claws x2/bite/sting (poison)
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Fauna: Crustaceans

      Usually encountered in (or near) bodies of water, these pincered-critters often grow to 
be enormous and extremely dangerous.

----------------------------------------------------------------------------------------------------------

Bone Crab
With a hard carapace as tough as steel plating. This crab is like a knight in armor.

                     ÊLevel: 6-12
                      AR: 55-100
                       # of attacks: 2 (+0-1 dmg Brawn bonus)
                      Favored weapon type: claws x2

Coal Crab
With a shell as dark as soot, this crab is a mindless eating machine with powerful pincers. 
This critter prefers hot, dry, rocky terrain as habitat (like the Volcanic Rockies).

Ê                     Level: 3
                      AR: 45
                       # of attacks: 2 (+0 dmg Brawn bonus)
                      Favored weapon type: claws x2

Coral Crab
With a shell as hard as coral, this crab is a mindless machine with powerful pincers.

Ê                     Level: 5
                      AR: 35
                       # of attacks: 2 (+0 dmg Brawn bonus)
                      Favored weapon type: claws x2

Fire Crab
Large glands in the pincers inject victims with a powerful chemical that bursts into flame 
when it comes in contact with air. These critters love hot deserts (like the Desert of Astaroth) 
or volcanic terrain (like the Volcanic Rockies).

Ê                     Level: 9
                      AR: 45
                       # of attacks: 2 (+1 dmg Brawn bonus)
                      Favored weapon type: claws (fire dmg) x2

Leopard Crab
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Thousands of tiny spots give this crab its name. Though nowhere near as fast as a leopard, it 
is just as deadly.

Ê                     Level: 18
                      AR: 40
                       # of attacks: 2 (+0 dmg Brawn bonus)
                      Favored weapon type: claws x2

Stone Crab
Easily the thoughest of the monster crabs, its powerful pincers will shred you to bits. Its 
rocky shell in known to be encrusted with gems from time to time. These monsters prefer 
dark, damp underground caves.

Ê                     Level: 12-15
                      AR: 55-125
                       # of attacks: 2 (+3-5 dmg Brawn bonus)
                      Favored weapon type: claws x2
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Fauna: Dinosaurs

      These evolved and specialized reptiles are rumoured to have existed on Lhari-Orin since 
long before elves, dwarves and men came to the world. Although rarely encountered, they 
tend to dwell in remote, isolated areas characterized by very warm and humid climates (such 
as the rainforest of the Forgotten Valley or the Scales Swamps).

----------------------------------------------------------------------------------------------------------

Dinosaur
Neither fast nor powerful, these nasty predatory reptiles do have one advantage - a 
poisonous bite.

           ÊLevel: 7
            AR: 27
            # of attacks: 3 (+1 dmg Brawn bonus)
            Favored weapon type: claws x2/bite (poison)

Dinosaur
A strong family structure allows these giant reptiles to survive in a hostile environment. 
Although strict herbivores, they do no hesitate to trample and bite when threatened.

         Ê           Level: 9
                     AR: 38
                     # of attacks: 2 (+1 dmg Brawn bonus)
Favored weapon type: pummel (stupify)/bite (stupify)

Dinosaur
Another giant herbivore that commands respect when threatened. The creature's favorite 
form of attack is to lower its armored head and charge.  Don't stand in front of it!

Ê                    Level: 24
                     AR: 50
                     # of attacks: 3 (+3 dmg Brawn bonus)
                     Favored weapon type: pummel (stupify)/bite (stupify)/tail (stupify)

Dinosaur  
Sporting a nasty bite, these omnivorous critters are more dangerous than they look.

Ê                    Level: 10
                     AR: 44
                     # of attacks: 2 (+1 dmg Brawn bonus)
Favored weapon type: bite/bite (stupify)

Dinosaur
Large, but stupid. These herbivores have been known to trample an adult ogre without even 
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slowing down.

Ê                    Level: 16
                     AR: 65
                     # of attacks: 3 (+2 dmg Brawn bonus)
                     Favored weapon type: pummel (stupify)/bite (stupify)/tail (stupify)

Terror Beast
A dinosaur and a super-predator to boost.

         Ê           Level: 16
                      AR: 55
                      # of attacks: 2 (+6 dmg Brawn bonus)
                      Favored weapon type: bite (stupify)/tail (stupify)
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Fauna: Insects

      Usually encountered in underground caves, sewers, old crypts or thick woodlands, these 
critters often grow to be enormous and are extremely dangerous.

----------------------------------------------------------------------------------------------------------

Ant, Giant
Quite larger than the usual tiny worker ant variety, watch out for their poisonous and acid 
bite!

          ÊLevel: 3-4
            AR: 20-35
            # of attacks: 2 (+0-1 dmg Brawn bonus)
Favored weapon type: bite (poison)/bite (chemical dmg)

Ant, Queen
The central brains behind an ant colony. Her death is usually the eventual death of the 
colony.

Ê          Level: 14
            AR: 35
            # of attacks: 3 (+2 dmg Brawn bonus)
Favored weapon type: bite (poison)/bite (paralyze)/bite (stupify)
# of magical attacks: 1 (160 SP; only the spell pheromone blast)

Ant, Warrior
A larger version of the worker ant. Bred to do battle and defend the nest.

Level: 5
AR: 25
# of attacks: 2 (+1 dmg Brawn bonus)
Favored weapon type: bite (poison)/bite (paralyze)

Bee, Giant
A paralyzing sting makes this large insect quite deadly.

         ÊLevel: 2
           AR: 12
            # of attacks: 1 (+0 dmg Brawn bonus)
Favored weapon type: sting (paralyze)

Beetle, Giant
A mutated form of the garden variety pest. Watch out the venomous pincers of this large 
bug!

Ê         Level: 3-4
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           AR: 15-45
            # of attacks: 1-2 (+3 dmg Brawn bonus)
Favored weapon type: bite (chemical dmg), or bite (chemical dmg) x2
 

Centipede
Small pests with a paralyzing bite.

Level: 1
AR: 15
# of attacks: 1 (+0 dmg Brawn bonus)
Favored weapon type: bite (paralyze)

Centipede, Giant
Though they are not difficult to kill, take care. Their bite is most poisonous.

                     ÊLevel: 2-3
                       AR: 15-25
                       # of attacks: 1-2 (+0 dmg Brawn bonus)
Favored weapon type: bite (poison), or bite (poison) x2

Wasp, Giant
Avoid the paralyzing sting of these large insects.

           ÊLevel: 2-5
             AR: 15-20
             # of attacks: 1-3 (+0 dmg Brawn bonus)
Favored weapon type: sting (paralyze) or bite (poison) x2/sting (paralyze)
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Fauna: Invertebrates

      Usually encountered in damp underground caves, watery shores, humid old crypts, 
sewers (such as those found under Tanirith), wet forests (such as the one in the Forgotten 
Valley) or swamplands (such as the Scales Swamps), these critters can be extremely 
dangerous to the unwary.

----------------------------------------------------------------------------------------------------------

Larva
A mindless larva. Nobody knows what this thing will turn into for no one has ever found 
one in a cocoon state.

          Ê          Level: 1-3
                      AR: 10-15
                      # of attacks: 1-2 (+0 dmg Brawn bonus)
Favored weapon type: bite (paralyze), or bite (chemical dmg), or bite (chemical dmg) x2

Sandworm
The scourge of desert wastelands (such as the Desert of Astaroth), the acid bite of this terror 
is devastating and its sting-like short tail can paralyze.

 Ê                   Level: 25
                      AR: 70
                      # of attacks: 3 (+10 dmg Brawn bonus)
Favored weapon type: bite (chemical dmg) x2/sting (paralyze)
# of magical attacks: 1 (150 SP; only the spell acid splash)

Slime
They sport a nasty chemical attack. It may be worth mentioning that they may split into 
smaller slimes when killed.

Ê                    Level: 2
                      AR: 25
                      # of attacks: 2 (+0 dmg Brawn bonus)
Favored weapon type: slime (chemical dmg) x2

Slime, Huge
Mother, father or just a related higher cousin, of the small slime. They may split into smaller 
slimes when killed.

Level: 4
AR: 20
# of attacks: 1 (+1 dmg Brawn bonus)
Favored weapon type: slime (chemical dmg)

Slime, Large Olive
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A larger version than the usual olive slime, it has the ability to split up in numerous 
slimelings.

 Ê                   Level: 12
                      AR: 25
                      # of attacks: 3 (+0 dmg Brawn bonus)
Favored weapon type: slime (chemical dmg) x3

Slime, Olive
Capable of inflicting a strong chemical burn.

Level: 4-6
AR: 15-25
# of attacks: 2 (+0 dmg Brawn bonus)
Favored weapon type: slime (chemical dmg) x2

Slime, Small
Lurkers of sewers, dungeons and caves; beware of their acid secretions.

Level: 1-2
AR: 10-20
# of attacks: 1-2 (+0 dmg Brawn bonus)
Favored weapon type: slime (chemical dmg), or slime (chemical dmg) x2
      

Slime, Yellow
Also known as a yellow mold. Capable of inflicting a strong chemical burn.

Ê                    Level: 1-6
                      AR: 10-15
                      # of attacks: 1-2 (+0 dmg Brawn bonus)
Favored weapon type: slime (chemical dmg), or slime (chemical dmg)/slime (poison)

Sludge, Black
These huge mounds of evil sludge exude electrical power that stuns unwary victims so they 
can be digested.

Ê                    Level: 5
                      AR: 17
                      # of attacks: 2 (+0 dmg Brawn bonus)
Favored weapon type: slime (electric dmg) x2
# of magical attacks: 1 (100 SP; only the spell electric pulse)

Slug, Carrion
Disgusting to behold, the smell of these creatures is a strong clue as to their diet. The sewers 
are their favorite homes.
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Level: 2
AR: 10-30
# of attacks: 1-2 (+1 dmg Brawn bonus)
Favored weapon type: slime (cause disease), or slime (cause disease) x2

Slug, Giant
Beware its spitting slime.

 Ê                    Level: 6
                       AR: 37
                       # of attacks: 2 (+2 dmg Brawn bonus)
                      Favored weapon type: slime (chemical dmg) x2
                      # of magical attacks: 1 (125 SP; only the spell acid spit)

Snail, Giant
Beware its acid spit.

Ê                     Level: 6
                       AR: 47
                       # of attacks: 2 (+2 dmg Brawn bonus)
                      Favored weapon type: slime (chemical dmg) x2
                      # of magical attacks: 1 (100 SP; only the spell acid spit)

Worm, Carrion
Prefers to feed on the dead.  However, they will not hesitate to add a little fresh meat when 
it's available.

Ê                     Level: 3-5
                       AR: 25-40
                       # of attacks: 3 (+1 dmg Brawn bonus)
Favored weapon type: bite (cause disease) x2/sting (paralyze), or slime x2/bite (paralyze)

Worm, Small Carrion
Normally, they feed on only the dead. In times of hunger, they will often hunt their prey.

Level: 1-5
AR: 14
# of attacks: 3 (+0 dmg Brawn bonus)
Favored weapon type: slime x2/slime (paralyze)

Worm, Earth
Another underground dweller.

Ê                     Level: 3
                       AR: 40
                       # of attacks: 3 (+0 dmg Brawn bonus)

Bestiary of the Sword Lands Fauna: Invertebrates Page  32



Favored weapon type: slime (chemical dmg) x2/slime (paralyze)

Worm, Giant
A gaping maw of immense size makes this mindless foe one to avoid.

Ê                     Level: 8
                       AR: 45
                       # of attacks: 1 (+0 dmg Brawn bonus)
Favored weapon type: bite

Worm, Ice
A tenebrous but deadly predator of frozen wastes (such as those of the Snowy Rockies). Its 
bite and its breath are as cold as the weather it enjoys living in.

Ê                     Level: 6-7
                       AR: 40-50
                       # of attacks: 2 (+1 dmg Brawn bonus)
                       Favored weapon type: bite (cold dmg) x2
                       # of magical attacks: 1 (100 SP; only the spell frost breath)

Worm, Purple
A gaping maw of immense size makes this mindless foe one to avoid. Prefers to dwell in 
damp, wet areas (such as sewers, marshes or swamps).

Ê                     Level: 8-9
                       AR: 20-45
                       # of attacks: 2 (+0-3 dmg Brawn bonus)
Favored weapon type: bite (paralyze)/bite (poison), or bite (stupify) x2

Worm, Slime
Prefers to feed on the dead.  However, they will not hesitate to add a little fresh meat when 
it's available.

Ê                     Level: 10
                       AR: 35
                       # of attacks: 3 (+3 dmg Brawn bonus)
Favored weapon type: slime (cause disease) x2/bite (paralyze)
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Fauna: Mammals

      Mammals are found virtually in any terrain and thus constitute one of the most common 
type of encounter when one is journeying as an adventurer. Some mammals are useful for 
food and clothing, while others instead will find you useful as prey ...

----------------------------------------------------------------------------------------------------------

Bat, Giant
Larger than the normal variety, this flying menace is aggressive and dangerous. Beware its 
bite and its fearful screech.

 Ê                   Level: 3-4
                      AR: 25
                      # of attacks: 2-3 (+0-1 dmg Brawn bonus)
Favored weapon type: claws x2, or claws x2/bite (paralyze)
# of magical attacks: 1 (75-200 SP; only the spell fearful thoughts)

Bear, Cave
Do not get too close!  If it gets you in a bear hug you are doomed for sure.

 Ê                    Level: 7-9
                       AR: 30-40
                       # of attacks: 3 (+0-3 dmg Brawn bonus)
                       Favored weapon type: claws x2/bite (stupify)

Bear, Snow
A more northern variety of bears which dwells only in remote snowy or frozen lands.

Level: 15
AR: 55
# of attacks: 3 (+2 dmg Brawn bonus)
Favored weapon type: claws x2/bite (stupify)

Behemoth
A huge mammoth with tusks as long as most men are tall. Stand aside! Do not block the 
path of a rampaging behemoth.

Ê                     Level: 20
                       AR: 50
                       # of attacks: 2 (+10 dmg Brawn bonus)
                       Favored weapon type: pummel x2

Boar, Giant
A giant cousin of the game animal we all know and love.
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Ê                    Level: 4-6
                      AR: 15-20
                      # of attacks: 1-2 (+0 dmg Brawn bonus)
Favored weapon type: pummel, or pummel x2

Boar, Wild
The game animal we all know and love. A favorite game of any serious hunter ... But beware 
its tusks.

Level: 1-3
AR: 15-25
# of attacks: 1 (+0 dmg Brawn bonus)
Favored weapon type: pummel

Dog, Elven
Elven dogs are raised by their elven masters as mage war dogs. Packs are sometimes left 
behind in order to guard sacred elven places.

Ê                    Level: 9
                      AR: 50
                      # of attacks: 3 (+3 dmg Brawn bonus)
Favored weapon type: claws x2/bite (stupify)
# of magical attacks: 1 (125 SP; only the spell daze)

Dog, War
Trained to kill, this animal is another arsenal of attack for raiders and armies alike.

Level: 8
AR: 50
# of attacks: 3 (+2 dmg Brawn bonus)
Favored weapon type: claws x2/bite

Jungle Tiger
The King of the Jungle.

Ê                     Level: 12
                       AR: 40
                       # of attacks: 3 (+1 dmg Brawn bonus)
                       Favored weapon type: claws x2/bite (stupify)

Mountain Lion
The highland variety of great cats.

 Ê                    Level: 5
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                       AR: 45
                       # of attacks: 3 (+1 dmg Brawn bonus)
Favored weapon type: claws x2/bite (stupify)

Proto-Badger
Large and heavily armored, with a bony back plate and horns.  Only a fool would back one 
of these things into a corner, especially since they are incredibly fast.

Ê                     Level: 3-5
                       AR: 20-45
                       # of attacks: 3-5 (+0 dmg Brawn bonus)
Favored weapon type: claws x2/bite, or claws x3/bite, or claws x4/bite

Proto-Hyena
A strange cross between a hyena and a tiger. Nobody knows if it was spawned from magic or 
nature.

Ê                     Level: 8
                       AR: 36
                       # of attacks: 3 (+0 dmg Brawn bonus)
                       Favored weapon type: claws x2/bite (stupify)

Rat
The universal disease-ridden pest of sewers, towns, and cities alike.

            ÊLevel: 1-2
              AR: 5
              # of attacks: 1-2 (+0 dmg Brawn bonus)
Favored weapon type: bite (cause disease), or bite (cause disease) x2

Rat, Cave
Ratus Gigantus.

Level: 5-6
AR: 15-25
# of attacks: 2 (+0-1 dmg Brawn bonus)
Favored weapon type: bite (cause disease) x2

Rat, Giant
A large filthy rat. Its bite can cause disease.

Level: 1-6
AR: 10-15
# of attacks: 2 (+0 dmg Brawn bonus)
Favored weapon type: bite (cause disease) x2
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Rat, Monstrous
Ratus Gigantis.

Ê                     Level: 5-6
                       AR: 12-25
                       # of attacks: 2 (+0-2 dmg Brawn bonus)
Favored weapon type: bite (poison) x2, or bite (poison)/bite (cause disease), or bite (cause 
disease) x2

Sabre Feline
A powerful cousin to the modern day mountain lion.

Ê                     Level: 4-12
                       AR: 25-40
                       # of attacks: 3-4 (+0 dmg Brawn bonus)
Favored weapon type: claws x2/bite, or claws x3/bite (stupify)

War Mammoth
A tamed behemoth who serves as an unstoppable steed of war.

Ê                     Level: 20
                       AR: 50
                       # of attacks: 2 (+10 dmg Brawn bonus)
                       Favored weapon type: pummel x2

Wolf
One of the super-predators of nature, wolves are well known to hunt in large packs.

Ê                     Level: 1-3
                       AR: 2-18
                       # of attacks: 3 (+0 dmg Brawn bonus)
Favored weapon type: claws x2/bite

Wolf, Pack Leader
Leader of a hunting pack of wolves.

Ê                     Level: 3-6
                       AR: 25-30
                       # of attacks: 3 (+1 dmg Brawn bonus)
Favored weapon type: claws x2/bite
   

Wolf, Silverback
Very rare and often evil, the beautiful mane of these strange animals can be sold for large 
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amounts of gold. Also, the fur if this wolf is much sought after for its protective properties 
against cold.

Ê                     Level: 6-8
                       AR: 36-45
                       # of attacks: 3 (+1-2 dmg Brawn bonus)
Favored weapon type: claws x2/bite (stupify)

Wolf, Vulg
Evil animals of the lands. Another one of those unnatural beasts roaming the world.

Ê                     Level: 5-8
                       AR: 40-50
                       # of attacks: 3 (+1-2 dmg Brawn bonus)
Favored weapon type: claws x2/bite (cause disease, or fear, or curse)
# of magical attacks: 0-1 (0-125 SP; only the spell fearful thoughts)
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Fauna: Reptiles

      Reptiles are found virtually in any terrain and thus constitute one of the most common 
type of encounter when one is journeying as an adventurer. To the reptiles, on the other 
hand, adventurers constitute one of the most often encountered type of prey ...

----------------------------------------------------------------------------------------------------------

Anaconda
Killer snake of the jungles ...

Ê                     Level: 15
                       AR: 30
                       # of attacks: 4 (+1 dmg Brawn bonus)
                       Favored weapon type: bite (poison) x2/pummel (entangle) x2

Crocodilian
A monstrous version of the large reptilian super-predators.

 Ê                    Level: 15
                       AR: 65
                       # of attacks: 3 (+0 dmg Brawn bonus)
Favored weapon type: bite (stupify) x2/pummel

Drake, Fire
A close cousin to the red dragon. These creatures are more common in the Abyss than on the 
material plane.

                    ÊLevel: 7
                      AR: 60
                       # of attacks: 4 (+3 dmg Brawn bonus)
                      Favored weapon type: claws x2/bite (fire dmg)/sting
                       # of magical attacks: 1 (260 SP; only the spell flame breath)

Lizard, Cave
Large, slow, stupid. Put it all together, and you have a four- footed eating machine with 
sharp teeth.

Ê                     Level: 4-7
                       AR: 6-40
                       # of attacks: 1-3 (+0-1 dmg Brawn bonus)
Favored weapon type: bite, or claws x2/bite

Lizard, Sand
A large and fast resptile of desert wastes.
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Level: 5
AR: 35
# of attacks: 3 (+1 dmg Brawn bonus)
Favored weapon type: claws x2/bite (poison)

Lizard, Tamed Sand
A vicious pet.

Level: 5
AR: 35
# of attacks: 3 (+1 dmg Brawn bonus)
Favored weapon type: claws x2/bite (poison)

Lizard, Dragon
Not a true dragon. Named after their ilk for it is the only beast known that can rival them 
in brute strength.

Ê                     Level: 15-20
                       AR: 51-60
                       # of attacks: 3-4 (+5-6 dmg Brawn bonus)
                       Favored weapon type: claws x2/bite (poison), or claws x2/bite
                       (stupify)/sting (stupify)

Proto-Crocodilian
A magically mutated crocodilian.

Ê                     Level: 25
                       AR: 75
                       # of attacks: 3 (+4 dmg Brawn bonus)
Favored weapon type: bite (stupify) x2/pummel

Snake, Black Cobra
These reptiles have very hard outer layer skin and a deadly poisonous bite.

          ÊLevel: 7-8
           AR: 25-42
           # of attacks: 2-3 (+0-1 dmg Brawn bonus)
Favored weapon type: bite (poison) x2, or bite (poison) x2/sting (entangle)

Snake, Emerald Serpent
Not-so-mythical creatures of tropical jungles. Beware their poisonous bite and their 
paralyzing sting ... It is said that their gaze can also charm their foes.

Ê                     Level: 12
                       AR: 50
                       # of attacks: 2 (+4 dmg Brawn bonus)
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                       Favored weapon type: bite (poison)/sting (paralyze)
                       # of magical attacks: 1 (250 SP; only the spell major charm foe)
   

Snake, Giant
A poisonous bite may be the least of your worries if you meet up with one of these vermins.

Ê                     Level: 5-9
                       AR: 30-35
                       # of attacks: 1-2 (+0-1 dmg Brawn bonus)
                       Favored weapon type: bite (poison), or bite (poison) x2

Snake, Mammoth
A snake of unbelievable size. Easily 60 feet in length and as large around as a full-grown 
bull.

Level: 10-18
AR: 50
# of attacks: 2-3 (+0-3 dmg Brawn bonus)
Favored weapon type: bite (poison) x2, or bite (poison) x2/pummel (entangle)
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Fauna: Sea/Water Creatures

      This section lists animals (reptiles, mammals or other) that are usually encountered 
during those long voyages sailing over large bodies of water, like seas.

----------------------------------------------------------------------------------------------------------

Frog, Giant
A monstruous version of your ordinary pond hopper.

Ê                     Level: 3
                       AR: 14-15
                       # of attacks: 1-2 (+0 dmg Brawn bonus)
Favored weapon type: bite (poison), or bite (poison) x2

Drake, Sea
A draconic reptile which roams the deep seas, constantly searching for food.

Ê                     Level: 6
                       AR: 55
                       # of attacks: 3 (+1-3 dmg Brawn bonus)
Favored weapon type: bite (electric)/claws x2
# of magical attacks: 1 (100 SP; only the spell lightning strike)

Serpent, Sea
Pray that you never sail into the path of one of these gargantuan creatures.

Ê                     Level: 20+
                       AR: 80
                       # of attacks: 3 (+12 dmg Brawn bonus)
                       Favored weapon type: bite (paralyze) x2/sting (entangle)
                       # of magical attacks: 1 (150+ SP; only the spell vapor trail)

Stingray
Agressive and hungry; this fish doesn't hesitate to attack anything. Beware its deadly sting.

Ê                     Level: 4-7
                       AR: 45-50
                       # of attacks: 2 (+1 dmg Brawn bonus)
                      Favored weapon type: bite/sting (paralyze or poison)

Stingray, Electric
A gigantic version of the stingray, which delivers lethal electric charges.

Level: 13
AR: 55
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# of attacks: 2 (+3 dmg Brawn bonus)
Favored weapon type: bite (electric dmg)/sting (electric dmg)
# of magical attacks: 1 (250 SP; only the spell static discharge)

Whale, Moby
These terrible leviatans are feared by every sailor and captain of every continent ...

Ê                     Level: 50+
                       AR: 85
                       # of attacks: 2 (+15 dmg Brawn bonus)
Favored weapon type: bite (stupify)/pummel (stupify)
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Fauna: Weird Creatures

      This section lists unique to plainly weird creatures that defy any sensible classification. 
Some of these may be encountered deep inside sewers, or far below in the Underdark, or 
even as remotely away as in the Astral Plane. In any case, these are very dangerous ... and 
deadly.

----------------------------------------------------------------------------------------------------------

Axe Beak
An odd sight, indeed. Their appearance would be laughable, if they were not so deadly. They 
favor the occasional orc to dine on.

Ê                     Level: 11
                       AR: 27
                       # of attacks: 3 (+1 dmg Brawn bonus)
                       Favored weapon type: bite/claws x2

Basilisk
The legendary monster who's bite turns its victims into stone. Avoid it if you can!

 Ê                    Level: 6
                       AR: 55
                       # of attacks: 4 (+0 dmg Brawn bonus)
Favored weapon type: claws (cause fear) x2/bite (turn to stone)/sting (entangle)

Beast, Sewer
Lurker of sewers, it grabs victims with its powerful tentacles, snaring them for the kill with 
its bite.

Ê                     Level: 4
                       AR: 47
                       # of attacks: 5 (+0 dmg Brawn bonus)
                       Favored weapon type: pummel (entangle) x2/bite (cause
                       disease)/claws x2

Beast, Terror
A lurker of sewers, damp caves and crypts. It likes to entangle its victims with its tentacles, 
then finish them off with its devastating bite.

Ê                     Level: 9
                       AR: 65
                       # of attacks: 5 (+3 dmg Brawn bonus)
                       Favored weapon type: pummel (entangle) x2/bite (cause
                       disease)/pummel x2
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Deathglare
A wandering, nightmarish creature of the Astral Plane. These predators often hunt in packs. 
Their tentacles paralyze and their gaze turns to stone.

Ê                     Level: 6
                       AR: 50
                       # of attacks: 5 (+2 dmg Brawn bonus)
Favored weapon type: sting (paralyze) x4/slime (paralyze)
# of magical attacks: 1 (300 SP; only the spell statue)

Gargoyle, Craven
A terrible creature of the darkness; it is said that to see one will paralyze you with fear!

Ê                     Level: 8-14
                       AR: 75-90
                       # of attacks: 3 (+3 dmg Brawn bonus)
                       Favored weapon type: claws (cause fear) x2/bite (paralyze)
                       # of magical attacks: 1 (200 SP; only the spell fearful thoughts)
 

Glyder
Another wandering creature of the Astral Plane. Glyders group themselves in schools, 
feeding off plancton-like mites made of psionic energy.

Ê                     Level: 3
                       AR: 40
                       # of attacks: 2 (+1 dmg Brawn bonus)
Favored weapon type: sting (poison) x2
# of magical attacks: 1 (125 SP; only the spell cosmic blast)

Hydra
Swamp-dweller and terrifying monster; beware its many heads and acid spits!

Ê                     Level: 15-25
                       AR: 75
                       # of attacks: 5 (+6 dmg Brawn bonus)
                       Favored weapon type: bite (chemical dmg) x2/bite (poison) x2/
                       bite (paralyze)
# of magical attacks: 4 (350 SP; only the spell acid spit)

Mound, Living
A semi-sentient animation of mosses, fungi and aquatic flora.

Ê                     Level: 15
                       AR: 55
                       # of attacks: 3 (+3 dmg Brawn bonus)
                       Favored weapon type: pummel x2/bite (poison)
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Nightmare
Also known as an 'Astral Stalker', this loathesome entity is native of the Astral Plane ... It 
preys on anything it can find.

Ê                     Level: 36+
                       AR: 60
                       # of attacks: 5 (+4 dmg Brawn bonus)
                       Favored weapon type: sting (paralyze)/sting (cause fear)/sting
                       (confuse)/sting (charm)/slime (mental dmg)
# of magical attacks: 2 (600+ SP; level 1-5 psionic powers/spells only)

Ogglion
A relative of the trigwig, this is a disgusting creature at best. This beast sports four clawed 
feet, two tentacles and an elephant's trunk. Its bite can also paralyze, and its spit is 
corrosive.

Ê                     Level: 15-16
                       AR: 55-75
                       # of attacks: 3-4 (+3-6 dmg Brawn bonus)
                       Favored weapon type: pummel x3/bite (paralyze), or
                       pummel (entangle) x2/pummel/bite (paralyze)
# of magical attacks: 1 (150-200 SP; only the spell acid spit)

Pyrohydra
A five-headed monstruosity that is a distant cousin of the hydra; its arsenal of attack is 
staggering. It attacks its victims by using a combination of two of its heads, its front claws 
and its powerful tail, along with three other heads breathing fire.

Ê                     Level: 12-18
                       AR: 65-70
                       # of attacks: 5 (+2-6 dmg Brawn bonus)
                       Favored weapon type: claws x2/bite (poison) x2/sting (paralyze), or
                       bite (fire dmg) x2/claws x2/pummel
# of magical attacks: 3 (200-500 SP; usually the spell flame breath)

Roper, Megalo
A monstrous denizen of the Underdark. Often used to guard magical treasure or some 
important location.

Ê                     Level: 12
                       AR: 50
                       # of attacks: 5 (+3 dmg Brawn bonus)
                       Favored weapon type: pummel (entangle) x2/pummel x2/
                       bite (stupify)
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Trapper
Another predator of the underdark, this one is known as the "land stingray". It likes to lie 
camouflaged and in wait on the floor, or from a ceiling, then entrap its unsuspecting victim 
before devouring it.

Ê                     Level: 12
                       AR: 70
                       # of attacks: 3 (+2 dmg Brawn bonus)
                       Favored weapon type: pummel (entangle)/bite/sting (poison)

Tree, Dark
Not a nice tree exactly .... Evil denizens of cursed forests, they lash out with their powerful 
branches, snaring their victims in order to crush them.

Ê                     Level: 6
                       AR: 40-45
                       # of attacks: 2-4 (+0-1 dmg Brawn bonus)
                       Favored weapon type: club x2, or pummel x2/pummel (entangle) x2

                                                                                                                                 

Trigwig
A relative of the ogglion, this is a disgusting blind creature of sewers and of the deep. Four 
clawed feet, two tentacles and a trunk that resembles an elephant's, all combine to make this 
a creature to avoid.

Ê                     Level: 4-8
                       AR: 35-45
                       # of attacks: 4-5 (+0-2 dmg Brawn bonus)
                       Favored weapon type: pummel x3/bite (stupify), or pummel x2/
                       pummel (entangle) x2/bite (paralyze)

Willow, Wicked
The bane of forests. They try to stun and entangle you with their powerful branches, or 
throw dart-like shards of wood at you.

Ê                     Level: 10
                       AR: 70
                       # of attacks: 4 (+0 dmg Brawn bonus)
                       Favored weapon type: pummel (entangle) x4, or darts x4
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Furfoots

      Also known as "Halflings" or "Hobbits", the furfoots are reputed for being a very 
peaceful lot, normally congegrating in small farming communities and quite content at 
living quietly from the harvests of the soil or from the fruits of their crafting/artistry. 
Furfoots are quite similar-looking to humans and have comparable lifespans, although they 
are short (between 3 and 4 feet tall) and, as their name implies, have furry feet. Aside from 
that single distinction, young adult furfoots often pass easily as human children between 
the ages of 8 and 12 - usually to their advantage.

      Furfoots are also quite inquisitive and very dexterous. That is why those individuals 
who seek the life of the adventurer, or those few who prefer to dwell in cities (usually 
human ones), will occupy rogue-like professions such as that of thieves. Lastly, the peaceful 
and affable nature of furfoot communities must not be equated to cowardice or lack of 
fighting skills: indeed, furfoots are quick to rise up to defend their communities, 
demonstrating high skills in weapons such as bows, crossbows, spears and short swords, 
thus making themselves as tenacious and determined defenders.

----------------------------------------------------------------------------------------------------------

Furfoot, Adventurer/Fighter
Level: 6-8
AR: 55-60
Main armor type: varied (often magical)
# of attacks: 2-3 (+2 dmg Brawn bonus)
Favored weapon type: usually small swords, or spears and/or bows (often magical)

Furfoot, Defender
Ê           Level: 6-9
             AR: 50-60
             Main armor type: varied (often magical)
# of attacks: 2 (+2 dmg Brawn bonus)
Favored weapon type: usually small swords and/or spears (often magical)

Furfoot, Priest
Ê           Level: 6-9
             AR: 55-60
             Main armor type: varied (often magical)
# of attacks: 1 (+1 dmg Brawn bonus)
Favored weapon type: usually mace (often magical)
# of magical attacks: 1-2 (175-300 SP)

Furfoot, Warrior
Ê           Level: 3-5
             AR: 30-45
             Main armor type: varied (rarely magical)
# of attacks: 1 (+0-1 dmg Brawn bonus)
Favored weapon type: usually small swords and/or bows (rarely magical)
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Giants: Fire Giants

      Perhaps the most powerful of the true giant races, the fire giants are well known for 
their cruelty and inflammatory temper. These huge, up to 24 feet tall beings congregate in 
fortified warrior-clan villages, constructed in any volcanic area they can find (such as the 
Volcanic Rockies). Their abrasive temper and hatred of all lesser races make the fire giants a 
quite dangerous race - only the fact that their favored environement is usually very remote 
prevents them from becoming a true scourge of the lands.

      Quite chaotic and evil, individual fire giant clans are usually under the rule of a 
chief/king ("Khan"), who dominates them with iron will and brutality. Not surprisingly, 
inter-clan wars happen often. Lastly, it is noteworthy that the hatred that fire giants hold 
for all other races extends even to other giantkin, especially the frost giants.

----------------------------------------------------------------------------------------------------------

Giant, Fire
Ê                     Level: 10
                       AR: 60-70
                       Main armor type: varied (includes firebrand armor +10)
                       # of attacks: 2 (+11 dmg Brawn bonus)
                       Favored weapon type: war axe (often magical)
# of magical attacks: 1 (125 SP; only the spell flame breath)

Giant, Fire, Cleric
Ê                     Level: 14
                       AR: 70
                       Main armor type: varied (includes firebrand armor +10)
                       # of attacks: 2 (+11 dmg Brawn bonus)
                       Favored weapon type: usually mace +2
# of magical attacks: 1 (300 SP)

Giant, Fire, Khan
Ê                     Level: 35+
                       AR: 95
                       Main armor type: varied (includes firebrand armor +10)
                       # of attacks: 3 (+11 dmg Brawn bonus)
                       Favored weapon type: war axe (usually magical)
# of magical attacks: 1 (350+ SP)

Giant, Fire, Leader
Ê                     Level: 12
                       AR: 80
                       Main armor type: varied (includes firebrand armor +10)
                       # of attacks: 2 (+11 dmg Brawn bonus)
                       Favored weapon type: usually pike axe +1
# of magical attacks: 1 (200 SP; only the spell flame breath)

Giant, Fire, Warlock
Ê                     Level: 14
                       AR: 60
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                       Main armor type: varied (includes robe of protection +1)
                       # of attacks: 2 (+11 dmg Brawn bonus)
                       Favored weapon type: usually quarter staff +2 or darts of poison
# of magical attacks: 1 (300 SP)
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Giants: Frost Giants

      Perhaps not the most powerful of the true giant races, the frost giants are nonetheless 
quite a match for their hated cousins, the fire giants. Indeed, the frost giants, with their cool, 
calm temper and their highly structured and logical ways, represent the total opposite of 
their fiery cousins. As tall as 20-22 feet, the imposing frost giants congregate in fortified 
warrior-clan villages, constructed in any frozen watsteland they can find (such as the 
Snowy Rockies). Seeing themselves as superior beings, frost giants constantly seek to 
conquer or dominate other races that they view as lesser. In this sense, they are quite evil, 
although not cruel or bent on brutality.

      A typical frost giant clan is lead by a chief/king ("Highlord/Lady"), who rules them with 
calm strenght, logical willpower and cunning. Aside for the fire giants whom they hate to 
no end, frost giants view their other giant kins with bored detachment, rarely involving 
themselves with their "lesser" bethren except to hire them as canon fodder. Lastly, it is of 
note that frost giants are probably the only giant kin who treat their females as equals - 
probably a culture trait dictated to them by reason and logic ...

----------------------------------------------------------------------------------------------------------

Giant, Frost
 Ê                    Level: 10
                       AR: 70
                       Main armor type: varied (includes frostbrand armor +10)
                       # of attacks: 2 (+10 dmg Brawn bonus)
                       Favored weapon type: usually clubs/maces (often magical)
# of magical attacks: 1 (125 SP; only the spell frost breath)

Giant, Frost, Cleric
Ê                     Level: 13
                       AR: 70
                       Main armor type: varied (includes frostbrand armor +10)
                       # of attacks: 2 (+10 dmg Brawn bonus)
                       Favored weapon type: usually mace +2
# of magical attacks: 1 (300 SP)

Giant, Frost, Highlord/Highlady
Ê                     Level: 25+
                       AR: 95
                       Main armor type: varied (includes frostbrand armor +10)
                       # of attacks: 3 (+10 dmg Brawn bonus)
                       Favored weapon type: warhammer (usually magical)
# of magical attacks: 1 (250+ SP; only the spell frost breath)

Giant, Frost, Leader
Ê                     Level: 12
                       AR: 75
                       Main armor type: varied (includes frostbrand armor +10)
                       # of attacks: 2 (+10 dmg Brawn bonus)
                       Favored weapon type: broadsword or bow (usually magical)
# of magical attacks: 1 (200 SP; only the spell frost breath)
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Giant, Frost, Warlock
Ê                     Level: 14
                       AR: 60
                       Main armor type: varied (includes robe of protection +1)
                       # of attacks: 2 (+10 dmg Brawn bonus)
                       Favored weapon type: usually quarter staff +2 or darts of frost
# of magical attacks: 1 (300 SP)
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Giants: Hill Giants

      Among the least powerful of giant kind, the hill giants are nonetheless the most often 
encountered. Brutish and bent on bullying or terrorizing any race smaller than them 
(including ogres), hill giants are considered as the unruly riff-raff of giant kind. As tall as 
16-19 feet, the dull-witted hill giants congregate in small clans, dwelling in large steadings 
constructed in any highland they can find (such as the Khanark Rockies).

      Hill giants are bent on raiding and pillaging, often pitting themselves against dwarves, 
gnomes and humans. Brutal and cruel, hill giants are quite evil and chaotic. A typical hill 
giant clan is lead by a King, who dominates them with a brutal iron fist.

----------------------------------------------------------------------------------------------------------

Giant, Hill
Ê                     Level: 8-9
                       AR: 55-65
                       Main armor type: varied (rarely magical)
                       # of attacks: 1-2 (+9-10 dmg Brawn bonus)
                       Favored weapon type: usually spears or bag of boulders (rarely
                       magical)

Giant, Hill, Commander
Ê                     Level: 10
                       AR: 65
                       Main armor type: varied (sometime magical)
                       # of attacks: 2 (+9-10 dmg Brawn bonus)
                       Favored weapon type: two-handed sword or net (sometime magical)

Giant, Hill, King
Ê                     Level: 12+
                       AR: 80
                       Main armor type: varied (usually magical)
                       # of attacks: 3 (+10 dmg Brawn bonus)
                       Favored weapon type: battle axe (usually magical) or bag of boulders

Giant, Hill, Young
Level: 5
AR: 35
Main armor type: varied (non-magical)
# of attacks: 1 (+5 dmg Brawn bonus)
Favored weapon type: usually spear or bag of rocks (non-magical)
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Giants: Miscellaneous

      This section deals with those giant races that are the least in numbers and who are rarely 
encountered - consequently, not much is known about them. Some of these will sometime be 
found alongside other giant races (such as the hill, fire or frost), usually as canon-fodder or 
slaves.

      (Giant races in this section : Fog-Frost-Frigid -Mountain-Rock )

----------------------------------------------------------------------------------------------------------

Giant, Fog
They stand 16 feet at the shoulder. These swamp-dwelling gargantuan humanoids are selfish 
and do not care much for other races, including other giant races.

Ê                     Level: 20
                       AR: 57
                       Main armor type: varied (usually animal furcloak)
                       # of attacks: 2 (+10 dmg Brawn bonus)
                       Favored weapon type: club or bag of boulders (non-magical)
# of magical attacks: 1 (225 SP; usually fog-related spells)

Giant, Forest
Very territorial, yet seldom seen, these non-evil giants are said to have druidic powers. They 
live in any kind of dense woodlands.

Ê                     Level: 6
                       AR: 60
                       Main armor type: varied (often magical)
                       # of attacks: 3 (+8 dmg Brawn bonus)
                       Favored weapon type: two-handed sword (sometime magical)
# of magical attacks: 1 (250 SP)

Giant, Frigid
Living on the frigid planes of the Abyss or in remote snowy wastes, this vile race will attack 
any goodly race on sight.

Ê                     Level: 6
                       AR: 52
                       Main armor type: usually animal furcloak
                       # of attacks: 2 (+8 dmg Brawn bonus)
                       Favored weapon type: axes (non-magical), or bag of boulders, or
pummel (cold dmg) x2

Giant, Mountain
Thougher and more cunning than hill giants, they often ally themselves with their lesser 
cousins when it profits them.
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Ê                     Level: 12
                       AR: 60-65
                       Main armor type: varied (rarely magical)
                       # of attacks: 2 (+4-10 dmg Brawn bonus)
                       Favored weapon type: two-handed sword, or bag of boulders
(non-magical)

Giant, Rock
They stand 16 feet at the shoulder. These gargantuan humanoids roam mountain passes of 
every climate.

Ê                     Level: 8
                       AR: 67
                       Main armor type: usually animal furcloak
                       # of attacks: 2 (+8 dmg Brawn bonus)
                       Favored weapon type: clubs, or bag of boulders (non-magical)
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Gnomes

      Calling themselves " Dresvneblin " ("Children of the stones"), the gnomes are comprised 
of two distinct branches: the "surface" or "rock" gnomes (" Gwirfneblin "), and the "deep" or 
"earth" gnomes ("Svirfneblin "). Distant cousins to the dwarves, the gnomes are nonetheless 
quite distinct culturally and in outloook than their dour cousins. Although their lifespan, 
height and appearance remain very much like that of dwarves, gnomes tend to be leaner 
(less stocky) and less serious, or grim, than their cousins. They are quite spiritually-inclined 
as their cousins, but are less reverent of their ancestors or of their history. To this effect, 
gnomes are extremely imaginative, curious and forward-looking, often appreciative of good 
humor and happy gatherings (much like humans). While they are far from being the serious 
warrior-race as that of their dwarven cousins, gnomes usually prove themselves nonetheless 
as determined and tough defenders of their communities.

----------------------------------------------------------------------------------------------------------

Gwirfneblin
The surface (or rock) gnomes are those most often encountered, for they gather in small 
mining communities in mountains, hills or at the foot of such highlands, actively trading 
with nearby human, elven, dwarven and/or furfoot communities. Good examples of gnomish 
communities would be Gnomilar (in the Khanark Rockies) and Goldylock (in the greater 
Seacrest area, on the Azure Coast). Like true dwarves, surface gnomes are dedicated miners, 
smelters, weaponsmiths and jewelers, their products often being appreciated as much as 
those of their cousins. A typical gnomish community constitutes a tightly-nit large village 
or small town, usually under the leadership of a wise king. Because of the highly inquisitive 
and curious nature of the gwirfneblin, surface gnomes will be often encountered outside of 
their communities, usually as adventurers.

Gnome, Adventurer
Level: 8
AR: 55
Main armor type: varied (often magical)
# of attacks: 2 (+2 dmg Brawn bonus)
Favored weapon type: usually small swords/axes and/or crossbow (often magical)

Ê          Gnome, Champion
            Level: 7-11
            AR: 50-60
Main armor type: varied (includes gnomish armor +12)
# of attacks: 1-2 (+2-3 dmg Brawn bonus)
Favored weapon type: usually small swords/axes and/or crossbow (often magical)

 Ê         Gnome, King
            Level: 12+
            AR: 80-90
Main armor type: varied (usually magical)
# of attacks: 3-4 (+3-5 dmg Brawn bonus)
Favored weapon type: usually axes and/or crossbow (usually magical)

Ê          Gnome, Priest
            Level: 6-9
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            AR: 45-60
Main armor type: varied (includes gnomish armor +12)
# of attacks: 1-2 (+1 dmg Brawn bonus)
Favored weapon type: usually mace and/or crossbow (often magical)
# of magical attacks: 1-2 (200-300 SP)

Ê          Gnome, Warrior
            Level: 3-6
            AR: 40-54
Main armor type: varied (includes gnomish armor +12)
# of attacks: 1-2 (+1 dmg Brawn bonus)
Favored weapon type: usually small swords/axes and/or crossbow (rarely magical)

Svirfneblin
The peaceful earth (or deep) gnomes are a bit stockier and much stronger than their surface 
bethren. To this effect, earth gnomes normally settle in the Underdark in large undercities, in 
a way more akin to the dwarves (a good example of this would be the undercity of 
Svirfnilbdome). However, in contrast to surface gnomes, the earth gnomes are quite secretive 
about their existence, prefering to remain unknown to the surface world. Another distinction 
that earth gnomes have is an innate magical ability - thus, every deep gnome individual is 
capable of basic magical spells. Incidentally, they do have to contend with the other major 
races of the Underearth (such as kobolds, drow elves and duergars) - in this, deep gnomes try 
as best as they can to trade peacefully with these hostile races, but in doing so exercise 
extreme precautions in keeping the location of their undercities secret. In short, earth gnomes 
are quite content as being self-sufficient and safe first and foremost, quietly mining and 
happily going about their craftmanship as master weaponsmiths and jewelers - magnificent 
skills that remain (sadly) unknown to the surface world. Lastly, it is an extremely rare 
occurence indeed to encounter an earth gnome outside of his community (except as part of a 
trade caravan), let alone on the surface, if only because of the secretive and recluse nature of 
this peaceful race.

Ê          Earth Gnome, Leader
            Level: 8
            AR: 65
Main armor type: varied (usually magical)
# of attacks: 2 (+4 dmg Brawn bonus)
Favored weapon type: usually warhammer and/or crossbow (usually magical)
# of magical attacks: 1 (150 SP)

Ê          Earth Gnome, Priest
            Level: 9
            AR: 60
Main armor type: varied (usually magical)
# of attacks: 1 (+3 dmg Brawn bonus)
Favored weapon type: usually mace (usually magical)
# of magical attacks: 1 (250 SP)

Ê          Earth Gnome, Warrior
            Level: 4
            AR: 45
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Main armor type: varied (usually magical)
# of attacks: 1 (+3 dmg Brawn bonus)
Favored weapon type: usually small swords/axes and/or crossbow (usually magical)
# of magical attacks: 1 (100 SP)
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Golems and Animated Creations

      This section deals with artificial constructs created through ingenuity, arcane magics or 
even science - or all of the above.

----------------------------------------------------------------------------------------------------------

Animated Statue
A guardian simulacrum made of solid rock or marble.

                   ÊLevel: 8
                     AR: 70
                     Main armor type: plate armor +3, cloak of fog +3 and shield
                     (non-magical)
                     # of attacks: 2 (+3 dmg Brawn bonus)
Favored weapon type: morning star +2

Catapult
A war machine, often used by sieging armies. Not animated, since it requires soldiers to 
operate it - but a powerful construct nonetheless. This engine was used extensively during the 
recent Times of the Great War.

    Ê               Level: 15
                     AR: 10
                     # of attacks: 1 (+10 dmg Brawn bonus)
                     Favored weapon type: bag of boulders
                     # of magical attacks: 1 (300 SP - only the spell fireball)

Flesh Golem
Created from nonliving body parts and given life through arcane magic. They will serve their 
creator until destroyed.

    Ê               Level: 8-12
                     AR: 25-50
                     # of attacks: 3 (+6-8 dmg Brawn bonus)
                     Favored weapon type: pummel x3

Golem
Created from metal parts and given life through arcane magic. They will serve their creator 
until destroyed.

    Ê               Level: 18
                     AR: 70
                     Main armor type: chain armor and padded cloak (non-magical)
                     # of attacks: 2 (+6 dmg Brawn bonus)
                    Favored weapon type: battleaxe +2
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# of magical attacks: 1 (100 SP; only the spell fearful thoughts)

Guardian Warrior
A golem of some type, part stone and part metal, created to protect or guard areas (or 
treasures).

     Ê               Level: 30
                      AR: 75
                      # of attacks: 5 (+6 dmg Brawn bonus)
                      Favored weapon type: broadsword +2
 

Iron Golem
Created from scraps of iron and steel parts, then animated through arcane magic. They will 
serve their creator until destroyed.

     Ê               Level: 20
                      AR: 90
                      Main armor type: padded armor and padded cloak (non-magical)
                      # of attacks: 3 (+7 dmg Brawn bonus)
                     Favored weapon type: halberd +1 or pummel (stupify) x3
# of magical attacks: 1 (200 SP)

Macremian Guard
A cyclopean construct created by macremian technomages, this epitome of destructiveness is 
both magical and mechanical.

Ê              Level: 75
                AR: 100
                # of attacks: 2 (+6 dmg Brawn bonus)
                Favored weapon type: sting (electric dmg) x2
                # of magical attacks: 3 (999 SP - only the spell static discharge)

Mutant
Foul, mindless creation of a mad mage.

Ê              Level: 18
                AR: 35
                # of attacks: 3 (+1 dmg Brawn bonus)
                Favored weapon type: claws x2/bite (paralyze)

Stone Golem
Another type of animated construct often created by wizards to guard places or treasures.

     Ê               Level: 20

Bestiary of the Sword Lands Golems And Animated Creations Page  60



                      AR: 80
                      # of attacks: 5 (+10 dmg Brawn bonus)
                      Favored weapon type: broadsword (non-magical)
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Humanoids: Common Races (Part 1)

      This section and the next deal with those humanoid races that are deemed as "most 
common", because they tend to compete with other races (such as humans, elves, gnomes, etc.) 
in virtually every type of terrain (plains, forests, mountains, etc.). Thus, these humanoid 
races are often in some form of interaction or conflict (all too often violent in nature) with 
those more "civilized" races and therefore most often encountered.

      (Races in this section: Dogres-Orcs-Gnaths-Goblins-Minotaurs-Ogres )

----------------------------------------------------------------------------------------------------------

Dograh
Also known as "bugbears" or "dogres", the dograh are a strange cross between an ogre and a 
bear.  These creatures were born of foul magic eons ago. The social structure of dogres is 
typically that of isolated bands, often dwelling within large cave complexes (in mountains, 
such as the Khanark Rockies, or underground) and coming out only to raid nearby human, 
elven, gnomish, furfoot or dwarven communities. Very rarely, a dogre individual will strike 
out on his own as an adventurer.

                    ÊDogre
                      Level: 4-7
                     AR: 35-40
                     Main armor type: usually leather armor and shield (vary rarely
                     magical)
# of attacks: 1-2 (+1-3 dmg Brawn bonus)
Favored weapon type: clubs, flails and/or spears (very rarely magical)

                    ÊDogre, Champion/Leader
                     Level: 9-15
                     AR: 55-65
                     Main armor type: usually leather armor and shield (often of +1-3
                     enchantment)
# of attacks: 2-3 (+2-4 dmg Brawn bonus)
Favored weapon type: war axe (often of +1-2 enchantment)

                    ÊDogre, Chief
                      Level: 12+
                      AR: 70-85
                      Main armor type: often chain armor and shield, of +1-3
                      enchantment)
# of attacks: 3-4 (+4-6 dmg Brawn bonus)
Favored weapon type: battle hammer (often of +1-2 enchantment)

Dogre, Slave
Level: 4-7
AR: 10-20
Main armor type: usually animal furcloak (non-magical)
# of attacks: 2 (+2-3 dmg Brawn bonus)
Favored weapon type: usually stone axe or mining pick (non-magical)
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Gharuuk
Also known as "orcs", the thusk-bearing gharuuk are fierce, tribal warriors. As a race, the 
expansionistic orcs pit themselves in competition against virtually every other known race 
of Lhari-Orin. Individual bands or tribes have been often known to raid mercilessly on trade 
caravans and small communities of humans, elves, furfoot, gnomes or dwarves. Furthermore, 
occasional orcs or human half-breeds ("half-orcs") have been reported to take up the 
adventuring life, becoming successful tomb raiders or even notorious Bandit Lords in their 
own right.

Half-orc, Adventurer
Level: 8-11
AR: 50-65
Main armor type: varied (often magical)
# of attacks: 2 (+3 dmg Brawn bonus)
Favored weapon type: varied (often magical)

           ÊOrc
            Level: 2-5
            AR: 30-45
Main armor type: usually leather armor and shield (non-magical)
# of attacks: 1-2 (+0-1 dmg Brawn bonus)
Favored weapon type: usually clubs and/or spears (non-magical)

           ÊOrc, Archer
            Level: 3-6
            AR: 40-45
Main armor type: usually leather armor (sometimes of +1-3 enchantment)
# of attacks: 1-2 (+0-1 dmg Brawn bonus)
Favored weapon type: small swords/axes, or bow (very rarely magical)

Orc, Champion
Level: 8-11
AR: 60
Main armor type: often chain armor (of at least +3 enchantment) and shield (non-magical)
# of attacks: 2 (+3-4 dmg Brawn bonus)
Favored weapon type: often war axe (of at least +1 enchantment)

                    ÊOrc, Chief/King/Shaman-King
                     Level: 15+
                     AR: 80-90
                     Main armor type: varied (usually magical)
                     # of attacks: 3-4 (+3-6 dmg Brawn bonus)
Favored weapon type: varied (usually magical)
# of magical attacks: 0-2 (0-300+ SP)

           ÊOrc, Shaman
            Level: 8-10
            AR: 55-60
Main armor type: usually leather armor (of at least +3 enchantment) and silverback furcloak
# of attacks: 1-2 (+ 2 dmg Brawn bonus)
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Favored weapon type: usually mace (of at least +1 enchantment)
# of magical attacks: 1 (200-265 SP)

Orc, Slave
Level: 3-5
AR: 5-20
Main armor type: usually animal furcloak (non-magical)
# of attacks: 1-2 (+1 dmg Brawn bonus)
Favored weapon type: usually stone axe or mining pick (non-magical)

           ÊOrc, Warlord
            Level: 11-18
            AR: 75-80
Main armor type: varied (usually magical)
# of attacks: 2-4 (+3-5 dmg Brawn bonus)
Favored weapon type: varied (usually magical)

Orc, Warrior
Level: 3-7
AR: 45
Main armor type: usually chain armor and shield (very rarely magical)
# of attacks: 2 (+1 dmg Brawn bonus)
Favored weapon type: usually swords (very rarely magical)

Gnorrock
Also known as "gnolls" or "gnaths". Extremely strong for their size, these ape-like, upright 
humanoids would make excellent warriors if they were not so lazy. The social structure of 
gnaths is typically that of isolated bands, often dwelling within large cave complexes (or 
deep within forests) and coming out only to raid nearby human, elven, gnomish, furfoot or 
dwarven communities. Very rarely, a gnath individual will strike out on his own as an 
adventurer.

                    ÊGnath
                     Level: 4-5
                     AR: 37-45
                     Main armor type: usually chain armor and shield (very rarely
                     magical)
# of attacks: 1-2 (+2-4 dmg Brawn bonus)
Favored weapon type: clubs and/or spears (very rarely magical)

                     ÊGnath, Chief
                      Level: 9+
                      AR: 65-70
                      Main armor type: often banded armor (of at least +6 enchantment)
                      and normal shield
# of attacks: 3-4 (+3-5 dmg Brawn bonus)
Favored weapon type: often war axe (of +1-2 enchantment)

                     ÊGnath, Leader
                      Level: 6-12
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                      AR: 55-60
                      Main armor type: leather armor and padded cloak (very rarely
                      magical)
# of attacks: 2-3 (+2-5 dmg Brawn bonus)
Favored weapon type: war axe (often of +1 enchantment) and/or net

Gnath, Slave
Level: 4-5
AR: 8-20
Main armor type: usually animal furcloak (non-magical)
# of attacks: 2 (+2 dmg Brawn bonus)
Favored weapon type: stone hammer and/or mining pick (non-magical)

Goblek
The smaller goblek (or "goblins") make up in fierceness for what they lack in size in 
comparison to other (usually taller) humanoids such as the Gharuuk. In spite of their 
relative short size, they are nonetheless a tribal, warrior-race to be reckoned with. 
Individual bands or tribes have been often known to raid mercilessly on trade caravans and 
small communities of humans, furfoot, elves, gnomes and dwarves. Furthermore, occasional 
goblins have been reported to take up the adventuring life, becoming tomb raiders or 
mercenaries in search of fame and fortune.

          ÊGoblin
            Level: 2-5
            AR: 33-40
Main armor type: often leather armor and shield (very rarely magical)
# of attacks: 1-2 (+0-1 dmg Brawn bonus)
Favored weapon type: usually clubs, flails and/or spears (very rarely magical)

Goblin, Adventurer
Level: 4-8
AR: 45-65
Main armor type: varied (often magical)
# of attacks: 1-2 (+2 dmg Brawn bonus)
Favored weapon type: varied (often magical)

           ÊGoblin, Archer
             Level: 3-6
             AR: 40-45
Main armor type: usually leather armor (sometimes of +3 enchantment)
# of attacks: 1-2 (+1 dmg Brawn bonus)
Favored weapon type: usually small swords/axes or bow (non-magical)

          ÊGoblin, Champion
            Level: 8-12
            AR: 50-60
Main armor type: usually banded armor and shield (of at least +3 enchantment)
# of attacks: 2 (+1-3 dmg Brawn bonus)
Favored weapon type: very often spear +1

Bestiary of the Sword Lands Humanoids: Common Races Part I Page  65



          ÊGoblin, Chief/King/Shaman-King
            Level: 12+
            AR: 75-80
Main armor type: varied (usually magical)
# of attacks: 3 (+4-6 dmg Brawn bonus)
Favored weapon type: varied (usually magical)
# of magical attacks: 0-2 (0-350+ SP)

          ÊGoblin, Hero/Leader
            Level: 10-15
            AR: 60-70
Main armor type: usually chain armor (often magical)
# of attacks: 2-3 (+2-3 dmg Brawn bonus)
Favored weapon type: usually pike axe (of at least +1 enchantment)

           ÊGoblin, Shaman
             Level: 9-14
             AR: 50-60
Main armor type: usually robe and animal furcloak (non-magical)
# of attacks: 1-2 (+1-3 dmg Brawn bonus)
Favored weapon type: usually quarterstaff (often of at least +1 enchantment)
# of magical attacks: 1-2 (200-225 SP)

Goblin, Slave
Level: 3-5
AR: 5-20
Main armor type: usually animal furcloak (non-magical)
# of attacks: 1-2 (+1 dmg Brawn bonus)
Favored weapon type: usually stone axe or mining pick (non-magical)

Mintros
The bull-headed Mintros, or "minotaurs", have a stout body that would make even an ogre 
quake with fright. These powerful, territorial creatures love to engage in combat. Minotaurs 
tend to congregate into tribes under powerful kings; such communities are highly structured 
and usually tend to keep to themselves (except when they feel threatened by nearby 
non-minotaur communities or when they ally themselves with such communities in a noble 
cause to march to war). Nonetheless, numerous individuals have been known to wander the 
lands in order to better their warrior skills (often as gladiators, highwaymen, mercenary 
soldiers, guards or even bodyguards).

                    ÊMinotaur
                      Level: 6-7
                      AR: 45-50
                      Main armor type: usually plate armor (very rarely magical)
                      # of attacks: 1-2 (+2-6 dmg Brawn bonus)
Favored weapon type: battleaxe and/or net (very rarely magical)

                    ÊMinotaur, Champion/Leader
                     Level: 9-16
                     AR: 55-70
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                     Main armor type: usually plate armor (vary rarely magical)
                     # of attacks: 2-3 (+3-6 dmg Brawn bonus)
Favored weapon type: two-handed sword (sometimes of +1-2 enchantment) and/or net

Ogrym
Standing 8 feet tall or more, these large brutes love to bully those weaker than themselves. 
Known for their strenght, they tend to dwell in large dwellings or caves in mountains (such 
as the Khanark Rockies), grasslands or forests (as exceptions, the Ogrymock  and Ogrymir  
sub-races prefer to live in the underearth and frozen wastes, respectively). The typical ogrym 
are often employed as troops in mercenary armies or found alongside giants as canon fodder. 
Also known as "ogres", their social structure is typically that of isolated bands which 
occupy themselves at raiding human, elven, gnomish, furfoot or dwarven communities. 

          ÊOgre
            Level: 4-7
            AR: 40-49
            Main armor type: usually leather armor and shield (vary rarely magical)
            # of attacks: 1-2 (+6 dmg Brawn bonus)
Favored weapon type: clubs and/or spears (vary rarely magical)

                    ÊOgre, Chief
                     Level: 12+
                     AR: 75-85
                     Main armor type: often chain armor and shield (often of +3
                     enchantment)
# of attacks: 3-4 (+6 dmg Brawn bonus)
Favored weapon type: often broadsword (of at least +2 enchantment)

           ÊOgre, Dark ( Ogrymock )
             Level: 9-10
            AR: 50
            Main armor type: often leather armor and animal furcloak
            (non-magical)
# of attacks: 2-3 (+6 dmg Brawn bonus)
Favored weapon type: often clubs, flails and/or spears (non-magical); or pummeling (+ extra 
chemical dmg)

          ÊOgre, Ice (Ogrymir )
            Level: 6
            AR: 45
Main armor type: often leather armor and animal furcloak (non-magical)
# of attacks: 2 (+6 dmg Brawn bonus)
Favored weapon type: often clubs and/or bag of rocks (non-magical); or pummeling (+ extra 
cold dmg)

           ÊOgre, Leader
            Level: 6-14
            AR: 55-70
            Main armor type: usually leather armor and shield (rarely of +1-3
            enchantment)
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# of attacks: 2-3 (+6 dmg Brawn bonus)
Favored weapon type: war hammer (often of at least +1 enchantment)

Ogre, Slave
Level: 6-7
AR: 10-20
Main armor type: usually animal furcloak
# of attacks: 2 (+6 dmg Brawn bonus)
Favored weapon type: usually stone axe and/or mining pick
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Humanoids: Common Races (Part 2)

      As in the precedent section, this section deals with more of those humanoid races that are 
deemed as "most common", because they tend to compete with other races (such as humans, 
elves, gnomes, etc.) in virtually every type of terrain (plains, forests, mountains, etc.). Thus, 
these humanoid races are often in some form of interaction or conflict (all too often violent 
in nature) with those more "civilized" races and therefore most often encountered.

      (Races in this section: Trolls-Troglodytes )

----------------------------------------------------------------------------------------------------------

Sheshnyrok
The sheshnyrok (or "trolls") are loathesome, 7+ feet tall humanoids that prey on the weak. 
With the exception of Stygian Trolls who are more organized and civilized, the usually 
savage and filthy trolls organize themselves in small, isolated clans of hunters/carcass 
foragers. They tend to dwell in humid dark places, such as underground caves, mountain 
caves near streams, swamps (such as the Scales Swamps), thick forests (such as the rainforest 
of the Forgotten Valley), abandoned ruins or crypts, etc. (again, the Stygian Trolls, being the 
exception that they are, tend to dwell in small developed communities in the underearth). 
Despite the variety of troll sub-races, all trolls share one dangerous ability: that of being 
able to regenerate at will.

                    ÊTroll
                     Level: 7-8
                     AR: 45
                     Main armor type: often animal furcloak (non-magical)
                     # of attacks: 2 (+0-2 dmg Brawn bonus)
Favored weapon type: claws (cause disease) x2, or pummel (cause disease) x2, or club 
(non-magical)

                    ÊTroll, Barrow ( Sheshnuur )
                      Level: 6-10
                      AR: 45-50
                      Main armor type: usually animal furcloak (non-magical)
                      # of attacks: 2 (+6 dmg Brawn bonus)
Favored weapon type: pummel (cause disease) x2, or club (non-magical)

                    ÊTroll, Carrion ( Asheshrak )
                     Level: 20
                     AR: 50
                     Main armor type: none known
                     # of attacks: 2 (+10 dmg Brawn bonus)
Favored weapon type: claws (cause disease) x2, or club (non-magical)

                    ÊTroll, Cave ( Sheshnyrim )
                      Level: 12
                      AR: 57
                      Main armor type: usually animal furcloak (non-magical)
                      # of attacks: 3 (+8 dmg Brawn bonus)
Favored weapon type: pummel (cause disease)/bite (cause disease), or club (non-magical), or 
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