


THE AMATONS
FREQUENCY: Very rare-
No.APPEARINe: 10—30
ARMOR CLAss: 3-
MoVE Icon" on ' flying st!Z-il“*itt
flying disk;
HIT DICE: 3+3
%. IN LAIRI 109% .(fly'inardlsfitg ‘
TREASURE TYPE:'Q(1~u p r ..
NO. OF ATTAcKSI 1 I *.
DAMAGEIATTACKS:'=-1-s’%fiiy weep --

PEcIAL ATTACKS: Control collars *
SPECIAL DEFENSES: Nil I.
MAGIC RESISTANCE: Nil
INTELLIGENCE: Very
ALIeNMENT: LaqI'EIII-‘I ‘.
SIZE: _-__M A If
PSIONI-c ABILITIgsNII g

. LEVELIXRVALUE': 155 + =4/hp-
The sinister race of Amatons travel space and the sundry dimensions in theii‘flyihg l7
disk ships seeking to gain dominion over others by useof weird technologies. The ' l
favoured strategr atons use “3 accomplifih their unfam'omable goals is to enslave,
powerful monsters and then use these thralls to battle all those who oppose them. _ Z. ' if

a i-

All Amaton flying disks have a "stun turre " protruding 'fi‘om the underside of the vessel.
This turret projects an energy ray that acts as a dOUbé strength” hold monster Spelt;
immobilizing any powerful monster it strikes who fails their save. When a creatureé’is
immobilized, the Amatons disembark from their jlifiij'iirigj disk ship on personal flying
sleds to apply a control collar to their intended thrall. These collars appear as large
rings of glowing energy and take two amatons on their flying sleds to carry and fast“; 3
on the necks of their victims. Once applied to an immobilized creature, the collar 4_ 1
compels unwavering obedience from the creature at the direction of’the'Amaton
leader,_ whozthen works his malignant will by means of strange apparatus within the
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THE AMATONS
disk ship,

Amaton djsk ship's take 400 hit'peihts (if
damage before being destroyed. the eta-h:
turret 100.--'hit points (a disk ship will have
one spate- turret to replace a destroyed er
damageq time), and the flying sleds. 50 hit
points points each

Amatene will geally betarrnm firith blast
rifles that spew energy feti- iii-‘13 hit paints
of damage. ‘1

,2.
V'

The race . Amatens appear to be spindly humamedsgncaeed in outlandIsh erah
Efflr-i emfmfis rejecting here and there »
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ANDROID PEOPLE
FREQUENCY: Very rare
No. APPEARING: 9—15
ARMOR 'GLASS: Variable (See beam
MOVE; See below--
HIT c’E: 6+6”
% IN LAIR: 60% ..
TREASURE TvPE: Nutf - __ ii F _
MD. M ATTACKS: 2 '
DAMAGEIATTACKS: 1%10 *
SPECIALATTACKS: See below
SPECIAL DEFENSES: See helps...
MAGIC RESISTANCE: Nil ‘
INTELLIGENCE: Exeptional
ALIGNMENT: Lawful evil 1
SIZE: M l

.- RSIoNIc ABILITY: git y
LEVELMPNALLiEi’SZS + amp”

J I

The Android People are a weird synthetic menace who" subjugate or destroy all those?
whom they encounter upon their interstellar travels Theft origins are disputed amongist
those few who hienowledge of their existence; some claim they are merely pseudo—
organic weapong' another galaxy run anilok others conjecture that Android Peeplep
are the manufactured heirs of an ancient scientitically aplvanced race turned to evil:

Android People can take three distinct fonnsi. transitiooing beggeen these forms filii‘fi ill_,_
once per round ""i”. . 1 r

.- I

Firstly, a group of Android People sani- - transmogrlfy themselves into a large
nebulous cloud of glowing exotic matter. it Is in this form that Android People penetrate
the interstellar voids seeking out inhabited planets for their violent mInIstratIons _ _
a suitable population of victims are detected by the spacefarlng collective cloud train
seek out a secluded place nearby'In order to fashion a base of operations
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ANDROID PEOPLE
The collective Cloud will usually prefer rocky wastelands for this purpose boring out a;
sizable underground complex (treat as a very powerful passwall or dig spell) from
whiChttlggfitvill launch their attacks. A collective cloud of Android People cannot be
harms ysical means and such a cloud will only be affected by spells of 8th
level or ig er even then savfig as a 19th level cleric; against magical attacks The
cloud moves at 36" In atmosy are and has no atta'é' IIISI

When a collective cloud finishes fashioning a suitable base of operations it will then
transmute thto the second form of Android People individual taII green and blue
humanoido In these distinct individual forms the Android people will, utilize their
masterof supe‘t—science to mammvanous types of apparatus in order to sesIIrI'Ire
their sanctum and further the 'iolent goals creating both ash-personnel defens
and a “duplicating machine

nel defenses take the fmfiof a non\nagioal wall of force combIII'jf
spell (as cast- by a 12th level magIc-user) projected across I_

entrance of the Android People's subterranean complex
1'

A "duplicating machine" Is a large apparatus the: Is used to synthetically reproduce '
and enhance native puissant warrior captives in I‘order to create "Android Warriors" I I
that the Android People can then use as powerful slave-like martial champions To I
this end the Android People will target for capture any famous or infamous powerful
fighters they learn of _by means of forced Interrogatrpn of their other native captures IIII
Android People will usually only operateIone Android Warriorate-'- 'a time

Such an Android Warrior will resemble the fighter it was. modeled after except in-thesIbI
respects: the Android Warriori-will be tu'iice as large, havie grayish green skin, "Its facial |
features will be if into a rictus of hate and its intellect will be vastly reduced I
Android Warrior AC 2 move at 12" and have a strength of 23 but'In all other .. I‘
respects they perform In combat as a fighter of double the ability of the fighter _ '5
duplicated when calculating hit points chance to hit nnrnber of attacks saving throws
etc. Android Warriors usually use their bare hands'In melee combat doing 2-20 wants
of- damage per attack but also have deadly ranged weapons at their disposal Thar
first ranged attack ability involves a force-ray projector built into their chest that
creates a concussive wave out to 100 yards doing 2-24 hp of damage to any foe I
struck The second ranged attack cption of Android Wa'rrIIgIrs is the ability to time afl
thin heat-beam from their finger-tips, with a range of 200 yards and doing 2-16 hp
heat damage to anyone failing to save vs. paralyzation. 'If.-.aI_.targeted_b_low lands ""
against the force-ray projector in an Android Warrior‘s chest (requiring a natural 19
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ANDROID PEOPLE
or, 20 on the "to hit" dice), there is a 1 in 8 chance. that its programming will reverse,
im‘rned‘ y causing the Android Warrior to seek out and destroy Android" People.

HumanYr Android. People have AC 4, can moire alt-12" upon the ground, and cart:
“fly by re h ing theii'tEet intofi swift hover-disk capabie of a flying speed of 24".
Besides 'fiowerfu] blows fronj‘their fists, humaniformt-Android people have the ability
to emanate potent stunning rays from their ocular sensors, effective up to 50 feet
(treat as a hold person spell lasting for 2-12 rounds). They also have a potent
"magno-beam“ that they can project from their dips-{goat as a tel'ekiaesis
spell aTst by g'leth level magjguser). ' if “f 'f _ ' g.

In
H

. _ . 3' “‘5. _ . _ ! I.
The thijf forrn Android ,Peoplflre able to take is that of an _I__T|;ndiiridt_tal glowing
gaseot-Js mist. In this form, gamma People have an no of a fly at '24-“, and While ,
haying e ymfifl attacks, are able to project stun-beams exactly like their individ
physical s,: imore than 30 hp of damage is done to this form in one round, the.
cloud of met at implode violently, killing the synthetic organism. If Android Peaple- .,
in the form of individual energy mists inadvertently touch each other, it causes a
reaction fatal to both, The individual energy misttforn'u-o’iF Aatlroid People save us
”magic at +4.
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BEAKED PEOPLE
FREQUENCY: Very Rare
NCAPPEARING: 30-30.
ARMCR-CLAss: 5
MOVE: "12";24"
HIT DICE: 2+2
%IN LAIR:‘10% _
TREASURE EXPE: lnfiffiggrLq
D,Q(x5),Siair i i "It I '-

~ N0.0F’-.ATTAC§KS:3.; ~- ‘1!
DAMAGE-IATTACIce: '1 eraser-isip-r
by wéapsn type I '1
SPECIAL ATTACKs: Traps ‘ ‘1
SPECIAL DEFENSES: Nil
MAGIC RESISTANCE: Nil 1
INTELLIGENCE: Average I ;

ALIGNMENT: Change-Evil j
SIZE: M /‘ ,1
PSIONICEABILI. :NII I .
LEVELIxRNAL-UE:5IJT+3Ihp; , i l

The Beaked Pt‘aire nomadic jungle dwellerst roam the ca'nopied deep-“.‘fbrest; ‘
destroying these whe resist them arid taking all others "as slaves. They have extensIVe
jungle lore and draw upon this knowledge to manu'faC "*re cunning traps (as grug'eCh
EIMES) and ambushes (surprise '5 in 6). J

The Beaked Peeple attack with {the-iiiifs-harp - ‘ Claws_,L*TfiEV'=S'bme1imes carry
- ..-- . . rife A.

large war Clubs (treat as morning star-I) gng -
receiving +2 to hit when attacking this we;

'I

.I-.
1:!

The Beaked People smear-ass winged hu'riisndiiii perr'df'i" ' "
an'dqyellewhieed CI‘és’t‘s. ‘ h i ’
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THE CRYSTALITES
FREQUENCY: Very Rare
NOAPPEARING: 10-239
ARMOR CLASS: 1
MOVE: 1i§"f1'8"
HIT olce: a+3
% IN LAIR: “50%
TREASURE T_Y.PE: owe? it P
NO. OF ATTACKS:‘t
DAMAGEIATTACKS: .1-3%
SPECIALtATTA'CK3: Crystal project: :.
rod

. SPECIAL DEFENSES: NII- * I
- MAGIC RESISTANCE: Nil

INTELLIGENCE: Very
ALIcNMENT: sIuIeII-II’I ‘.
SIZE: _-__M 1. b
PSION-Ic ABILITYLfliL y
LEVELIXRVALU'E: 125+ 14mp- I

The Crystalites are a malignant race of mobile humanoid shaped living crystals who
travel time in search of plunder and those they can dominate with their strange ,
crystal sciencesfinfitalites always time trawiel in a huge faceted crystaline globe, E ,-
which they will use as a base of" operations when they find an era and place ripe-i'toIi 5
their malignant ministrations. This globe ship will always have an impentrable fo.rce—'
field only the Crystalites can manipulate. A globe ship-gel” hays" 2-12. "mini-craft" -—-:—-
one seater flying vessels that tra-tfel through‘the air afiBD". J

J .

Each Crystaiite will be equipped with an odd shéfed tod that tires tWo types of crystal
projectile. The first type of projectile explodes on contact doing 2-16 points- of damage
to anything struck The second type of crystal projectile only does 1-6 points of. d
but then causes a iarge and cumbersome crystal culture to Instantaneously grewIeri‘ "
the target the location randomly detemined on a d10:
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THE CRYSTALITES
1-2 left arm
3-4 leffiiéleg'
5—6‘ right leg
7-8 right arm
9 "head
10 -:_::j;’_‘. [e body mmptetely

'Gcfireried with c'wstal culture

Sumeryetafine grots new be
destroyed by 25 hit White of. damage:
(‘1 in. 6 chance victim'takes half? dam g)
or by'éundry rdgagi'cal means '

'G'Wgta'iiawh- take-mine than half'theirt taI hit pantie nfdamage unaneattack ,
s— _, gen tar-bath or'cemplet'e' hatter. ‘ f ‘ '
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DESTROYER ANTS
FREQUENCY: Very rare
N0. APPEARING: 2-10 thoLIsgindz-on
Quasar, 2-8 elsewhere
ARMORifiLASS: 4
move:- "15"
HIT DICE: 6+6
%-IN LIIuRIIzrg'il1r '7 a , '
TREASUR‘E’TYPE: Nil‘ n r ..

_ NO. OF ATTACKS: 1
DAMAGEIATTACKS 2-1fi

‘ l‘SPECIAL ATTACKS: Nil , _

SPECIAL DEFENSES: Nil "' i
MAGIC RESISTANCE: Nil

INTELLIGENCE: Animal

ALIGNMENT: Neutral l -
SIZE-IL ~ , i

P ‘ PSIONIc ABILlyz-IL‘INII I)
LEVELIXPNAL. i E: 225 +8'lhp: . ii

Destroyer ant colonies lie dormant for thoi-Isands of yeairs in huge vaulted caverns l
far beneath theaéai$1. The ceilings of such caverns are lined with thCIusands of green 1-
oyal eggs cont the hibernating destroyer ants Vitrification of the colony IIIII'I'iII be -'
triggered if a lightning storm occurs over the area and electricity Is channeled undgr
ground to the eggs due to lightning strikes. If Such conditions are met the eggs will
drop to the floor and full grown destroyer ants will hatCh The colony of destroyer
ants will then rapidly tunnel to the surface and begin :to march and all organic
material'In the path of these monstrous Inseifiiravagers will be devoured '

Destroyer ants will march endlessly'In a ‘5U yard wide column bunching up if the I
colony encounters areas of resistance to their advancmefi’t Only the most ruggffi’fi.

.LI'.

marching colony once a direction Is set upon by destroyer ants. Destroyer ants have
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DESTROYER ANTS

been observedtc span canyons by making bridges out of their own bodiesi allowii
the march to continue despite such obstacles. This constant marching will continue?
for months, the destroyer ants devastating the lands they pass through until their
hunger is sated or they are somehow destroyed or banished. Then they will burrow A
underground to lay eggs. in order to start their biaane life cycle over again. ‘

Qastroyer ants appear to-be huge horse-sized redaants with three large black eyes i '
The insectoid chittering noises they make when massed and marching is deafening: '

II
F. ll.

I...‘
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ELECTRO-BEETLES of the STONE FOREST
FREQUENCY: Very Rare
no. APPEARING: 338.0 in StEne ForEtet,

_ - 2-8 ElseWhere

" ARM'oEELAss: 3
MOVE: 172“
HIT DICE: é+3
% III LAIR: AER. H
TREASURE TYPE: Ail “in?r "
no. oF ATTAGKS: 1
DAMAGEIATTACKS SEE below
SPECIAL ATTACKS: Electric disehar _ '
SPECIAL DEFENSES: Nil
MAGIC RESISTANCE: Nil
INTELLIGENCE: Animal I
ALIGNMENT: Neutral? I
SIZE:M x” I '
PSIONIE ABILIw: HERE I,
LEVELIXEVAL-IJE: 1251mm, - l

i . II
Electro-beWare native to the Stonefifiorest on HT? plaRet.Quasar where..theif I

can be found in great numbers. Each giant green and blue bEEtlE has long rigid I. “
antenae it uses to direct its only means of attach-bolt? of electricity. These antennae.

a'I-re hinged at the base and fall forward from an upright position when the beetle IE2

ready to discharge at a target. A Holt-Erom aA ' ' ' . Ia~beetle ean reach targets up to
100 feetaway and does damage equE-Iu-tEAH-T'e beetlee current hit points. Anyone I

targeted by an Electra-beetle. tnust save vs. wands, failtgtiie-Ato-Eave _i_hdicatin'g,_fi§i I“:
damage is taken while-5E EtiECEsfgl save indicatEE no damage iEtakenfrom the
beetle's dischar fie. . .- - - 9 "Write-Up by Abacus Ape. PDF by Turgienev



GIANT VULTURE 0F AMZOT
FREQUENCY: Very Here
No. APPEARING: 1 (10% ch33 25)
ARMOR cLAss: 3
MOVE:T—*B"I3.D"
HIT DICE: II)
II IN .LAIR; 133? "f a. f
TREASURE-TIPE: e - n r. ‘
NO. OF ATTACKS: 3
DAMAGEIATTACKS 1 Maya
SPECIAL ATTACKS: NiI
SPECIAL p‘EFENS-Esmii “l

' MAGIC RESISTANCE: NiI
_ iNTELLIGENCE: Animal

ALIGNMENT: Neutral
SIZEIL ~ i
PSIONIc ABILITY‘ Nil I
LEVELIIIPNAL .' ”sac-+1.. . .

\ 4" i l
Despite its nam .the giant vulture of Amzot bears.no resemblance to terrestrial "
avian scavenge - misleading moniker was probably given to the beast by the firefi-
hLIman settlers on the planet Quasar. In appearance the giant vulture of Amzot cloaély
resembles a large brick-red winged quadruped with reptilian characteristics. The giant
vulture of Amzot will not usually attack large..- parties iPsteacl zit prefers to prey uporj
lcne victims of man—s—ize or smaller. ‘ . r

If a giant vulture of Amzot attacks it Will att p -to©§rw away pIey to it's: aerie in order
to gorge unmolested. If both forlegs hit then it has grasojeag'its victim who will heIca I ;
away the next round possibly still living.
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GLADIATORS 0F KYANITE
FREQUENCY: Very rare
No. APPEARING: 40-160 (Insettlement)
ARMOR f-GLASS: Variable
MOVEz. 12"
HIT c‘lsl See below:
% IN LAIR: 0% .

_ TREASURE rvPE: lndfiiduan; e-jin; lair
. N0. oF ATTACKS: As sees-nae .

level fighter
DAMAGEIATrcs-E See_'lielerjv1
SPECIAL hTTACKs: Advanced.;_ W
weaponry I " -
SPECIAL DEEENS-ES': Nil
MAGIC RESISTANCE: Ni‘l
INTELLIGENCE: Very I
ALIGNMENT: Neutral” evil I I
SlZE:"-M .r- ‘ j
PSIONIE ABILr-Ni? Nil I
LEVELJX‘PNALEJE: Variable . l

The Kyanites are a human-like race native to the planet Quasar whose. social? w.
revolves aroundfirfilood sport of gladiatorbl combatiKSranite communities alt-e- ,-- .
usually found only in mountain fastnesses ahd other inaccessible locations, eacb‘ . f.
Kyanitian stronghold resembling. a large walled'fort cur/gown built around a Centra'l'f“ '
combat arena.

Tofu Ifill their gruesome cultural sEdifiEflfiOn, Waggladiatofial'jchampions will marl-ht
expeditions in order to capture powefful oppfafl (large and powerful monsters are
preferred. but skilled adventurers will also-suffice) who will challenge their prowess in:
the deadly gladiatorial games. These champions will alwaYs be fighters of 7th-1‘Dtl1 L .
level, and. ride flying chariots (AC 3, 45hp, 24" flying speed). Flying chariots erasable-‘- ”
to dischargetwo types of non-lethal ray designed to subdue" peterifi'al gladiatorial
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GLADIATORS 0F KYANITE
opponents First a "tranquil beam" will be
used that acts as a combination of slow
and "charm monster" spells, then a-ray'
that acts like a very large projected
"forcecagie" spell will be used to contain
and traifisport any captives back to the

' Kyanitian arena. The beam weapons of
flying chariots are never used in actual
gladratonal combatI 't " I
Oncethe captured;_oppohent(s‘;3 are ‘
released into the glad iatorial arena, _‘

Kyanitian gladiators of lesser accomplishment will be allowed to test themselves iii
battle ag - _ t thfi provided foe. These Kyanitian gladiators will 'be fighters of levels
3-6,. have s 1-
of the trident receiving +2 to hit when using these weapons In addition these
.Kyanitian gladiators will have access to technologically adI?nced weaponry, havIng
a 25% chance of possessing one of the following;

A "Great Flail" made of a memory retentive alloyi If a successful strike is scorediif'with .
one of these weapons there is a 40% chancetheiflail will Imrnediately and wrth
blinding speed strike 2-5 additional times automatically _ ’

~
_
-_

A"Flarne Shield" a normal shield with a-large nozzle In its cedi’er which can
discharge a reddish heat-ray This heat ray has a range of 100 yards and does I- )
2-20 points of tire damage to any opponent failing to saI‘Ie Iris wands

L‘.‘

A "Lightning Wig"flat in addition to the n ma! function of such weapons a"-:-;_asas i
a shocking grasp spell when contact'Is mad with an opponent dsing 1-8 +3 painter"
of electrical damage to anyone so struck!

Once the Kyanitian gladiators atlases:accomplishment have-striven against an J
opponent and If the opponent still liilijes the'champrdns of Kyanite (7th-10th'lev'ei
fighters) will take the field Upon their flying chancfs to attempt to finish their foes for
the glory of Kyanite These gladiatorial champions will always be armed with a
technologically advanced weapon In addition to those weapons listed above,
other sorts are available only to the champions of Kyanrte ' ' ' '

L

A laser spear“ . a Spear” that projects a thin beam of light out to'2‘ob yards. dam
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GLADIATORS 0F KYANITE

H

3-30 hp. to any who fail to save-Vs. wands. K 1 I J _ ,'

A "heat n {the will snare .an opponent on successflh strike then glow- red hot I
doing oft" t dam ge the first round er being snared. 2-16 hp the 2nd ‘
round, and 3—2 ' ~- p EEGhi'TUUHHd thereafter. Such nets are AC 3 and take 25 polnts
of damage to destroy. ‘-

The normal citizenry of a Kyanitian settlement hive at least some experience with
the arena and are all either 1st or 2nd level fighters The distribution of fighting leIIIele;i
amongst Kyanitions are as follows: for every 40 KManites 30 will be 1st-2nd level II;
fighters, 3 will be 3rd-6th level gladiators and. tworgiiill be gladiatorial champicnepf i'
7th—1Dth levels In fighter. 4 » '‘1. I.

It has been postulated by these sages urged in extra¥lanar glances (including suclit
luminaries'In that esoteric field as the famed Ven-Egrut) that the Gladiators of Kyanité
are the result of an advanced cloning regimen citing their uneanny similarity in
appearance and weird conformity of action In any case it is a surety that the vaults I
beneath the Kyantte‘s blood soaked arena sands harbotIr secrets as yet unreuealed
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LASER DRAGON
1‘‘ CLIMATEITERRAIN:Temperate er

tropical jungle
FREQUENCY: Very Rare:
ORGANIZATION: Solitary
ACTIVITY CYCLE: Day ,
Dlér:""CaFnivE_r_e *6 r”,
INTELLIGENCE:AwerafiéWhéLI-f .,
TREASURE: See Below--. hi I
ALIGNMENT:'..NeutrjaI-Gund I .

NQ. APPEARIUG:.1' or1-3 ‘ I
ARMOR CLASS: 3' (base)

MOVEMENT: 12, H 24 (B)
HIT DICE: 9 (base) ‘,
THAEO: 11 (base) I“ .
NO. 0F ATTAcxgEB i
BAMAGEIATTHCK: 1 -4l1 44113-133
SPECIAL ATTACKS: Laser eyes and ‘7
tail, breath weapnn 1

SPECIAL D-EFENS-ES: N?" If ,7
MAGIC RESISTANCE: 30%. (has-33H!
SIZE: L £125: base)
MORALE: 14-15 _

_. ifiue. 4,bQO§.,(base)
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LASER DRAGON
Appearance: Laser dragons are large winged reptilians. slightly smaller in stature than"
most dr __ n . They have very short forearms and very powerful hindlegs. good for
taking fig ' ry quickly. They have much smoother scaled skin than. their cousins, and
they ran '1 wide v'attetyof caters. Laser dragons__ have very large, slitted eye's.

Combat: 'L‘aser dragons pre to deal with their opponents from a distance but they
are not slouches in melee sombat able to inflict deoeitt damage With two swipes with
claws from .g...-i.I.I-"’ir forearms and a bite with sharp, pointed teeth.

However taser dragons inflict the most damage with their eyes and oil They can emit
beams o hte'nse‘i light energy with. 5 r eyes and tail. The beams that emanate from
their eyes converge on their tatget inflicting 3—30 points of damage on a successful
attack coil with the victim receiving a saving throw vs. breath weapon to receive ort -.
half dame The beam that emits frorfi their tail inflicts 2—20' damage as well with the
target . g aving throw for half damage as well. These beams basically ignore
armor as t ey burn through leather and metal quite quickly. Therefore a target is
treated as Armor Class 10. only subtracting for any magical pluses the armor may hiss
and any Dexterity bondses. These beams have a linegpf-sigfit range of 200 feet.

One of the favorite tactics __of laser dragons is to to high above their intending target
and then dive towards it and use both their eye beams and their tail beam on it. When
used in conjuction the dragon inflicts 6-60 damageion its target and the target receives
a-2 penalty to his saving throw to suffer half damage . . i

i
J

They also have a breath weapon a cone of fre similaii'to a re 'ddragon‘s though
newhere as powerful as a red dragon of similar size and age-.- it inflicts 3-36 damage J
with a saving throw vs. breath weapon for half damage. They usually will use this if a i
opponent is in mflearange. I i
Habitatociety: Laser dragons are actually relatively frIendly, if. solitary creatures; If?
Although they are very rarely seen or encountered its possible for a young laser
dragon to attach him or herself to a being of good alignment. They are empathic in" '
nature and communicate with each other through a simple);- language of shneksd

M"

screams and hisses. " 1 3,:

Laser dragons usually live alone with tentate's rising to mate once every three years
If young are hatched the male and female reside together ”_t a time until theft chap:
is old enough to survive on its own and then the parents. erstd youngpart ways to begrn
or continue their lives in solitude. ..
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LASER DRAGON
Laser dragons usually reside In mountains, though they may be encountered in any
non-col_ ate. If they reside'In an area occupied by a good dragon usually they will
(Io-exist t at dragon but if an evil dragon resides in the same area they Will almost
irnmediagly ontest with that dragon for control of that region. If the laser dragon wins
the cont I usually endIng wi the evil dragon 5 death) they take its treasure hoard
Any treasuge found In a laseII ragon s lair has been amassed in this way.

Ecology: Lr dragons are carnivores, and whiIe they can eat anything they usually
feed upon me livestock and animals suCh a horsesIoI‘Ie'In gIIoaIs and rams. Only great
hunger a____-_I need will force them t aid civilized, beings." Ilvgfock though they do so
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THE LASER LANCERS
FREQUENCY: Very Rare
NOAPPEARING: 30-60

4,! ARMQR cLAss-m
III'ICJII'EIIE 1.3"
HIT DICEI 2+2:
% III LAIR...- 1.0%. fl
TREASURE WEE: 0 (‘1'?! i“ ..
NO. OF ATTAcKS: 1
DAMAGEIATITACKSaa - ywca.
fiance) I ”I I

SPECIAL ATTACKS: Laser Lama:
SPECIAL DEEENSES: Nil
MAGIC RESISTANCE: Nil
INTELLIGENCE: Ave—rage I

_ ALIGNMENT: IIIuetra'Ie-vil Ii
SIZE:- M . I

at? IPSIoNIc ABILI Nil I
LEVELIXPVALIHE 50+3lhp l ' J

.. 'I
“Ehe Laser Lan003‘re an insect'o'id race vfiguely humaneld in‘ appearance who ..A,1
constantly prowl about'In search of prey and plunder They take their name fromt
favoured weapon the laser lance and will always be armed with such weapons In
afidition to their mundane melee function these lances can expeii a thin beam of

Laser Lancer wielding a laser lancefi this " ' -
2-20 hit points of damage -_- a

.Haifithle Laser Lancers encoflhtered will .be-- [Haunted U MfiTIZ'J'Q-SI ' - ..,..
.

hl
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MEKKANO THE MACHINE MASTER
FREQUENCY: Very rare
N0. APPEARING: 1 (possibly unique)
ARMOR‘CLASS: 0
MOVE: a:
HIT DICE! to (70 Hit Points)
% IN LAIR: 0%
TREASURE TYPE: Mini;tr:n {
NO. OF ATTACKS: 2
DAMAGEIATTACKS:1-% 12

SPECIAL ATTACKS: Machine se'rva _

SPECIAL DEFENSES: Nil
MAGIC RESISTANCE: Nil

INTELLIGENCE: Genius

ALIGNMENT: Neutral evil
SIZE: L (bugbear size) I

PSIONIC ABILITY: Nil ’

LEVELI'XPNALUFS’ZAIBO (1500 + '14/h '

Mekkano the Machine Master is a thick-limbed humanoid sentient robot who travels ' 1_ '
space with his destructive machine servants leaving ruin in his wake. Mekkano‘s
strategy always ivares unleashing his fearsome machine servants on any intelligent
life he encounters kkano controls these machine servants by use of clever remote
control technologies that seem to have no limit on efiegtive range. I

Survivors of Mekkano the Machine Master's violent mihistrations have noted threJ
types of machine servant used to fulfil his destructive desires.

MEKKO-STROYERS: AC 4 6 HD (4t) -2 " flying speed # encountered 2-8 .. ' 1:
Armament: Grapple Claw -- able to grasp man sizes creatures does 2-12 dmg-_.[1”! a
Opposed Crushing Disks -— two spiked plates spin and slam together does film
Description: 10 foot diameter blue flying disks with pulsing red dome
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MEKKANO THE MACHINE MASTER
MEKKO-TRACKERS: AC 0, 9 HD (60 hp),
10" ground speed, # encountered 2—5
Armament: Metal Dart Launcher -- shoots
three dartslrnd, 500R range. each does
2-16 dmg.
Propeller Bade — telescopic arm with
spinning blades, does 4-40 dmg.
Black Tentacle -- strong (STR 22) black
cable range 50" 2-16 dmg {round
constriction._ A
Description: Blue tanks wit red pulsinfigfi
dome tracked tfieads configtu sucti '--

cUp-- pupil-:23 allo "Q mbing of vertlcal surfaces\ ii ' : "
.r'.-_

MEKKO Ian: 2 29 HD (150 hp) 30" atmos maneuver speed # encountered
Armament: Power Bore -- allows Mekko—ship to burrow through ground at 30" ‘
does 3-60 hp damage. if
Electro-Smasher -- spiked ball depends fom slip, if strikes‘save vs. magic at -4 or '
be disintigrated .
Description: Blue tapered space ship. I .~

If Mekkano the Machine Master's machine servants are destroyed he will a {Ls-zis'éiifif '
to escape. defending himself with his mighty metal fists if he. must,
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MEKKOR
FREQUENCY: Very Rare
NO.APPEARING: 1 (possibly? Npiquei).

ARIIIICR CLASS: 0
MOVEA "it
HIT DICi'Ei to
“III IN LAIR: 90%
TREASURE TYPE: Nada ,IINO. OF ATTACKS: NII
DAMAGEIATTACKS: swam
SPECIAL ATTACKSA Drones t. "
SPECIAL DEFENSES:NiI ”,5 .'
MAGIC RESISTANCE: NII I
INTELLIGENCE: Genius-
ALIGNMENT: Neutral
SIZE: L l
PSIoNIC ABILITY: NII f
LEVELIAtP.VALIipt ”1300 + 14mg

This strange alien robot travels space with its drone sviarm. taking the form tif Fl
glistening green orbs. When a suitable planet'Is detected Mekkor will land itself and
it's drones on thgpfinet's surface and transform into their true forms that of metallic '
appearing automatons Mekkor will immediately bury its great bulk beneath the earth
leaving a powerful control antenna rod protruding upwards that it will use to direct.
the actions of its drones. Mekko‘r will then use its drones to bring about the destruation
of'all those who do not bow to the.dominance of Mekkor. Meltkor provides its dron: S
with energy by means of broadcasta power he -- viahin itself-Alf its; Cantrel .antean:
is destroyed the droneS will cease to lunctio'i'i“ - . _ I. l ‘ ‘L

In appearance Mekkor resembles a pink eyed bulbous Ilic Cylinder that:metres
by means of strange levitation energies emitted from its underSIde It Is hat knew]
Mekkor Is part of an autonomous race an intelligent weapon laun..-5 - pl long ago or
some combination of both.
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DRONE 0F MEKKOR
FREQUENCY: Very Rare
No.APPEARING: 20—50.
ARIIIIGR «GLASS: 0.
MGYEJIS"
HIT DIEEI 30 hit.'poi"r'1tS:-'-.eaeh“'
% IN LAIR: 0%
TREASURE rYPE: Nun:m1:n
NO. OF ATTACKS: 2
DAMAGEIATTAGKS: 23%;? *
SPECIAL ATTACKS: Ray's-
SPECIAL oEFENSEs: Force-‘IIGG '

- MAGIC RESISTANCE: Nil
INTELLIGENCE: AS Mekker
ALIGNMENT: Neutral—
SIZE: M l ;
PSIoNIc ABILITY: NII y
LEVEUKP.VALUE!33.0 each (66 + 4I'h';)I'

Drones of Mekkor carry out Mekkor'S pitiless dIredIvesthobt reservation; indeed '
they have no motive force or will besides that of Mekkor. Dtones of Mekkor Gan attaGkI
in a variety of W€S§Their many—jointed artieiulated armSare immensely strong striking
with great force aoh arm is equipped with ray emitters that can emit two types of
pulses The first IS a freezing ray that will do 2—24 pein’Is of mid damage (save for t,
half). The second is a dazzling green beam that actsis a triGle strength ray of J

F.

l:l

J

enfeeblement.

Dr'Gnes of Mekkor are protected by a$owerFLflI.:_*_' held thét' absorbs 30' hit points ‘
e'f damage before being disabled. If a drene? of Mek’kor'Is surprised it will not have
time to engage its protective field but thereafter it will aGt as normal. M

In appearance drones ofMekkor are levitating qe cylifiaeeem
BPDEHdBQESI .
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MITE SCARABS of the STONE FOREST
FREQUENCY: Very Rare
no. APPEARING: 20—200 in“ Stene
Forest, “IQ-40 elseWhere
ARII/Iog‘cLAss: 5?-
MOVE: 1d"
HIT “IDICE 1+1
% III LAIR: cQR -COL
TREASURE TYPE: IndR/Iduale Lar=c
no. oF ATTAcKs: 3 1.1:,
DAMAGE/ATTACKS 14/14/2-5 .
SPECIAL ATTAcKs: Sur‘prise on 1-4”
SPECIAL DEPIIE'NSEs: Hide In shade '

_ 805% '
’ MAGIC RESISTANcEIN-il. I

INTELLIIGENCE Low I;
ALIGNMENT: New}: 1
SIZE: M 4’ ,1
PSIONIC ABILITY: Nil i - J
LEVEL/xR1/ALUE: 36:21:11.: I ‘

Mite scarabs armfindly insect-like humaneids who dwell In great numbers In the I,”.-
darkest parts of the Stone Forest on the planet Quasar. They are predatory and very
opportunistic'In nature and once prey is detected large numbers of mite scarabs will
quickly converge on the area. They seem to communicate with echoing clicking Raises.
but can remain silent long enough ta facilitate ambushes which are enhanced bytheir
ability to hide in shadows (80% Chance) and 'i'h'clzeas'ed chance of surprising prey
(Surprise on a 1-4) There Is a 50% chance that a suddenly revealed bright light will
drive them away for a time but thereafter they will returnwith no chance ef light.dr“ iriIIg'I
them off. Mite scarabs attack with two claws and a bite... - -

Mite-searabiahaye a greenishablue..carapace and large lambehtveliow eyes.
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THE MOLE MEN
FREQUENCY: Very rare
NC. APPEARING: 20—3:
ARMOR CLASS: 4
MOVE: :l
HIT DIC‘Ei 3+3
“A IN LAIR: 30%
TREASURE "HYPE In dlflal?:M in.
LairG Q R

NC. CF ATTAGKSr 1
DAMAGEIATTACKSI 250: y mas
SPECIAL ATTACKS: Ray pistnl
SPECIAL DEFENSES: Nil " !
MAGIC RESISTANCE: Nil
INTELLIGENCE: Very
ALIGNMENT: Lawful Cv’i'l
SIZE'ti'M " . ’
PCICNIC AEILI'r-yaiiiii 2

- LEVELIXP.VALUE: 135 +4-Ihp
The Mole Men are subterranean dwelling humanoids native ti: the planet Quasar.
They live In expansive tunnels far beneath the gicund frcm Whence they periodically
emerge ti: raid tWWWted "surface peaples". Raids against the surface are always
executed by 2-5 male ships“ large cylindrical conveyanCes that can be crevved.by I}
MD Male Men and transport up to 10 Male Men each, C “'

Male Ships: 1(3t AC 2 12“ move each equipped . '_"ith a farce ray cancn tCh
projects a destructive beam cut it) 250 Yard3':::dcin 30 hpto all Within a 10 .)5'af""l'_' :
radius unless save vs paralyzatinn IS'.‘5made: __

Individual Mole Men will always be armed with a ray pistCJ Capable Cf prliectlngmtw:
scrts of ray: A"magnd—ray‘‘that acts like a ncn-magical telekineSIs spell “Cast fr
15th level magic-user and a farce beam with a range cf 50 yard-s that does 2-12
points at damage tfl anyone struck Male Man can alsc deliver a vicious bite if they
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THE MOLE MEN
are somejglew denied access ta their ray
pistols. i

The'rsubterranean tunnel-compliexes of
Male fleniwill always censist of bread
vaultedi“1:hpraughfares, far these crea-

‘ - tures travel about their lair by means-pf
levitating sleds. These sleds have 50 hp,
AC 4-, and move at 30"._.. Each sled will '
be equipped-With aray dapnanfthat
emits a farce beam out tp 100 yards, “
dcing 2-20 hp ta anydne within 10 fee '

that fail to save vs. paralyzatien. These sleds are able tfi Daffy 2 Male. men-"each, a
any encla “‘3 f = f _e Men fiillhave 2-20 sucgtgyehicles, '-

In every Male Man sett'l'ernent, there is a 25% chance that a secret-faction cf law‘fu]
neutral alignment will be present. Such a faction will work 'clandestinely wheneaer
passible in order to thwart" the evil designs of the-iljmajdfitii cftheir fell'dw Mole Men in

Male Men have various shades of sickly green a 1-. yellawheed skin. Ccrnpletetg
hairless, their bulbous heads, recessed chins and "spth fi'lledl‘rnaws make them;
repellent in appearance te mast surface dwellers. ' '

l/ - 'Kg?

 _i
all
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QUASARIAN MONKEY PEOPLE
FREQUENCY: Rare
N0. APPEARING: 10—6!"
AnmoncLAss: 5
MOVE; 9-" I24" @12."
HIT wife 14 hit points
II. IN LAIR: 20%
TREASURE TvPE: o... - r — __
NO. OF ATTACKS: 3 ' ‘ 1' l" -
DAMAG.EIATTACKSEE1-II
SPECIAL ATTACKSI Nil
SPECIAL DEFENSES: Surprised en.
1 in 8

MAGIC RESIsIrANGE-I Nil
_ ‘ INTELLIGENCE: Low

ALIGNMENT: 10% ”NE; 403% MEI-750% '
SIZEIS I l
PSIONII: ABILITyI'filil I”
LEVELJXPNALUE: 9+1Ihp " . .,

The Monkey People of Quasar closely resemble terrestrial tree-dwelling simi‘ans in . l’
appearance, except the Quasarian race is equipped with large and powerful wings
allowing the mofiefi people to easily explolt the highest levels of that planet's jungle
”canopy. Monkey People usually will be encountered travelling In large troops foraglng
off the weird vegetation in the strange jungles of Quasar.

Monkey Pepple have keen senses-I.and only have a 1/ In 8 chance of being surp'i‘fgjj-
If confronted with a serious threat Menkey People III-Ill almost always flee SomeI -
troops of Monkey People are aggressive and willharass those they perceive as
weaker or out-numbered Monkey People cemmufiiCate with assorted whoops ‘
hOots and shrieks sometimes offering those able to communicate with them then _
services as guides or porters in exchange for exotic food er shiny objects The M "ey
People are very strong for their relatively small stature; an adult Men‘key Person Is able
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QUASARIAN MONKEY PEOPLE

”(it fly carrying a full grown human short distances at half their regular flying speed.

Certain terrestrial wizards prize the Monkey People of QuaSar as familiars,
and go to great lengths to obtain their services in this regard. I‘ .'
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THE MUTOIDS
'F:REQUENCY Very Rare

No.APPEARINo; 10—30.
ARMORoLAss: 4
NIoVE; 'T2"I24"_(rucket_pacik)j
HIT DIc'E: 4+4
% IN LAIR:10%
TREASURE TITFE: Inwaarfiw
G R_'In lair

No. oF ATTAoKs: 3 ~
DAMAGEIATTACKS: I-erioiioi '*

_ PECIAL ATTACKS: Nil '
sFECIAI. DEFENSES: Shape chair-9e
MAGIC RESISTANCE: Nil i
INTELLIGENCE: Very
ALIGNMENT: Neutral-evil I'
SIZE": M " g, j '.

LEVELIXRVALUE: 17153” -+ 51h'p'-.: ' .

The subtle yet thoroughly evil race of the Mutoids travel the gulfs of interplanetary
space in their sififi rockets seeking planets to dominate They accomplish this with.
a combination of trickery and force seeking to turn such worlds into bases from which
they can launch further assaults “on their enemies. Mutoids cafllthemselves "Mutdh§".

In appearance Mutoids are reptilian -.hu.ma-noids with .éistended fanged jaws and.
powerful claws, however they rarely-"E": anyone see this form, instead transfornti'fig'
themselves into a more human likecreature- that retains some lizard-like traits but
Without fangs and claws. If their plotting calls for it, they can take the likeness of ant:
person they have observed and also perfectly mimic their-speech itithefihao'e
it. Mutoids. can also shape shift into inanimate objects such eateries—Biog- J
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THE MUTOIDS

”5.3; Mutoid scheme is found out or if they deem it more expedient to their evil gems-5%, ,
foroe will he used without hesitation. In addition to their natural weaponry they also: .
will carry flame rifles that project a flaming missile that does 2-18 points of fire
damage if it strikes a foe. Half the Mutoids encountered will have rocket powered
jet packs, allowing a flying speed of 24". ’
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QUASARIAN PLASMOIDS
., 3 CLIMATEITERRAIN: Any ncn-ccld

FREQUENCY: Very Rare
ORGANIZATION: Sclitaljy 'cr 'fa-Efiily
ACTIVIW CYCLE: Afiy
DIET: FIGHT-:4
INTELLIGENCE: High'tT: ,gxcept'ibfifilz'.' L.
TREASURE: None N ,.
ALIGNMENT: Any. Gland (”5112/4 52m"
25% chaotic 25% lawfulh

‘I i ,
NO. APPEARING: '1. or 1-3

““0" Cl-4"l‘$i*‘4=-='= 3 (3-4 HD); 2
1 (7-3 HD) =
MOVEMENT: 45
HITZDIOE: 3-3, I
minim: 17 (3-4 HD), '15 .‘(5-43H-Eili' I
13 (725 HD) ‘ ,. '
NO. OF ATTACKvgf‘I
DAMAGE!ATTA6K:1—6(3—"4 H13) 1-3
(5 3 HD), 11-10 (.7 3 HD)
SPECIAL ATTACKS: 'Ccnstri'ctiai'l ..
SPECIAL DEFENSES: Immune t'c blunf-
weapons, electrical and magical enéngjy;
fire inflict$ half or nc damage, regeneration
MAGIC. RESISTANCE: 20%.

SIZET”S"E§'(3-4 HE}: 3-4} M. (5-2 FIB?“ IL (7:3,;HD; 8-’+) ~ I I".2 . 1
MORALE' 1155-16 I 172$

XP VALUE: 650 (3 H13?- ;*’-9'.',-:i5 (4 H15)”
1 ,400 (5 HD), 2 3'36 66 HD), 3,000 (7 HD),
4,000 (a HD)

_
-'

-
—

-
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-
.
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.—

-
.—

.‘
=
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QUASARIAN PLASMOIDS
. Appearanse: Quasarian plasmoids are.
. strange-looking, whitish-yellow protoplasflc

creatures with solid black eyes with
'5 whitish-yellow irises. They range in size

from three feet in height to over eight'fe_et-,.
depending on their maturity level. They
haveseveral methods of movement,
usuallyboun'cing along or using undulation.
They can alter their shape to fit through
the smallest holes and cracks. They -
originally hail frog-I the worig of Quasar1

but have been found on different worlds as well. ‘ - -—-.

Gumbatfisréds are fiery hard to hit in' éfi’mbatf Their law Armor Class refl'eCts; '
their ability to e“ de attaii'Iks against them, their bodies undulating in strange ways
avoid being hurt. Their strange metabolism gives partial immunity to magic, as well.

Plasmoids usually use pseudopod's'In combat. The damage they inflict Is in proportion
to their maturity level. If a. plasmoid gets an unmodified 1B or better on their attack rol_l,,l
they wrap their bodies around their victim and inflict that damage every round by _-'
constriction. They can use this method to immobilize their foes as well. Plasmoids ' i
have equivalent Strength ratings of 18!5_,t3’for 3 to 4 Hit Die plasmoids, 18100 for 5 to i,
6,.Hit Die, and 19 for 7 to 8 Hit DiE-I Plasnfoids, for purfiioses ofbpposed Strength rolls
for a victim to escape its grasp.

l
Plasmoids are also ery hard to hurt In combat. Their elastic spongy skin makes thern' {
completely immlflfl“ impact damage and Hunt weapons, to the point where if. they . .'
are attacked with one and the attacker rolls a natural 1, the attack Is reflected bac '
against the attacker inflicting damage onto itself. They-also regenerate 4 hit points
per round starting on the following round which they were injured. They are also
immune to all forms of magical energy attacks (such as magic missile) and electrlgal
energy (shocking grasp, lightning bolt) as we‘ll Eire inflicts only one-half or no damage
upon a plasmoid, depending on whether it makes its saving throw against it.
Cold-based attacks are particularly effective, however. In addition to taking damage
from a cold attack, a plasmoid must save vs. paralyze or be slowed, for Zafi roan": '1
moving at half their movement rate and suffering a +4 penalty to their Armor Classr
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QUASARIAN PLASMOIDS
Plas’moids are very intelligent in combat, and uses this intelligence to best effect. They"
will looWind an opponent's legs, srtetch themselves across a space to -trlilp
opponm: other-canny ways of defeating or: disabling a foe.

Habits etyi'Iii FiiasmoIds tihd to be solitary creatures but they have an affnity for
good-aligned humans and dim-i-humans sometime.i partnering with them and
becoming their self—appointed protectors and guardians. When this happens
plasmoids will usually go out of their way to ensure their partner‘s safety in dangerous
situations thinking nothing of their own safety In doing so. Also through some method
(it Is suggested by some sages that it Is a form of telepathy3, plasmoids can fully
understand their partner’_s Ianggiage afitzlvdesires after 1-3 weeks of being in its
partner"s presence anal “staging to its language and speechipatterns.

. ' :‘l

. ._ nicate ith each other Wgh language of chitteirs and babbii}
' ' 9 ions; .th their eyes. ;

Ecology: Plasmoids don’t have much of an impact onuthe eficlogy as they draw their;
sustenance from the very air. They reproduce by fission, creating” a 3' HD whelp- once
per year at the plasmoid's choice. Every ten years, a plasmoid gains enough
sustenance to increase in size and their skin bed‘gmes more elastic and resilient,

These creatures are very difficult to kill.- They can he stretched even sundere‘di, and i (\
they will reform their shape"In moments and start regenerating the damage taken. - I
The only way to kill a piasmoid Is to inflict enough cold damage upon it to redUce it to
0 hit points, which will freeze it solid unable to move. Then, it must be struck by an
edged weapon that inflicts 10 or more
points of damaglSfisingle attack. This
will shatter the gold into hundreds of
pieces, forever killing it.

Usually these whimsical, strangs.,.yet kind
creatures spend most of their time "
defending either their territory, their-_yaung,
or their allies. Some wander their world,
hiding from those that might fear them
while searching for potential allies.
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THE POD CREATURES
FREQUENCY: Very Rare.
No. APPEARING: 10-20.
ARMOR eLAss:-II
MOVE 0 I12"
HIT DICEI 5b hit points-each.-
% IN LAIR: 0%
TREASURE “II/PE... Milky:II I‘-
No. OF ATTACKS: 2
DAMAGEIATTACKS 2 ‘_ 12 i ,
SPECIALIRTTACKS: Constrictire I 3
SPECIAL DEFENSE-S: Nil . I '
MAsIc RESISTANCE: Nil
INTELLIGENCE: Unratable
ALIGNMENT: Neutral; I

SIZE:I_ y it
PSIoNIc ABILITY: In I
LEVELIXP.VALUE: 750 each (225 + Blhp)

Pod creatures seem to be some sort of autonomous WEapo'n.-=-system designed by a .
mysterious and power-hungry space¥faring race. Deployment of pod creatures alwayrs '
takes place"In I :3..- It the pod creatures being ejEcted iii a protective shell that splits
open after landfa rEIeasing the encased pod creature. The pod creatures then .3 ,.
activate levitating on their red—hued pressor rays and begin to search about for It "'
lifeforms to destroy prefering to attack sentient lifeferms before beasts

Pod creatures resemble flat-bottomed tapered metallic cylinders with a sensor a};
at their apex and two tendril ports mitivvay dowri the" bodies. Each pod creature has
the ability to deploy two thick black tendrils from it‘s tendril ports using these black
cabie-like features to detain and crush their opposition These tendrils can reach to I
an astounding length (approx. 220 feet) and take 30 hit points each to sEven If a pod
creature has one or more of it's tendrils severed it will redeploy ord'reate replacements
in oneround. There is no observed limit to the number of tendrils that can be replaced
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THE POD CREATURES
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in this mger’aa tehdfil hits, it'Wil._l wrap areunclifihe viétif'fi and begin to canstljict;
automatically causing 12-12 points of damage :per round. The:-?"tendri|s have a grippin'__'i
strength of 22, and only beings with equal or gr_ teratgeng’th have any chanee-af
breaking the hold of a peg creature. :3 '

1*. .III
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QUEEN SKORRA
FREQUENCY: Unique-
No. APPEARING: 1
ARMORFQLASS: :3
MOVE; 12"
HlT oIcE-t s":
% IN LAIR: 0% I.
TREASURE 1;?PE: A,mi7]
NO. OF ATTACKS: 1 ., .f ‘ ,
DAMAGEIATTACIISI a pot ty =
(dagger) t.
SPECIAL ATTACKS: See below ‘
SPECIAL DEFENSES: Nil ' '
MAGIC RESISTANCE: Nil

INTELLIGENCE: Genius
ALIQNMENT: Qhaotic evil I -
SIZE-t M . f '
PSION'IS ABILIWI‘NII I
LEVELIXPNALUE: 950 +‘6Ifhp: . “'1

Queen Skorra is a mysterious green—skinned humanoid-"who seeks power by ”means. i l

lof advanced scientIfc agencies It'Is unknown if her monarchical title Is legitimate or"
seIf-bestowed. (E n Skorra will always build the small citadels from which she
launches her malignant efforts in the most dismal of surroundings-bubbling tar rants“
and muddy geyserlfields are her favoured locations These citadels are the size of a
small tower and usually have the abIlIty to retract under the surface of the InImIcal

_-_.|.._:.

Queen Skorra will use many tactics and resoai‘ees at her disposal to do evil to her .
enemies. All of her citadels are equipped vvlth an apparatus that generates a W'cybra—
ray" which when directed at the bubbling mud-field surrounding the citadel, creates- ' i
a QUADROT that Queen SkOrra will than direct to destroy her foes. Treat a QUAIROT
as a vaguely humanoid ooze elemental (see proper source matenal) of great size
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QUEEN SKORRA
(oD) soils to throw two glob-s offlamihg
slime per ound. Anyone directly struck-
by cos of these missiles will take-"'2-20 hit
points of fire damage the first round and
an additional 1-10 hit points of damage

*for 1-4 ..rounds thereafter. The cybro-ray
is only able to create one QUADROT

*per item... i
Queen Skorrs‘t‘wll site a a! ._
automaton soldiers at her disposal as
personal guard.

1_

Automat: '“noldi rs: AC1 HD 6 (40 hit points) Movel12"!24" (jet; pack) damage
1-10(1-10' - j—ray" sistols (20" range): save It's. wand ortake2-16 hp damage

Queen Skorra will unleash "the Boom of the Mega-shield" on any hostile party that
approaches her citadel The mega-shield consists of a projected violet misty
emanation that travels from the top of the citadel out to Queen Skorra's enemies.
where it coalesces in a dome, trapping them inside. Then it begins to constrict. Since .
the mega-shield has "neutri—disintegrating elements" contact with the mega-shields -' ll
misty walls almost aiways means destruction Treat .a mega—shield as an inverted
shrinking wall of fog combined with disintewation. Passing through the mega-shield 1". l
requires two saves vs. magic or suffer the effects of a dIsIntegratIon spell cast by a
20th level magic-user. It will cover a diameter of 50 yards the first round it is deployedg
shrinking each successive round thereafter until it disappears and explodes on the 6th
round. Victims ca-fig In the doom of the mega-shield who have some means of l
byi'passing the so? 3 of the mega—shield's 1iiiralls (suchassan escape tunnel leading=-_;,..;'
underground teleport spell or other distance-shifting magic) will avoid the effects ofi '
the mega-shield. Otherwise on the 6th round they must suffer the effects of passing
through the mega-shield and the mega—shields terminsting explosmn which does
10d20 damage to all within 50 yards - 1 i J

Queen Skorra has greeh skin blsok hair and' eyes with black slitted pupils. it I
is unknown to what race Queen Scoria belongs. Conjectures range from mutatedori'
cosmetically altered human to. a hitherto unknown alien species. 1 (a - A
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RAIDER APES
FREQUENCY: Rare

NO.APPEARING: 20-30
ARMOR cLAss: 4
MOVE: 12“"
HIT DICE: s+3
% IN LAIR: 0%
TREASURE TYPE: Inqiduaiw
no 0F ATTACKS: 2 f -
DAMAGEIATTACKS: 1-W air I
by weapdn l ,
SPECIAL ATTACKS: Nil I

SPECIAL DEFENSES: Nil " A

MAGIC RESISTANCE: Nil
INTELLIGENCE: Average

ALIGNMENT: Chaotic neutral
SIZE L I» . I
PSIONIC ABILITyfiiiI
LEVELI'XPNALUE: 35 + 4/hp

Raider Apes are cunning nomadic anthropoids most often foIJnd upon the planet ,
Quasar. Usually they will be encountered plying that world's water ways in their small
galleys plunderiwfie sundry settlements of weaker races along its great rivers and
bays. Raider Apes will always be lead by a specimen of greater HD than the norm
such leaders having 4+4 to 7+7 HD. Raider Apes lovegold and will be ruthless anb
piratical In order to obtain large quantities /

Raider apes usually wield Spears battle axes and svfords and wear leather JerkInA
and metal helms They are infamous for their usmf huge crossbows and are adept
at employing several different sorts of'bolts. The first is a standard bolt that does 2-12
points of damage if it strikes the second Is a forked-headed bolt used to immobilize.
the enemy and destroy rigging(1--8 hp + save vs. paralysis or be pinned) and the third
sort'Is fitted with an incendiary substance (1-8 hp + 1-6 hp fire damage per round for
1-4 rounds). Due to their great strength and puissance with these weapons, Raider
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RAIDER APES
Apes can fire their crossbows at a rate of 1Iround and are +2 to hit when doing so.
One in aider Apes encountered will utilize such crossbows, normally having
12 new? Its and four each of the forked and incendiary types at their disposal.

If Raide _A es e_n%%%ter hob ' blins, they will always attempt to subjugate and
enslave them, creating cunn g plans to do so if they are greatly outnumbered. If
a group of hobgoblins uses carnivorous apes as guards, these creatures will
immediately turn on their hobgoblin masters when Raider Apes attack. If the Raider
Apes are Successful in enslaving the hobgoblins-,-the carnivorous apes will then be
put in charge of the surviving hobgoblins as overseers. Such groups of hobgoblins
never last long due to the brutality oftheir former thralls, and are usually eventuall
eaten. The exact relationship "between carnivorous apes and Raider Apes is
unknown, but some sages have conjectured that at one point the populations .r
might ha" . identical, but were separated and have since respectively either
devolved ev: * ed. The general consensus is that a small group of carnivorous
apes was trans’p anted to Quasar for unknown reasons and evolved into Raider Ap’ .
A dissenting theory claims that in fact carnivorogs apes,arefioriginally from Quasar,
as they are simply devolved Raider Apes. " ' -

Raider Apes stand upright, but have coarse sim .n features with heady eyes. Their -
hairy hides are usually a light tan colour. » * ,
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RHINO-TRICERATOPS
CLIMATEITERRAIN: Trepic-al er
sub-tropieal jungle
FREQUENCY: Very Rare
ORGANIZATION: Solitary

* ACTIVW CYCLE: Day,

DIET: Herbivere I
INTELLIGENOE: Lew - A???

l, TREASURE: None I fa"
ALIGNMENT: [QeLItraE ' x

I’ H= R
NO. APPEARING: 1-23.12
ARMOR CLASS: 0 I. I "
MOVEMENT: as, are '
HITDICE: 10?

g

THAco: 11 a, I
NO. :OF ATTAGIKS: 1 I *
DAMAGEIATTACK; 1-12 I W
SPECIAL ATTAeI’is: Energy r'Iés
charge . L I

SPECIAL BEFENSES’: Ni‘l ,
MAGIC RESISTANCE: Nil ._;_
SIZE: L (stat!) A, M,
MORALEI: 16-1.?
XP VALIIE: 4,0790; _
Agaiearance: Rh'ine-tricers-tsps are
s'IIfiD'st-“éxactly that: a cross between a;-
rhinsseres and and a triseratops. The

____II major difference is:.--tI'Iat a :‘rhi'he—tirisal'; '
has ten seemingly short, stubby legs instead. of four. These. legs-.firfl-Mremely

1:
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RHINO-TRICERATOPS
powerful and can propel it at surprisingly
fast speeds. These legs can also extend
upwards to a height of 50 feet, enabling
the rhino-«trioeratops to reach sustenanoe.s=
that rnightbe out of reach. When their
legs are? 'eIttended, their movement rate
is reduced to 9.

Italso has four horns on}its head one
medium-lengththorn risn—fnom the tip

. of the snout two smaller ones further _
- and one hollow horn rising up from th . "

middle of its forehead. This'horn is where the rhino—trisoratops stores its sopply of
energy rai‘s (s belo'I-l These horns alseIwessist In harrowing as the rhino-
tnice-ratop ot ' its heso raoidly.- moving through. the earth and even solid rssk
at a rate of 6. . -

Thf’e rhino-trioe'ratops can range in- color'from g'rson to? biog

Combat: Rhino-tricera'toos have a assortment oioptions in-"how it “can defend: itself. -
First It can gore with its medium sized horn for no.2 points of damage. It can arise
charge an opponent only needing twenty feet to oh full soeed and: inflicting, , ( .
trfiiple damage if it hits.

The main method of defense is shooting energy rookstout of horn. Through some I
unknown method they can generate.and store up to 12 rocks In its horn and can ‘
expel these rocks with great force. These rocks also explode on impact inflicting J
34 3 points of dfitfle per rock. A rhIno-tricsratops can shoot two .:of these rocks per:39,
melee round at a range of 120 feet. .

HabitatlSooiety: Rhino-tr‘iceratops keep to themselves most; of the time only getting
hostile when threatened in somewey. but when angefid they.I will attack until theis]
toes are slain or driven off. i in . fi ‘ r .

Rhino-trioeratops only congregato ans stayItogetltet'iong enough to mate and them“
they part with the female raising the young only until they:Isiah fend for themselttes
They communicate amongst themselves with gravelly groiIvls snarls and rears 4-d-

Ecology: Some-sages believe that the rhino-triceratops was the result of some sort: of m
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ROCK APE
I . . . ..

CLIMATEITERR-AIN: 'Te'mperatC Gr
trop‘icai jungle

FREQUENCY: Very Ra re-
ORGANIZATION: Clan-.Gr‘sfilita‘fg‘
ACTIVITY CYCLE: Day

1'
DIET HerbwGrC '

INTELLIGENCE LGIH“ Veggie '-

TREASURE: Nune-
ALIGNMENT: NeutraI I .

Im- APPEARING; 1- @146; " I '
ARMOR CLACs: 2
MGNEMENn12"
I-IIT DICE: 12",. 1 '.
THACo: 9 I f, I“
No. GE ATTACK§§2 ,
DAMAGEIATTACK: 2-20I2-20
SPECIAL ATTACKS: rHurl cIt or J

1 similar iECfIs (3—30). 'I
. ,1 I SPECIAL D-EFENS-ES: None r”?

MAGIC EESISTANCE: Nil W"
*SIZE: L {18’ tall)
LII-CRALE 17-13 I _

’- "1.1%LIE: .3 COO“ ‘ I ‘
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ROCK APE
Appearance: Rook apes: are huge simians with rock-like grey ski-n, long arms and huge
hands. {Peigfaces are "fierce-looking with wrinkled skirt and pgpilless yellow. eyes.

they are his I‘ g at amounts of damage or amazing feats of strength.
GombaY-‘f? strenth sf a no; ape is fnghtenmg to beerold. When aroused to anger

El 3

In melee a rack ape will pound their opponents With their massiveIfsts inflicting 2-20
points of damage per strike. Adult rock apes have a Strength rating equal to a cleud
giant (23) and like giants can hurl large stones Gti-similar objects at an opponent for
3.30 pol-E of damage. Most of the tIme a rock ape wiIIIfglEuntIl they er then; i
op_pone are defeated or if ' .._ , ' . * ‘-

IHabitatlSoeiety:Rock=apes{1suatly live'In small familjms of ane to six meets --
live alone; their great strength and fierce tempers reek apes are generally
peaceful shag wishiiig little more than to be left In peace but if an intruder ‘
threatens that p oe rook apes will do everything they can to defend their territery.
They communicate with each other through a language thaaas a mixture of growls
rears. and body posture.

Sometimes a soltary rock-rape can form a bond " 'th a huma‘fii er-demihuman, mere
often than not a female.

Ecology: Rock apes tend to reside'In juggles wher there are plehty of plants guits
and vegetables to sustain them. Some diivell above greund e others dwell ‘n I
caves. They live in harmony with the terrain around them and? are very fiercefiin . I I
defending their homes and members of their family.
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SARKO THE ARKMAN
FREQUENCY: Unique (possibly)
NOAPPEARING; 1
ARMOR it;LASS}: 3
MOVE: or?
HIT Dlé‘isi a
% IN LAIR:"20%
TREASURE TYPE: I: (-1.” I’”
No. 0F ATTACKS: 1
DAMAGEIATTAcKS: 21A.-
SPECIALATTACKS: Sleep mIstA tra' ; ;
SPECIAL DEFENSES: Nil ' ’
MAGIC RESISTANCE: Nil L i
INTELLIGENCE: Genius-
ALIGNMENT: Neutral—evil
SIZE: S i:
PSIoNIc ABILITY: NII f

» LEVELI‘XRVALUEF11OO+1OIhp * .
Sarko the Arkman searches alien worlds in order to capture. powerful native hzeaSts '
and transport them to the planet Zodon' where they becd‘me' the subjects of bizarre 1
experiments. Th aoured method Sarko the Arkman uses to accomplish this
involves very larga d deep pit traps that héve a levitation disk covering the bottomIf!

that projects a clear. field around anything unfortunate enough to fall'In on top of it._. t.
#

—
fi
j
‘

‘
_

would perhaps allow egress if the the captive inside opuld change shape or beco
insubstantial In some manner.

51' 1 . ‘ . r _

After Sarko captures a beast In one efi these _.. . A he directs the levitation disk-1m
rise with its captured passenger and enteF his ship which'Is normally nearby. If any
denizens of the planet he"rs raiding challenge him he will call his space vessel and F J
direct it to defend him by remote control. The ship of Sarko: the Arkman can project
.pressor and tractor beams that under Sarko'5 direction can act like any of the Bigby's
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SARKO THE ARKMAN

hand sp as a te’lekinesis spell cast by a 20th level magic user It can also
vent a sfipfirful sleep mist that will render unconssious any that breathe-- it}
unleSs they save vs. poison at half their actual level rounded downwards.

It' is“ not known if Zodon is Sarko the Arkman's planet of-origii‘n or if it is merely a. base:
from which he can launch his interplanetary expeditions and perform his weird
experiments in seclusion Zodon is a rocky bleak world with many jagged canydns _
and cliffs. Sarko the Arkr‘nan has a dual purpose fart and scientific laboratory nestled
within this forbidding environment defended by poWerful laser canon and many traps. \

sarko the Arkman appears" as a small beletIe—Iike huntianoid wig large bulbous eyes.
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SKY PIRATES
FREQUENCY: Very Rare

_ g NO.APPEARING: 30-30
PEI ARMCR CLASS: S

: MOVE: 123'
' HIT DICE: 1 or more

"A m LAIR: 20% _ __
TREASURE TYPE: Indisiduals KWln
Lair
NO. OF ATTAGKS: 1 :,‘ , _
DAMAGEIATTACKS: B'y-vggsgééntme
SPECIAL ATTACKS: Rays - . '

_ SPECIAL DEFENSES: Nil _,_.‘
MAGIC RESISTANCE: Nil _
INTELLIGENCE: Mean: -averag'_e;tfp:v
ALIGNMENT: Chaotic Evil
SIZE: M
PSIONIC ABILi‘ITY: Nil __
LEVELI‘XPNALUE: (1 HD): 10 + 1.01:: I
+105 for defeating a Sky Pirate Vessel '

l A

'1.»+

(Stasis ray/Repel ral‘iSsect ray“)

Sky dis-ates ply the endless deeps of
space seeking to wrest“ booty from“ those : I
weaker than themselves by use of their

advanced technologies. They often raid planets whose inhabitants are less tech- ,
nologically puissant than themselves in hopes of -conducting:'their ra-pine. mo'r 'f ,
easily, taking pluWei slaves, and prisoners aohold for ransom. "

‘-'.

Sky Pirates usual strategy is to launch many smaller attack-units forn their mai-ni-éhifiw "
and then attack with a variety of rays emitted from these attack units. A group of sky
pirates will usually have between 10—20 of these one—seater vessels. each able. to.
reach speeds of 30". Each vessel is equipped to emitithe following rays: [J
Stasis ray—range 30", acts as a hold ”Spell (save Wfifies) '
Repel ray--range 20", acts as a repulsion._spell ‘ ~« =
Di'ssect ray—range 15", does 4-40 pts of damage (save

r” .. _ .2-I __. _ aralyzation negate- :1.

Each attack unit takes 75 hit points of damage to destroygi-l-iII-fi hltpol ._
“ray emitting ability. The main ship takes 400 hit points to destroy. ‘
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SKY PIRATES

allowing the small attack units to function as if they each have had a mirror irnage.
spell cast upon them. In addition the main ship'I'Iis equipped with an escape missile;- '
allowing the sky pirate leader and his favouredf'i'cronies to escape if things go badly: It

.Sky pirates will be armed individually as terrestrial piratesnfsee proper source ' I.
material. They appear as yellowish alien humanoids. I

II
F. ll.

I...ll
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THE SPIDER PEOPLE
FREQUENCY: Very Rare
MoAPPEARING: 30-30.
ARMOR cLAss: 5
move; 12"
HIT DIé‘EI 2+2

' % IN LAIR:I1OO%
-'-’II‘REASURE TjIPE: ?
alto. OF ATTACKS: 4 '

DAMAGEIATTAcKe-z-e:r' €72:
or by weapon '

. SPEGIAL ATTACK-S: Energy-bated v'
I. k I SPECIAL DEFENSES: Nil I

MAGIC RESISTANCE: Nil
INTELLIGENCE: Exceptional
ALIGNMENT: Chadtio-neutral
(evil itendenoiea‘g I ‘ .
SIZE:M [1/ I,

. I. . PSIONICABIL'icN'il f .
__ __~ " LEVELIXP.VALUE':35+3Ihp ' I

Spider People lurk deep within the earth, dwelling in huge. many chambered caverns:
In these dismal @@undings they plot the rain .of surface..-.dwellers and the dominance-
of Spider People over all others. To further these cunning designs Spider People have
developed a knowledge of poisons and their usages far: beyond that of any surface“-
race or sage. This knowledge extends to antidotes for-‘-‘many obscure toxins and
envenomations including the dreaded venom spiders of Amzot, so often the Spidi r
People are sought out by surfaoe raws to prom Sores for those: poisoned, Sui”; '
missions must take especial care for the S I are ever treacherous. 1..

l

.*

In addition to their formidable natural weapons (4 claw rakes) all Spider People WI
be equipped with energy batons. These batons shoot forth:a thin glowmg beat-7“?“
energy to a. range of 20" and do 2-12 points of damage to any creature struck.
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THE SPIDER PEOPLE

Broughly 25% of Spider People encountered will be ridinglsgiant cave mites. Thes
giant cave mites can scuttle with blinding speed evenii-oni'rseilings and walls (2 "), l

Description: Spider People have 6 limbs - 4 arms and 2 legs. Their scabrous hide}
is crimson and they wear gray armor. Their bulfiaus he-ads-z-are encased in helmets; H.
jequipped with large crystal cusps that protect their sensitive eyes from light.” l ' ‘

'r‘ r l
'7‘Li"all

I

‘ ll
3.“-

a

ll

‘5

I

l
l
I, g

I

r4.._
I...‘II

II
F. ll.

II...I

‘4
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HOODED SPIKE-WORM of the STONE FOREST
1'” __."—'-.- T. -— FREQUENCY: Very Rare

' ' ' ' ‘ * NO.APPEARING: 1-2
' ARIIiIcReLAss: 4.

' . MOVE???
HIT DICE; 1422
"A II:I_ LAIR: 66%
TREASURE WPE: e (f:”:44
NO. OF ATTAcKS: 1662-16
DAMAGEIATTACKS: 2-261

4 __ SPECIAL ATTACKS: Spike's
. .14 SPECIAL DEFENSES: Nil

.. MAcIc RESISTANCE: Nil'
INTELLIGENCE: Animal
ALIGNMENT: Neutral.
SIZE’I: _L (20-30 feet le'ngi)

' PSIcNIc ABILITY: Nil
LEVELiitPNALeE’: 21 so + 1.6.} 1

Heeded spike-worms are the apex predatthrs ef the Stet-fie Fetest en‘ the plan6t Quasért. I
These fearsome beasts usually lair In the caves termed by fallen stene-trees l'ungilng 4
ferth and attackim éty creature unfertunate4Iencugh to pass by. In appearance .a 4
heeded spike—werm resembles a huge green armered cut-worm with reptilian -' 4"
Characteristics and hundreds ef clawed feet. The head4'ef the beast Is surreundedi":
a large flaring heed of chitin which Is lined with hundreds of ferward peinting spikes
which can be launched at prey The heed of a heeded spike—worm acts as a very I
sensitive seund gathering ergan4 a__ Ing these- Tkes to be:launched with great

A heeded spike-werm is able to sheet 2-16 spikes per reurtd frern it's-b.964- ea: '
deing 1—3 peints of damage The heeded spike—wen-TI will-3' att 43.444 {44 bits" --*
huge fanged mew if prey cemes clese eneugh.
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STA-LAK
FREQUENCY: Unique (possibly...)
No.APPEARINs: 1
ARMOR cuss: 3
MOVE: 12"
HIT DIEE? sf
'% IN LAIR:‘100%
TREASURE WPE: Bagel]?

_ - r_ u
No. OF ATTACKS: Nil " .
DAMAGEIATTACKs: Nita. *. 1
SPECIALATTACKS: Automatefizs '
SPECIAL DEFENSES: Nil '
MAGIC RESISTANCE: Nil
INTELLIGENCE: Genius-
ALIGNMENT: Chaotic. Evil
SIZE: M

PSIoNIc ABILITY: Nil
LEVELIxP.VAL.de:’T25 + 10112113 J

The creature known as Sta-lak schemes to bring devastation to others by use of'lthe
advanced technologies at his command. His malignant lii'ut masterful knowledge 1

.
q

.
.
—

seems centered innd the creation of automatons that resemble actual living ,3"
monsters that was e found'In the area Stella}: has based his evil operations from?
Sta-lak will then direct these monsters to destroy all those who.- oppose him 4 .r

.l'

Automatons created by Sta—Lek will not pass for the beasts they mimic under close:
scrutiny. Sta-Lak always incorporates unusual powers beyond those of the monste
the automatons are made to resemble, for e an automaton resembling a ’
triceratops in a "lost world“ type setting wouléP-i' '.meated with rocket powered flightI I,
or perhaps launch its horns like missiles “J "u g t '

* "I!
Sta-Iak always has many plans for his retreat and escapelfhrsautomatcns are
overcome in battle. Whieth'er' by space ship into-the deeps 'ofispaeeeran impervious
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STA-LAK

i.bufible canveyanoe that allows retreat through inimioable environments such as. l'av"__;

It is unknown if Sta-Iak is the last of his race. a niutation of a known race, or evgn‘if n-
is in fact a synthetic automaton himself. In appearance he is an ochre skinned f -
humanoid who wears a visor with one blacked—out lens. a. i

II
F. ll.

I...A

he
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SWAMP MONSTER (COSMIC FRAGMENT)
FREQUENCY: Very Rare
NOAPPEARING: 1

' ARMOR cLAss: 3
MOVE:.12"

' HIT DICEI 1s
% IN LAIR: 0% 'I
TREASURE TYPE: NiflrC?! r...
NO. OF ATTACKS: 2
DAMAGEI'ATTACKS:22-2%20 I
SPECIAL'ATTACKS: Unstable energ
SPECIAL DEFENSES: Energy absor 5'

- MAGIC RESISTANCE: Nil
INTELLIGENCE: Unratable
ALIGNMENT: Neutral .
SIZE: L |
PSIONIC ABILITY: DIII /
LEVELI'XP.VALUE: 3650 + 20t

- I

Sometimes when a Cosmic Fragment falls from the gulfs of space into a Quasarian I
swamp and the weird energies from such an incident are perfectly balanced it will J .
spawn a behemdt onster composed of efiptic radiations and forces. Such a r... J
towering beast will desire only destruction and it will prefer to wreak devastationI/,-
upon living things over nonliving objects. ;

II

The spawn of a cosmic fragment is of great size, stanfling 30 feet tall and being ]
generally humanoid in shape, albeit hunched and lanky. Its great misshapen andI
rugose head has black eyes of unequal size and Its relatively small maw is lined with
needle-like teeth. The creature is a startling shade of bright orange, the weird and - ‘i
complex energies it is made of giving it a semi-transparent look at times. t .— "

The spawn of a cosmic fragment attacks with its great three fingered fists, and‘fifi‘"
creature so struck must save vs. dragon breath or take double the-normal amount of
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SWAMP MONSTER (COSMIC FRAGMENT)
, L .a . damage due to the beast's destructive

‘ f radiations. It can easily destroy non—living
- —: ,' material just by making contact briefly,
1 ;_"- ._ and it will always leave glowing yellow
‘ t '3. footprints where its tread has devastated

' the ground. The spawn of a cosmic
fragment is able to hurl boulders as a

‘ storm giant infusing the missile with
“i ‘ destructive energy that will cause double
if damage unless-ta save is made (as above).

there is a 50% chance that any spell or spell--like effec‘hat ices damagfi“ lll act.
‘t Due to such a b ast‘s exotic; make-ulsé

Y
to e spawn 01‘ 3 mm": ”39.45““ x a r

The spawn of a osmic flgagment will contantly and mindlesslyt'roar its rage and lust '
for destruction when in battle.
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ZORBOTS
. r. 1 FREQUENCY: Very rare

NO. APPEARING: was:
ARMOR e-cLAss: 5
MOVE; 12"

.- HIT DIé‘Elsas
5.1:". "mu LAIR:‘0% ‘ . w

:4, . EEEfiSURE WEE: Infildualsiu. N;
In lair I . -.

- no. OF-._.ATTA§KS:: By-vgeapm type
DAMAGEIATTAcKs: Seebélow
SPECIAL ATTACKS: See below
SPECIAL DEFENSES: Nil ' i
MAGIC RESISTANCE: Nil

, INTELLIGENCE: Exeptional
ALIGNMENT: Lawful evil

PSION'II-J ABILIT-‘Ieiiilil f)
LEVELIXPNALLIE: 35 + 4211p _ .

The Zorbots are a race of interstellar humanoid bandits-vwho deal in one very l"
specialized form of plunder—a planet's atmosphere! They will land in a large crimson“; l
citadel that serv"" $ a base of operations and which houses the tools they need-“toil i
perpetrate their einous theft. The main imp ement they use to steal a planet's Mi?
atmosphere is called the "turbo—inhalator", and they will protect’this vital piece of .. it ”I
machinery most vigorously. When the turbo—inhalator is functioning, a strong wind;
will will rush inwards towards the-apparatus. allowing *only the ”strongest of flyingJ
creatures their full maneuverability near the march :-
Zorbots have a variety of meansto defend. th’é‘ " “Ives whilst’cdmmiting their w. ‘l
atmospheric heists. Each Zorbot will have a jet-pack. allowing a 20" air speed.- The.‘ 4
are all armed with "sonic guns", pistols that fire a bolt of solid sound out 'to ’1 00 feet)? a.
and do 1—12 points of'damage if a hit is scored. In addition. anyone-SHUCK by such" a
boltirnust save vs. ”magic or be stunned for 2-5 rounds. A silence spell will nullify the
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ZORBOTS

T m I. F F . _ I.

potency of these weapons. A'group of Zorbots II also always be equipped with at
least one molecular stimulator rifle. Such a rifle rewires two Zorbots to operate one ‘
to hold the rifle and another to bear it's bulky power pack. Amolecular stimulator rifle' I
fires an intense red ray out to 200 yards and does“ BdB points of damage to all that .
fail their save vs. magic (save for half damage). It ale? has th$a5ility to create large.I .. l
runnels of lava if the beam is played over rocky terrain.

1' I

The most potent defense Zorbots use to defend themsefive3ere Cybrons huge 50 J I
foot tall golden colo .ed humanoid robots. AZorbct cItadeLMIll always.- have twe of .. '
these colossi at _is osal. 1-.P I . _ t. i; r?

cvsnous: Ac 2. 150hp (20HD), 35015-50 umg, worth 11.0.63 XPs each. V"
Cybrons use their two massive pincer—ended arms to deal massive damage. In
addition a cybron has the ability to generate;sonic pulses from its pincers as a
sonic gun but doing 2-24 hit points of damage and stunning anyone struck for 2-53
rounds unless they make a save at -4.-. DespIteIfl'IeIr enormous weight and bulk
Cybrons move at 13" and can climb vertical surfaces if called to do so.

Zorbots appear to be large craniumed dwarf"sh humanoidstwltt. Emilee htléfl ~. .' . .

and large black eyes.
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