3 =¥

Also known as the Sin Eater Beetle this grape skxsstle is pure white in color with gold wing tiped antennae. The
beetle is nearly immortal; with armor 50 and 200plmints. When consumed live the beetle deals 4d6adje and removes
2 points of random flaws from a person. After beagelled from the body the Absolution Beetle hasgythrough a

drastic transformation, becoming a Devils StonetBe&hese creatures are most commonly found inamodnd the sites
of old Catholic Churches located over Ley Lines.

Alliguma

Alliguma’s combine all of the best, or possibly wprtraits of Alligators and Puma’s. They have #iigator’'s leathery
skin, powerful jaw, and strong tail, combined witte Puma’s speed, endurance, and climbing abilihey are canny
opponents and competent trackers.

Physical 12 Mental: 6 Sociat 2
Brawl- 4 Data Analysis- 3 Torture- 2
Climbing- 4 Observation- 3
Dodge- 4 Listen- 2

Tracking- 3
Attacks- A Alliguma attacks with its bite (3d6)s itlaws Armor-8
(1d6), or its tail (2d6) Hit Points- 36

Base Move- 40 Feet
Angst
Angst are manifestations of those who've died angwyt, and alone in a place where the Code iscipestrong. They
are bitter spirits bent on revenging themselvesnasg#he living for their poor fortune. They luregple to them by making
the sounds of a weeping child. When confrontedctieature appears different to all of those who kkElpseeming to be
the person they most love injured and suspended pillar of black mud, barbed wire, and the bodytpaf those the
creature has already slain. They are empathicingaibr a victim to feel shock, disgust, or sadnesfore attacking.

Physicat 10 Mental: 6 Sociat 6

Brawl- 4 Observation- 6 Torture- 6

Dodge- 4 Listen- 6

Special Attack : Shards- 2

Attacks- Angst attack first with a hail of bone Armor-0

shards(3d6-3) that fire from the mud surroundiregrh Hit Points- 30

and it derives extreme pleasure from using the dead Base Move- Does not move, stuck in the place where
slay the living. After that they use their clawsl§22) they died.

with the intent to rend a target limb from limb.

Aproh

Large black skinned boars with poison for blood #lathes for breath, the Aproh are ferocious comftataThey are
immune to the effects of Hellflowers, and often tteam as their resting place, the effects of therdrs making hunting so
much easier.

Physical 8 Mental: 4 Sociat 2
Brawl- 4 Observation- 2 Torture- 2
Dodge- 4 Listen- 2

Attacks- Aproh attack first with a burst of flamihgeath Armor-5

(2d6 range: 10 feet) then with their tusks(1d6) Hit Points- 24

Base Move- 20 Feet



Barrel Cactus Rat

This bizarre crossbreed of a rat and a cactusbisoa to travelers. They resemble a large rat, &e2 lbng, with leathery
green skin and long stiff cactus like spikes. They relatively easy to kill for a Wastelands aneat and they are filled
with cold clean water accessible by cutting offirthail.

Physical 4 Mental: 2 Sociat 1
Brawl- 1 Observation- 1 (No skills)
Dodge- 3 Listen- 1

Attacks- A Barrel Cactus Rat attacks with its i§itd6-3 Armor-2

minimum 1) Hit Points- 12

Base Move- 20.5 Feet
Beaver
The beaver no longer produces dams, instead progliicidges, roads, and log cabins. They make rarteff use these
structures, simply producing them and abandonimgnthThey are left alone by basically all intelligetenizens of the
Waste despite the fact that they are incapablefsfrdiing themselves because of the unique seivigeprovide.

Physicatl 3 Mental: 12 Sociat 1

Dodge- 3 Carpentry- 6 (No skills)
Masonry- 6

Attacks- A Beaver will flee rather than fight il but the Armor-0

most dire circumstances, in which they attack wlitkir Hit Points- 9

bite (1d6-4) Base Move- 20 Feet

Bellflowers

These lovely silver flowers make a delightful timg sound in the wind, that makes you *yawn*, Inthil’ll finish this
description after a nap. Anyone hearing the sodrigedflowers must make a mental based save ag@ilasts B1 poison.

Bonemaker Worm

A colossal creature, the Bonemaker Worm tunnelsctly through hills or mountains then retreatshe tunnels center
where it expands until it is wedged in and opesdligestive track from one end to the other wideugh to appear as a
narrow stretch of tunnel. It is lined with teethatlappear to be stalactites and stalagmites, aodt ddalfway through it
drips digestive juices. Many adventurers have tligidg to traverse the inside of one of these nost creatures.

Physical 12 Mental: O Sociat 0
Brawl- 6 (Creature does not think) (No skills)
Climb- 6

Attacks- A Bonemaker Worm attacks by constricting Armor-5

(5d6) around a target already inside it, it ramher Hit Points- 36

misses. Or by spraying acid (Class A3) Base Move- 10 Feet

Chakram SRD
The Protogon Labs: Chakram Self Replicating Devdca small robot, 16 inches acros
and shaped like a hula-hoop with a hollow intesection. It is propelled by a systerf§
very similar to the ones used in Hover Bikes, aratipces an invisible blade identical t
the one on a force sword. After killing a targetythinject their body with nanobots tha
build two new Chakram out of minerals found in trady. The use of them was banne
after “The Incident in Czech” when it was showntttieir “Inhibitor Chip” had a major
design flaw causing them to continue killing anglieating long after their designated
targets had been eliminated.

Physical 8 Mental: 12
Brawl- 4 Data Analysis- 2 Social: 1
Dodge- 4 Observation- 5 (No skills)

Listen- 5



Attacks- A Chakram SRD attacks as a power sword Armor-10
(2d6) Hit Points: 24

Base Move- 50 Feet
Cobbles
Cobbles are once beloved items that have taken lda af their own since
their owners passing, or since being discarded.y Tdwnpose bodies for
themselves made of material similar to the origoigiect, a beloved knife for
example will construct a body of steel, a childsldy bear a body of cloth
The creature demeanor and goals mostly depend enrdhson for its
abandonment. A Cobble that was willingly abandor@ddiscarded may be
enraged searching always for its former owner argeance. Those that we
lost accidentally, or belonged to someone who diey be lonely, seeking
their beloved owner or a close relative to whomythean belong,
accompanying and defending them. Cobbles can b#yraay object that was
cared enough for to develop consciousness, and wilthstlate their history
if asked by someone they're inclined to like. Ttaeg almost always 7-8 fee
tall with the approximate build of a very strongm&obbles all have thei
three attributes set at eight and their skillsefitheir personal history. Two
example Cobbles follow:
Maiden Taiwan
Maiden Taiwan was the boot knife of a Korean Pdating World War II, near the end of the war hemewwas shot
down and she was brought back to America as amphy. She has remained ever bitter about her majatod wanders
endlessly destroying anyone she deems to be anriéameSoldier’ usually Umbrea’s goons.

Physical 8 Mental: 8 Sociat 8
Brawl- 4 Data Analysis- 4 Intimidate- 2
Dodge- 4 Observation- 4 Torture- 6
Attacks- Maiden Taiwan is composed mostly of knives  Armor-10

and her normal attacks do 4d6 damage. Hit Pints: 24

Base Move- 50 Feet
Mr. Snoogy
Mr. Snoogy was the stuffed bear of a girl namedyM8&he received him when she was two after havarddy amputated.
They learned how to walk with a prosthetic leg thge, even to dance together. They spent hoursmgadbout animals all
over the world, and even went to the zoo togethiey were inseparable companions until Mary wag&y old and her
town was gassed. Now Mr. Snoogy wanders the wastdsng for Mary, or some lonely one-legged chitdlove. Mr.
Snoogy will always place himself between a child &arm if it is within his power.

Physical 8 Mental: 8 Sociat 8

Dance- 4 First Aid- 4 Animal Empathy- 4
Shield (Other)- 4 Zoology- 4 Etiquette- 4
Attacks- Mr. Snoogy would never hit anyone, notreve Armor-4

Mr. Snoogy is a nice bear, and will only interpose Hit Points: 24

himself between a person and danger. Base Move- 20 Feet

Code Fruit

Many normal fruits have been altered in some wayhieycodes presence. These fruits, which look ast thormal, have
bizarre effects on those consuming them They lagengy after a few days unless preserved in sorsieidia. The

equivalent of an entire fruit must be consumedtifier effect to occur, and wine is a popular pred@mamethod. These
effects last for 1d6 days unless noted otherwisee® are listed after each entry and apply tohfifesits, slices of pie or
flasks of wine made from the fruits.

Apples of Discord
After consuming an Apple of Discord a person beginfeel an intense desire to cause chaos to tteobéheir abilities.
10 credits



Berries of Bliss
These, nearly plum sized, berries most closelymése Black berries. Those eating them are overcoditie a distinct
feeling of ecstasy, and the location of these gl@fealously guarded, their fruits often markedsddrugs. For this reason
members of The Michaels often go out of their wajotate the vines these berries grow on.
100 credits

Blue Berries
Those eating Code enhanced Blue Berries becomanainelly, overcome by all of life’s woes.

10 credits
Grapes of Wrath
These grapes cause those consuming them to kbviiith an inhuman rage towards all the things shatound them.

10 credits
Nectarines of Neglectfulness
Eating this fruit causes you to feel no sense spoesibility, you sleep during your watch, don'itheet up camp, and
make no effort to do your part in a battle justdaese your friends are in trouble.

10 credits
Oranges of Obliviousness
Those who consume these fruits find themselveslstrath blind and deaf.

25 credits
Pears of Purity
These sweet and delicious pears cure all diseaspaison active in their body when the fruit is samed. When the pears
effects have worn off you do not suddenly beconisgmed or diseased again.

250 credits

Watermelon of Wastefulness
Only one slice of this fruit is required to fees ieffect. Those under this fruits influence are tefas$ to an extreme,
discarding partially eaten rations, pouring theinteen over their head for a moments coolnessp#rat such practices
likely to lead to their death in the Wastes.

25 credits
Crotch Crickets
The Helix Code alters things both great and sraallevidenced by the Crotch Cricket. These creafrnesery similar the
body lice, or crabs, but they produce a loud ctidike chirping. They are by and far the most obinag of the Wastes
many parasites, worse in many peoples opinion ¢évan Land Leeches

Decay Dancer
A nocturnal creature the Decay Dancer is a bedydtson, male or female, usually spotted throdmtktbrush or rocks a

short distance off. As you approach you notice theywearing little clothing, barely enough to leeeht. They spot you,
their dance becoming sensual, alluring. You mowsedl, intrigued no matter their sex or your prafeee It's not until they
reach out to hold you that you sense something gyrtirey smell of decay, a faint aura of rotting tmé&aut it's too late,
they grab you, drawing you close as though to k@s Their lips touch yours and they vomit a streafinmaggots deep
into you. You writhe in pain, tearing at your cliotfy, ripping it, as the maggots burrow into yourvmeis system. The last
thing you know as you lose consciousness is a s#irsetion as you begin to dance.

Physicat 10 Mental: O Sociat 2

Erotic Dancing- 5 (Unthinking creature) Attractive- 2

Seduction- 5 [remakes features of host body]
Attacks- No attacks, seduces target into kiss them Armor-0

spreads to them orally. Target must pass Physical s Hit Points- 30

6 or become a Decay Dancer. Base Move- 20 Feet

Demonic Turkey of Doom
Believed to be the embodiment of all the turkeysnsbn Thanksgiving this creature rises up to slhyand sundry on
Thanksgiving day.

Physical 12 Mental: 0 Social 12
Brawl- 6 (No Skills) Intimidate- 6
Dodge- 6 Torture- 6



Attacks- A D.T.0.D attacks with it's beak dealirdp5 Armor- 25
damage + Class B3 poison. Base Move- 20 feet
Hit Points- 75

Desert Leprechauns

Desert Leprechauns are humanoid creatures wittha@dand large noses that stand between 2 and @et4dll. They
wander the wastes in search of exhausted or delegiiavelers who they lure to them with elaboifsions that usually
appear as stretches of water or lush greenery. @ndetim is locked in the illusion they tormenieth with nightmare
visions until they eventually lose consciousnesscéda victim passes out they rob them blind andeléhem naked and
confused near a real oasis, sometimes hiding nefarbweeks watching the persons futile attemptged themselves
rescued, and their futile attempts to explain tipee@dicament when they do. In fact, this happensf@mn that the term
‘Taken by the Sand Leprechauns,” has become a eupime for people stupid enough to travel the Wagtesrly

equipped, and those who succumb to dementia whiNeling the Wastes.

Physical 4 Mental: 12 Sociat 4
Brawl- 2 Observation- 4 Torture- 4
Dodge- 2 Listen- 4

Survival- 4

Tracking- 4
Attacks- Desert Leprechauns are not particulantgnst Armor-0
physical combatants, their primary mode of attank a Hit Points: 12

defense is using illusions to terrify and amazediers.

Base Move- 30 Feet

These illusions are very potent, they count as @3
poison with a duration that lasts until the pers®mo
longer in the leprechauns vicinity(50 yards) orilutite
Leprechaun tires of its game. A second save is made
after 1d6 minutes. If forced to attack they usealbm
knives(1d6-2).

Devils Stone Beetl

Also known as the Sin’s Gift Beetle this grape dibeetle is deep red in color with black wing tipsl amtennae. The
beetle is nearly immortal, with armor 50 and 200ploints. When consumed live the beetle heals 4dafagie and bestows
6 points of random flaws to a person. After beixgedled from the body the Devils Stone Beetle hasegthrough a

drastic transformation, becoming an Absolution Beéfhese creatures are most commonly found inaaodnd the sites

of old Catholic Churches located over Ley Lines.

Dew Claw

The Dew Claw is an adorable creature known fortiiikling laughter, its friendly nature, and its Ifuhoon induced
murderous rampages. A Dew Claw is a tiny humatiwidl stands 12-14 inches high, they have no nosgoath, and their
skin is silvery and slightly reflective. They haivesect wings that are a translucent and shimmebing. They have long
leaf shaped claws on which they collect dew, thad#in form of sustenance, and the source of theimendn the three
nights of the full moon however, they glow a ghp&tlue color and their skin becomes absolutelyertiVe. On these three
nights a Dew Claw must consume twice its body we{gpproximately 8 pounds) of blood by plunging dtaws into a
still living body. The source of the blood is imghnt to the Dew Claw, but they must consume paish. If they fail to
feed they shatter like a mirror when the sun rikesnext morning.

Physical 4 Mental: 2 Sociat 1
Brawl- 2 Observation- 2 Carousing- 1
Dodge- 2

Armor-5
Hite Points- 12
Base Move- 20.5 Feet Fly

Attacks- A Dew Claw only attacks during the full o
when it lusts for blood. It attacks with its cla¢isl6 + 4
blood loss)



Fairies

Fairies are seemingly diminutive hybrids of humand insects. There are three distinctive variatfdairies, each with its
own unique purpose and society. There are onlythirs all breeds of fairies share, they stand betw3 and 4 inches
high, and share both human and insect charactsristi

Ant Fairies

These fairies live in very large ornate 'moundsg insides of which are precisely squared off ro@nd corridors,
decorated with an eye towards military simplicitheir government is a monarchy, run by a Queenhendyenerals. The
entire society functions like one gigantic armypmst. In appearance they are all male (excludiegheen) with two legs
and four arms and a chitinous shell like a smodtdbkosuit of plate mail armor that begins belowitieads and extends to
the bottom of their feet.

Physical 4 Mental: 8 Sociat 0

Pike- 3 Navigation- 6 (The standard Ant fairy has no

Short Sword- 3 Observation- 1 social skills, they simply follow

Block- 3 Listen- 1 their Queens will. Their Queens

Dodge- 3 usually have 12 in random Social
skills)

Attacks- An ant fairy attacks twice a turn, oncehuitheir Armor-3

pike1d6-3, once with their short sword (1d6-4). Hit Points- 6

Base Move- 26.5 Inches
Firefly Fairies
These are in many ways the classic notion of thieyHaooking like an attractive human female withtennae, wings and
large black wings trimmed with yellow that hang @md them like a cloke when not in use. Besides 'thimak' Firefly
fairies are completely nude. When in flight evemythfrom the top of their hip to the tips of theédes glows with an
unearthly yellow-green light. They are very... fand with their sexuality and prone to falling invéo Many lost and
bewildered travellers have accepted a guide onlpeostuck with a life long sycophant. They livedn autonomous
collective known as a cloud. Each cloud possessesirzg' council of elders that supervise the &aohd diplomacy of the
Cloud. Clouds of Firefly fairies migrate constanftgm one place to another randomly. Firefly fairere well known as
trustworthy guides and sources of news.

Physical 4 Mental: 10 Sociat 6

Acrobatics- 6 First Aid- 4 Carousing- 6

Erotic Dancing- 3 Navigation- 6 (Elders usually have Charismatic-
2, Negotiate- 4)

Attacks- An ant fairy attacks twice a turn, oncehwtheir Armor-1

pikeld6-3, once with their short sword (1d6-4). Hit Points- 6

Base Move- 60 feet
Locust Fairies
Resembling tiny men and women with grasshopperd)eaithgs, and grasshopper legs. They are a peaegitWnomous
collective like Firefly Fairies. Unfortunately, faro reason obvious to those outside their racenvtheir population
surpasses a certain limit in a region they are ae with a tremendous swarming instinct and a desasinged hunger.
They fly in swarms miles wide, stripping vast sveatf terrain absolutely devoid of vegetation, mygfarests stripped to
bare soil in a matter of hours. They are stricdgetarians, and will not eat flesh even when stgrviocust Fairy swarms
have touched off several more serious epidemicsnvthe displaced animals and mosters of a forestienlg found
themselves homeless.

Physical 4 Mental: 9 Sociat 3
Dancing- 4 Search- 3 Carousing- 3
Survival- 3
Observation- 3
Listen- 3
Attacks- A Locust Fairy will always flee rather tha Armor-2
fight. Hit Points- 6

Base Move- 6 feet (jump), 30 feet (fly, tiring afte
rounds)



Gargoyles
Gargoyles are creatures of animate stone that @engiemselves humanities guardians from the spfithose who've

remained on this plane of existence after deathl Bm hostile spirit seems capable of approachinbimil00 yards of a

Gargoyle, and are unable to cause any of their poeeabilities to cross that threshold. They argevereatures of calm
demeanor. Of all the creatures that have ariseatarned since the Code was unleashed on the vibddzargoyles seem
to know the most about what is going on, and ir, fHtose gargoyles that have spoken of the issaiendio have been
around since before the Code, though they lay dorifea a great long while. They seem to have thmeshond with the

Code that Cyber Mystics possess, and in fact, &arhjoyle has one of the powers available to thee€yystic class.

Physical 8 Mental: 8 Sociat 8
Brawl- 4 Cyber Lore- 6 Disguise- 4
Dodge- 4 Observation- 4 Negotiate- 4
Listen- 4
Attacks- Gargoyles attack with their claws (1d6) rmisr-0
Hit Points- 24
: Base Move- 25 Feet walk or fly
Golem%

Golems are animated objects, raw material givemfand life by means of the immensely powerful ‘Galepell. They
are widely varied in substance and abilities, bdgw common threads bind them together. Golemsadiranmune to
magical tampering, not even their creator can dhem after their completion. Golems always hawrtRPhysical and
Mental attributes set to 10, they have no Socialiiite and interact with others only as determibgdheir master, their
eyes always glow brightly, and all golems are altst} loyal to their creator. All other details alhoa golem are
determined at its creation. An example Golem folow

Burton: Sand Golem

Physicat10 Mental:10 Sociat 0
Acrobatics- 5 Navigation- 3 (No skills)
Martial Arts- 5 Observation- 3

Listen- 3

Survival- 3
Attacks- Burton attacks with brutal martial artiaaks Armor-5
and is his creators stalwart defender. Hit Points: 30

Base Move- 20 Feet
Gorgon D.E.%
The Gorgon Death Engine, a robotic war machinetecedy the Greek company Ancient Industries, isudy tbrutal
creation. Luckily they weren't produced in largemhers, and very few were shipped to, or used agtiasJnited States
during the war. They appear to be a large bulligeced in thick metal plates. The bull’'s horns asenposed of two power
swords, and it emits a neurostatic field that sltivestransmission of electrical impulses from thaibto the muscles.

Physicat 10 Mental: 8 Sociat 1
Brawl- 4 Observation- 4 (No skills)
Dodge- 4 Listen- 4

Special Attack (Gore)- 2

Attacks- A Gorgon D.E. attacks primarily with iterims Armor-20

using a gore attack (4d6+2), but also attacks itsth Hit Points: 30

hooves(1d6+2) Base Move- 30 Feet

Harpy

The Harpy resembles a woman of hideous visage wiitlys for arms, and the lower body of a bird justirmthe ancient
legends. Unlike those legends however, the creatarals approximately two feet tall and is moraii@ance than a threat.
They fly over head, scouting a group out, then sswd@wn and steal any items they feel they can aafry



Physical 5 Mental: 5 Sociat 2

Brawl- 1 Appraisal- 1 Intimidate- 2

Dodge- 4 Observation- 4

Filch- 5

Attacks- When actually attacking (usually onlyhi&y Armor-2

are grabbed out of the air) a Harpy will rake with Hite Points- 15

claws (1d6) Base Move- 30 Feet Fly
Hellflowers

These are small red and black flowers that mostetjoresemble miniature Daisies. They give off golwith bizarre and
horrifying properties, it is both paralytic and ln@inogenic. Those who inhale Hellflower pollen fay those within 20
yards) must save versus Class C3 and Class D1nsoisiellflowers are resistant to snapping, and mvipes to flames.

Indead

The massacre of the Native Americans never endeddme. The restless
spirits of some of those slain have waited patjertiding their time until the
day when someone would pull the top off of the primal genie bottle and let
them loose. Also called by some; Undians, Navaghdzhost-hicans, Pueblo
Phantoms, and the Spectral Sioux, these are vdrgpefiis hoping to set right
the wrongs perpetrated on them by the white manes&hspirits are
incorporeal and hard to damage without magic. @anaessful critical hit, or
if a 'Special Attack' is used the creatures carstibeck. So think this is a
matter of putting enough 'heart' into the attadke Ereatures are effected by
magic normally.

Physical 8 Mental: 6 Sociat 4

Brawl- 4 Observation- 3 Intimidate- 4
(Or Tomahawk- 4) Listen- 3

Long Bow- 4

Attacks- An Indead attacks as it did in life, wélther its Armor-0
weapons or its fists and does damage normally tiegpi Hit Points: 24

lack of 'substance'.

Lizardfolk

Lizardfolk are one of the few races of monster Hratknown as fact to be highly mutated humansy Hawe the Armored
Skin, Claws, Fangs, and Venom Tongue mutationsoktinfiately, those with multiple mutations alwayy pasevere price.
The lizard folk have keen senses, but are barelgnmbelligent than actual lizards.

Physicatl 9 Mental: 2 Sociat 4 Flaws: 6

Brawl- 6 Listen- 2 Intimidate- 4 Phobia: Fire- 2
Dodge- 3 Observation- 2 Phobia: Birds- 2
Acute Senses- 2 Sociopath- 2
Attacks- A Lizardfolk attacks with its claws (1d§-@r Armor-13

its Bite (1d6+2 plus Class Al poison) Hit Points- 27

Base Move- 30 Feet

Love Bug
This small, red, heart shaped beetle is one ofWhastes most horrifying creatures. It is not inhd@yemore vicious than

any other insect, but its bite causes so much mhangage. Its venom is slightly psychic, affecting the person bitten, but
the person they love the most. Both people attémpave versus Class A3 poison, if either passetanmage is done, but
if they both fail the loved one succumbs to thespos effects.

Lupupi
Lupupi are a bizarre crossbreed between giant wsadwel octopi. They mostly resemble 10 foot longweslthat stand 6

feet high at the shoulder. They have eight foutt-fong octopus tentacles surrounding their mouét they use to drag in
struggling prey.



Physical 8 Mental: 6 Sociat 4

Brawl- 4 Observation- 3 Intimidate- 4
Dodge- 4 Listen- 4
Tracking- 4
Attacks- A Lupupi attacks with its tentacles, whiidal Armor-5
no damage, but if they succeed they automatically Hit Points- 24
succeed with a bite attack (2d6+2). Base Move- 50 Feet
Minotaur

Just like the old legends say, minotaurs have ity lof a large strong human with the head of a lomgned bull. They are
not very intelligent, but have a very strong sesfsgirection and are quite skilled trackers.

Physical 12 Mental: 4 Sociat 4

Brawl- 6 Navigation- 6 Booming Voice- 2
Dodge- 3 Tracking- 4 Intimidate- 4
Special Attack: Gore- 2

Attacks- A Minotaur attacks with its fists (2d@)its Armor-10

Gore Attack (3d6) Hit Points- 36

Base Move- 30 Feet
Muggling
Mugglings appear to be morbidly obese human hdsatshbp around in groups of two
or three. Their appearance is usually comical, rnanhy adventurers have perished
while laughing at a Muggling when it spit a jet pdwerful acid on them. Mugglings
use this method to digest food before drinkindhibtigh their long slender straw-like
tongue.

Physical: 4 Mental: 2 Social: 1
Brawl- 2 Observation- 2 Distraction- 1
Dodge- 2

Attacks- A Muggling attacks by spitting a powerful Base Move- 10 Feet
stream of acid (Treated as Class A3 poison) otaiitget. Hit Points: 12
Armor-0

Nymph
Nymphs are a hazard to anyone who is both wealedvéind required to drink water to survive. Nympgtie In pools of

fresh water and seduce those that they can intglat of wild love making, the culmination of whids the nymph
drowning their ‘mate’ for the evening. It's saidathithey fall in love with any man or woman who sueg a night with
them, and will do anything in their power for them.

Physical 6 Mental: 4 Sociat 12

Erotic Dancing- 6 Listen- 2 Attractive- 2

Flexibility- 2 Observation- 2 Captivating Voice- 4
Charismatic- 2
Seduction- 6

Attacks- A Nymph will not attack someone they bedie Armor-0

to be capable of defending themselves. They sealuce Hit Points- 18

target and make love to them past the point where a Base Move- 30 Feet

human should be too exhausted to fight back, tioésh h
them under water until they drown. If they are
approached by someone they feel is threateningwuiiey
simply disappear into their pool. No trace candumnftl

of them when this happens and some people belaye t
can turn into water.



Pixies

Like fairies, Pixies is a blanket term for a fewo$ely related creatures. Pixies are at war withefij the two races having a
powerful natural repugnance for each other. Thdaggder in size than fairies, being an average effoot in height, pixies
are fewer in number, making the ongoing war betwienspecies fairly even. All pixies are small aagfomorphized
animals.

Hawk Pixies
Hawk Pixies resemble foot tall angels with Hawkdeand feet. They live in craggy peaks in villagémany nests. They
are philosophers and poets by nature, but fierc®mbat as well.

Physicatl 9 Mental: 12 Social: 6

Brawling- 6 Observation- 6 Innuendo- 3

Dodge- 3 Listen- 2 Public Speaking- 3
Occupation: Philosopher- 6

Attacks- Hawk Pixies attack with their claws (1d8) Armor-0

beak (1d6+1) Hit Points- 18

Base Move- 20 Feet walk 40 Feet fly

Raccoon Pixies

These pixies look like small furry humans with Raeoe faces and tails. They are very stealthy, aadhar sneak thieves of
the Pixie Races. They live in communities in theetops that are basically large woven rope hammablese members of
the Clan sleep and store their things.

Physical 12 Mental: 8 Sociat 4
Acrobatics- 4 Appraisal- 2 Carousing- 2
Brawl- 1 Observation- 2 Distraction- 2
Escape Artist- 1 Listen- 2
Flexibility- 2 Search- 2
Filch- 3
Lock Picking- 3
Stealth- 3
Attacks- Racoon Pixies attack with their claws ()6 Armor-0

Hit Points- 24

Base Move- 25 Feet
Viper Pixies
These are the assassins of the Pixie race. Themare serpents like than humanoid, only possedsimgan arms. They
don't have a society as such, only associatingforma of guild structure and for mating.

Physical 12 Mental: 8 Sociat 4
Acrobatics- 4 Observation- 4 Interrogation- 4
Brawl- 5 Listen- 4

Escape Artist- 2 Tracking- 4

Stealth- 3

Attacks- Viper Pixies attack whenever possible as a Armor-2

surprise to their victim. They don’t believe thaviatim Hit Points- 24
should ever be an opponent. They attack with a bite Base Move- 40 Feet
(1d6-3 plus Class A3 poison) or with a short sword

(1d6-1)

Pumpkinines
Pumpkinines are a bizarre creature, seemingly feorhild’s nightmare. They have the body of a lang#f with an

oversized jack-o-lantern head. The head is a s &sfibne, but the mouth still opens and the eyiéblatk. At night the
inside of the head lights up making the eyes andtimglow with a fiery light. They are highly aggsase and will track
prey for dozens of miles.



Physical 8 Mental: 8 Sociat 4

Brawl- 4 Observation- 4 Intimidate- 4
Dodge- 4 Listen- 4
Tracking- 4
Attacks- Pumpkinine attacks with it's claws (1d6)its Armor-0
bite (2d6) Hit Points- 24

Base Move- 50 Feet

Pundershundt

Pundershundts, sometimes known as Sacrificial 8gjsijror Martyr Squirrels, area strange speciesedd Resembling
somewhat large squirrels covered in motor oil ttrayel in groups known as clans. Clans of Pund@frshpluralized form

of the word) have a hierarchy based inversely @ agpe youngest possessing the most power, thetdhie least, leaving
some to believe that the creatures are born igégiti then slowly dodder away. Pundershi are herbis under most
circumstances, but are driven temporarily mad leyptesence of fire. When they encounter a fireotest Pundershundt
throws him or herself to the flames, their burnbagly producing a paralytic drug (Class D2) thaeet everyone within
10 yards of the fire. The remaining Pundershi, fawéd by the drug, begin to kill and then devawy ereatures paralyzed
in this manner. This in fact seems to be part efgpecies mating cycle, as they seem to be statiéss they’'ve recently
eaten flesh.

Physicatl 3 Mental: 2 Sociat 1
Dodge- 3 Observation- 1 (No skills)
Listen- 1

Attacks- Pundershi have no attack of merit. They ar Armor-0

only capable of harming creatures paralyzed and Hit Points- 9
incapable of defending themselves. Base Move- 20 Feet
Raven Witch

These creatures appear to be tall graceful humamemowith dark opalescent black hair.
They are intelligent, cunning, and have a straggen, sense of humor. They move with a
truly magnificent fluidity, seeming like each movent is a step in a dance. They each have
a number of shared abilities. They can control mavy mental or verbal commands. They
can also assume the form of a Chaos Raven, thisftnanation takes three rounds to
complete and is quite horrifying to watch. All Rave/itches are capable of prophesying,
and are valued by those willing to deal with thesyoeacles.

Physical 12 Mental: 6 Sociat 6
Acrobatics- 4 Data Analysis- 1 Attractive- 2
Dancing- 2 Observation- 5 Captivating Voice- 2
Flexibility- 2 Charismatic- 2
Martial Arts- 4
Attacks-Raven Witches attack with their fists (18p+ Armor-5

Hit Points- 36

Base Move- 20 Feet Walk or 60 Feet Fly
Salamander
The salamander of old has only changed in thragfiignt respects. First, they’ve grown in sizahle size of a small dog.
Second, they now exude heat strong enough to igfothing and melt skin. And finally, they've becemicious. They
still live in streams and creeks, usually runnihgough valleys between two hills where there isugh shade for them.
These valleys are easily identifiable to those wwitlch survival training, since they are usuallie@ilwith a thick warm fog
and the stream is a lot lower coming out than gaing

Physical: 5 Mental: 2 Sociat 1
Brawl- 3 Observation- 2 Intimidate- 1
Dodge- 2



Attacks- Salamanders attack with their claws (1q6i@ Armor-4
1d6 heat damage) or its bite (1d6/2 plus 1d6+2 heat Hit Points- 15
damage) Base Move- 20 Feet

Shadow Deeps
A liquid creature, the Shadow Deep is approximatéhg” of an inch thick but is at the same time many nseitredepth. It

seems to be larger on the inside than the outharatords. It hides in shadows, flowing to fit theihape, and usually hides
in the shade of a sand dune waiting for travelensass. When they pass it moves into their pastightly deeper shadow,
hard to notice. Those stepping on a Shadow Deégirsia it, and those who have lived to describexplain it as a warm
thick jelly like feeling with a strong undertow. & are basically immune to normal physical damage, must be killed
with energy weapons or magic.

Physicat 3 Mental: 2 Sociat 1
Climb- 3 Observation- 1 (No skills)
Listen- 1

Attacks-Shadow Deeps have no real attacks, simply Armor-0

moving to intercept their target. An Observatioedhto Hit Points- 9

spot an approaching Shadow Deep suffers a —2 penalt Base Move- 20 Feet
and a Physical save-2 is required to escape oreibnc

has you.

Shadow Rattler

These invisible snakes are one of the Codes masttad species. They rely on their invisibility teni, their rattle to warn
off danger. Shadow Rattlers have bizarre venom itietes a target invisible and intangible as welpating them to
sleep. The snake can still interact normally whie wictim, but only other things that are intangilglan, insuring the
snake’s dinner never gets stolen. Oddly enoughm@&ha are capable of seeing Shadow Rattlers witdiffioulty. The
shake's skin can be made into gloves by a Shamém leatherworking to make gloves capable of inténgcwith
intangible items.

Physical 6 Mental: 4 Sociat 0
Brawl- 6 Observation- 2 (No skills)
Listen- 2

Attacks- A Shadow Rattler attacks with its bite §321 Armor-2
plus class B2 plus Invisible/Intangible for 1d6 slay Hit Points- 18

Base Move- 30 Feet
Smog
Smog is an unfortunate terrain hazard in the Wa¥testime production, nuclear fall out, and othkemical agents used
during the war combined into one of the vilest saibses the planet has ever encountered. It mogtigrh in vast clouds
over areas of the Wastes killing anything stupidugh to fly through it, but occasionally sinks l@mough to cause
problems. Occasionally it accumulates enough mesto rain, usually destroying a large sectionaofdl. Wastes smog
counts as Classes A3, B1, C1, and D3 poison. Saiagounts as Classes A2 and D2 poison.

Spider Daughters
These creatures used to be normal children, thghdexs of people all over the Wastes. They weraedpged along with

their brothers from their homes by other Spider @daers and carried off. They are converted by sani@mown process
into their new form, while their brothers are com&al in front of them. After the transformation tHegk mostly the same,
but their hands are replaced with two black widdkes size of dinner plates, and they have six sg&tgs sprouting from
their hips in addition to their two normal ones.eJhusually appear between 8 and 12 years old, bedhat is the most
common age for them to be kidnapped and they cegiag after their transformation.

Physicat 9 Mental: 4 Sociat 4
Brawl- 3 Observation- 4 Intimidate- 4
Dodge- 6 Listen- 2

Climb- 3



Attacks- A Spider Daughter attacks by biting with i Armor-0
spider hands (1d6 plus class A3 poison) Hit Points- 27

Base Move- 50 Feet
Sunbird Fruit
Sunbird fruit grows on palm trees in areas of eglgcpotent magic. They resemble morbidly obesklgo yellow hens
the size of a head of lettuce with a thick melam riype of skin. When the fruits fall from the trgeey animate and begin
to wander, drinking water and eating sand. Anyaae walk up and grab a Sunbird Fruit as they havselfepreservation
instinct and wander contentedly even into extremmeger. Once broken open they are full of a delgifuit that tastes
somewhat like honeydew and strawberries, and iemwdly nourishing. The fruit of two Sunbirds is egh to sustain a
person an entire day without other food or watdrth& center of a Sunbird Fruit is a nut that,l#nped, will grow into a
Palm Tree.

Surgeon Moss
When pressed over a wound and left there over ighted and white moss heals 3d6 damage. It wewks when dried,

and has nearly infinite shelf life, but it's powisrexpended fully after one use. It is fairly raaed grows in small patches,
6inches by six inches square, and each squarehausted in its entirety to function.

Umbrea Agent
They say in the past so many parallels could haenldrawn to these black suited men. DressedtirState clothes,

sunglasses, and earpieces, they don’t seem tegijfyinless you've heard the stories. Each Agemtagh 10 Goons.
These are the new era’s Men in Black, striking feéw the heart of every Wasteland citizen. Thaseso rare, they're
considered almost a myth, but the bodies they leahénd are all too real.

Physicat 10 Mental: 9 Social: 10
Dodge- 3 First Aid- 3 Toture-2
Acute Sense- 3 Drive-3 Interrogation-3
Pistol-3 Navigation-3 Trailing-2
Smooth operator-3
Basic Move: 17.5 ft Armor: biologically enhanced armored skin (20)
Throwing Distance: 25 ft Weapons: laser pistol, knife
Hit Points: 30 Possessions: ear comm. Link,

Umbrea Goon

These are the general soldiers of Umbrea’s armyisheonstantly pitted against the Waste and itslnitants, creature or
man. On occasion these are also the soldierstosight wars against other City-States. Thesetlagemost commonly
encountered Umbrea baddies.

Physicatl 8 Mental: 9 Sociat 6

Dodge- 2 First Aid- 3 Hand speak- 3

Acute Sense- 1 Drive-3 Interrogation-3

Rifle-3 Navigation-3

Pistol-2

Basic Move: 14.5 ft Armor: reinforced jacket and pants, Kevlar vest
Throwing Distance: 20 ft Weapons: laser rifle, laser pistol and 1d6 grenades
Hit Points: 24 Possessions: nothing personal is carried into tetay

(Umbrea) Mind Wiped Code Slinger

What do you do when you have enough Code Slingepwver a City-State? Well, the urban legend é they wipe the
minds and turn them into attack dogs. No one ha&s Bved or seen anything left by these minions..el\Wno one
creditable. Old Bob is a little crazy, you kno®ut they say even mad men could be right.

Physical 6 Mental: 11(not free willed) Social: 0
Brawling-3 Paracoding-6 (No Skills)
Tracking-5



Basic Move: 11.5ft
Throwing Distance: 15ft
Hit Points:18

Armor: none
Weapons: none
Possessions: nothing

Spells: They are pre-programmed with an assortroent
spells that help the slave and its controller tracid
capture code slingers and other fugitives. The G.M
should pick or write these so that each slinger &sd
master has different capabilities.

Vampire
One of histories most venerated monsters is orleeofost terrifying, the vampire. These creaturescanning, powerful,

and tremendously hard to kill. Some of the moreutapmyths of their weaknesses are exaggeratedroeristent. Garlic,
crosses, and running water are absolutely no us@sicga Vampire, while sunlight and stakes throtighheart are viable
options. Vampires are creatures that exist beyaadhdby absorbing the life force of other creatunssially through blood
letting, but occasionally through other methodshsag sex. This has lead to there being two distorots of vampire. The
True Vampire, which obtains its sustenance thrdoigbd, and the Cubus Vampires (Incubi and Succyhelgrh obtain
their sustenance through intercourse. Both formgasfipire kill their target in the process. True \faras can reproduce
by nearly draining a victim then allowing them te#l on the Vampires blood. The origin of Cubus Viaespis more
mysterious however, and has yet to be discoverezhiyput the creatures themselves.

True Vampire

Physical 12 Mental: 12 Social 10 Flaws
Acrobatics- 6 Data Analysis- 3 Acting- 3 Addict [Life force]-6
Brawl- 6 Listen- 3 Etiquette- 3 Amnesia- 2
Stealth- 3 Observation- 3 Fast Talk- 4
Psychology- 3

Attacks- A Vampire forced to fight rather than tithk Armor-5
way out of trouble attacks with its fists (2d6+3ge). Hit Points- 36
It's bite is reserved for willing or incapacitatpcey, not Base Move- 30 Feet
combat.
Cubus Vampires
Physicat 9 Mental: 9 Social 12 Flaws
Acrobatics- 4 Listen- 3 Attractive- 2 Addiction [Life Force]-
Brawl- 3 Observation- 3 Charismatic- 2 6
Erotic Dancing- 2 Psychology- 6 Captivating Voice- 2 Show Off- 2
Flexibility- 2 Seduction- 2

Smooth Operator- 4
Attacks- A Incubus or Succubus forced to fight eath Armor-5

Hit Points- 36
Base Move- 30 Feet

than seduce its way out of trouble attacks witHigts
(normal brawl damage

Wendigo

The cannibal spirit of Algonquin legend, Wendige ane of the most terrifying
creatures one can encounter in The Wastes. Thdwghare corporeal, and not
truly spirits at all. Like the Vampire, Wendigo aaddicted to human life force,
but they get it by consuming the flesh and evereBaf humans they've killed. A
Wendigo appears to be human at first glance, bublg pale and gaunt. Upon
closer inspection an observer will realize thatdheatures jaw opens in the center
and they have a tongue approximately two feet lomgered in jagged barbs. A
Wendigo is difficult to kill permanently; they hawehat amounts to an extra life
for every person they've eaten. And, if slain walawaken under the next full
moon. There are only two ways to dispatch a Wendigoe swiftly. One is to
have a Shaman perform aakzhimowin,a magical dance that releases the
Wendigo’s spirit from its body to the afterlife. @hother is to remove the
Wendigo’s head from its body on the night of a fatbon. The body will rot away
within moments, and the head will shrink to theesi an orange. The head will
contain the Wendigo’s spirit and answer questiamnsahoever possesses it. Their
answers will always be truth, but may be so twistedo amount to lies.



Physical: 9 Mental: 9 Social: 6 Flaws

Brawl- 6 Listen- 3 Distraction- 3 Addiction[Life Force]- 6
Dodge- 3 Observation- 3 Intimidate- 3 Ugly- 2

History (Ancient)- 3

Zoology- 3
Attacks- A Wendigo attacks with its claws (2d6)itsr Armor-5
tongue (1d6 plus Class B1 poison) Base Move- 30 Feet

Hit Points: 36

W.R.M.S.S.

The Warrior Reproduction by way of Mnemonic St&igstem, or Wormss device is a leftover from the t@ahnology
boom. Packed into the body of a small mechanicahwis a powerful mind control device. The devicestrioe placed near
a targets ear, which it will crawl into and hardsitself to the targets nervous system. The nextwe target hears will
become their activation word. When activated thédlybegin to kill any and all humanoid targets hetvicinity sparing
only those wearing the colors of the United StM@gary, as they were the country that designes phoduct.

Hosts altered information

Physical 12 Mental: 0 Sociat 0
(Increased adrenaline production, (Unthinking killing machine) (No skills)
double hit points)

Brawl- 6

Handgun- 6

Rifle- 6

Knife- 6

Grenade- 6

Rocket Launcher- 6

Attacks- Attacks with whatever weapon comes to hand Armor- Whatever may remain of Host's
Hit Points- 36
Base Move- As host



