Armor: 1 point (due to size and speed)
ttacks: Either & dagger or & short sworgd.
Abilities: 1) Cast the following spells:
Flight (by levels), Circle of Protection
(2/1ife), and Teleport (1/life) as per the

Wizard spells; and Lost (by levels) as per
the Healer spell.
2) Can klend into the landscape by saying "ok
forest hide & protect me" twice. This shows
a brownie’s ability to take refuge intpo &
forest by using his sma2ll sizZe and speed.
The brownie must be within fifty feex o a
tree. Once completed, it is gone, and nay
reappear up to five minutes later. The use
for this is unlimited.
3) May wear additional armor, buzT it must no-
be made of metal, or in great guantities.
Description: These small (1 1/2' tall) creatures are cig-—
tant relatives of both hobbits and pixies.
They are usually very shy, bu: They will help
strangers 1f treated nicely. They have elf-
like (pointed) ears, and lonc noses. Eeing
woodland creatures they usuzlly wear clothi g
that is green and/or brown.
Lives: 3
Levels: 1st - Flight once per life, and Lost once per
life.

2nd = As above.

3rd - Lost twice per life.

4th - Flight twice per life.

th - Lost three times per life.
6th ~ Flight with unlimited usage.

Catperson
Armor: 1, due to amazing dexteritv. . (\“\~J]L<ﬂ\\
Attacks: 2 short swords, as claws, or mav use a single loncg
sword. ‘
:bilities: 1) Poison touch (once per 1ife), that works as
normel poison. The caiperson mus:t sav "poliscon
Touch'" Zive times, sirilar to Touch of Dea=n.
2) Tracking, as the Scout ability, once per life.
3) Acdditionezl abilities gained ait later leveis.
Description: -

Catpeople, or cat folk, are a race c©f humanoi
cat men. They are normally very refined i
field they specialize, whether it is +he arts,
Or combat, 'and take grezt pride in whatever They
do. They resemtle cats like figers, panthers,
lions, or any cf the other grea: cats. Theyv ©
to be hyperactive, and don‘t like “o be slowe
aown by the litile problems of 131

Lives: 3

Levels: 1st - as above.
2nd - Gains an immunity to 2ll charm spells.
3rd - Poison touch becomes <twice per life
¢vh - Gains an immunity to Sleep and Lost spells.
52h - Can cast the Sleep spesll once per life.
6th - Poison touch becomes three times per life, and
the Increased cexteri=y cives = 1 noinms o=



Death FEnight
¥ Armor: 2 points, and up to four points of
may be worn.
Attacks: Any melee weapon, and javelins.
abilities: 1) All swords (enchanted, Red,
single point of damage.
Immune to all forms of magic,
weapons do normal damage.
They have the following spells once per life:
. ~Heat Weapon —-Finger of Death
-Pyrotechnics -Stun
~Sleep o -Reanimate (into zombie)
Scare once per life. .
Paralyzation on touch, as per the CGhoul class.
Death Knights are the spirits of knighits that
went against their code of ethics, and thus were
punished to death, only to be kroucht back zs zan
undead knight that will forever walk the earzh
always under internal conflict and despair. They
appear to have once been noble people, by their
build, but all that is normally seen is a ghost-
like skeleton, wezring highly adorned armor, and
{ having a pair of red, glowlng eyes stare from

additional armor

normal, etc.) do a

2) and magical

3)

! 4)
5)
Description:

!

beneath their helm. They know
would prefer to face an enemy
than slay them using a spell.
may only be played in special

some magic, but
in combat, rather
These crestures
cames, and it

: would be better if only those
i : knighthood should play this.

who have reached

: Lives: 2

] Levels: 1st - As zbove.

; 2nd - Gains Honor Duel (as per the ¥Wizard spell)

with unlimited usage, and noBody is immune.

i 2rd - Gains an immunity to the turning cof undead
| ¢th - One additioneal Scare per

: 5th - 2s above.

. €th - One additionel life,




spells: -Bladesharp/Bludgecn (2/batile)
-Talk to Dead (1/battle)
-Messanger (unlimited)
-Shove(l/life [as & wing buffet]).
5th - Dispel Magic three times per life, +1 point of
armor (7 total), and Flight (as per the Wizard
spell). '
6th - 8 points of armor, and Dispel Magic becomes
four times per life. :

ATmor: 2 points. '
ttacks: Swords and shields, as a warriors. v
zbilities: 1) Hezl once per 1ife (as per tThe spsil).

2) Mend once per battle (as per the spell).

3) rwe twice per life, similarly to the Scare
ability of the Wraith, except the Deva must
say "I make thee in awe' twice.

4) Telepor:z once per life (as per the spell).

5) Flight (as per the WiZard spell), unlimited
usage

* NOTE - 2 deve can only use Hezl and HMend on

cther people, and not itsell.=*
Description: The Deva are the law Xeepers cI the Astrel
Plane, zlways upnholding what is good and pure.
Sometimes they appear as globes of white licht,
put they usually appear to us as mejestlic humans

with large wings, sort cf like angels.

Lives: 3
levels: 1st - As above.
2néd - Total of two Teleport spells per life.
3rd - As above.
4th - Mend becomes once per life.
EtR - DOne adfiticnzl Hezl vner 1iZfe



ELEMENTALS

Elementals are creatures that spawn from the elemen+tal
rlanes. They can be summoned under certain circumstances by |
archmages, OI by a Great Druid (boih being 6th level s< tus)
when given special permission by the Guildémaster of Monsters
and the Prime Minister. The creation is similar %o <hat cf
Golems. To summon one, a naqlc—”se* must spenc three spell
points from their fourth thru sixth level spell points. Once
called upon this plane they are fierce fighters, and lo oyal
servants of tThe summoner, but can be ultimately be ey

1led
TO0 their plane buy the use of simple spells, named la<+

'U }

el
later :in
the description of each elemental. ?here are generallyv four
types of elementals (Zir,Zarth, Fire, and Water), but no
Weter elemental has ever been known to exist in <he Burrning
Lancs.

21r Elemental

Armor: 2 points
cttacks: Two sherit swords.
Abilities: 1) Telepor: (as per the Wizard spe

name, two per life). This simu

11
late
elemental’s ability to become to:a
the

air.

2) Call Lichtning (2/1ife) as per Druid spell
of the same name.

3) Shove (unlimited usage) as per the Wiga:c
spell, but the elementzl may be moving while
casting. This simulates it’s ability to Vpush"

using a gust of winc.

%) Immune to all spells of fire, lightning, and
theose that charz, controil, a““ nold (such es
Zntancle, Petrify, Stun, but net Ice Ball).
Description: Air elementals are creziures summoned =o this
plane of existence IZrom the elementeal plene cf
air. Sometimes they appear as whirlinc cyclcnes,
while other tTimes they appear as seexingly
transparent humanoids wearing lighily colered
clothing. They are guite intelligent, and wiil
always cbey tThe orders of their summoners.
Vulnerabilities: A Wind spell will send an air elemenzal
back to it’s home plane, completfely removing it
from cgame play for the _ema*nue* of t’s lives.

Lives: 3




Ghoul

Armor: 1 point ,
Attacks: 2 claws (short swords) or possibly *he* weapons.
abilities: 1) Paralyzation (as a subduing blow) on touch,
with uses depending on level. Mus<t say
”Paraly"e” before striking, no aamage will be
ln lCL_EQ-
2) Anyone killed by a ghoul will become one for
their next life, similarly ‘o zombies.
Description: Ghouls are undead creatures tha+ are very
cunning, though mindless. They feed on human
corpses to sustain "life". The only fear they
Know is holiness.

Vulnerabilities: They can easily be affected bv most of =11
macic, except for any form of slee ep, charn, or
yield.

Lives: 3

Levels: 1st - Paralyzation twice per life.

2nc - As above.
2rcé - Paralyzation three times per 1life.
4th - as above.
5th - Paralyzation with unlimited uses.
6th - 2s above.

Ghost

Armor: Specizl

Attacks: Spells only (see below).

&bilities: ) Ghosts have =he following spells:

rorce Well (as the Wizard spell, unlimited),
Dut may not have more than thres z< a “inme.
Extinguish: By saving five +imes "extinguish",
any Zires, bolis, cor flames within Zifty Zeex
gre extinguished.
Sleep, only four spells per *eam in a gene.
Dispel Macic (as per <he Wizard spell, with
uses depending on levels).

2) A ghost is immune +5 =211 physical atiacks,
except when casting a spell. When casting,

only macic, or an enchan=ed weapon, will narm
a2 ghost.

Description: These crestu-es ars “he iife Zoxce cf zn resi-
less dead beincg. Ghosts spend much of “he -
Time *ncornoreal, and In such a sitate canno= be
harmed. They are occasionally <ied o a single
area, but many times thev are totally indepen-
dent. They are prankstiers, andé are rarely

Gangerous, unless provoked.

Lives: 3
Levels: 1st - Dispel Magic twice per life,
2nc - As above.
3rd - As zbove.
£Ch - Disvpel NMazgiz “=~se “iwog —aw "iso



GOLEMS

Golems are huge, lumbering monsters creategd by the
use of a powerful, ancient spell, known only by a few arch-
rmages. The formula for the creation of a2 golem is rumored +o
be found in the Tome of the Ancient Mage. Under special
circumstances, an archmege may create one of these monsters
by spending magic points (divided into the fif+h ang sixth
level spell points, evénly) for their creation. The cost of
the spell is in parenthesis next to the type of golem. An
example o this is <the Clay Golem, which costs “our total
spell points to make (two points from Zifth level spell
points, and “wo points from sixth level spell points).

Flesh Golem (2)

Armor: 1 point
Attacks: 2 fists (nen-hincged maces)
Zbilities: 1) Immune *o 211 forms of magic. Magic weapons do

rmzl weapon damage.

re based and Ice based spells act as a Hold

erson spell.

ichtning spells act as a Heal spell, healing
lest limbs and mending armor.

Description:These are monsters similar in type to

[x9]
Mg Mg T ot
F- 0

)

Fra
stein’s monster. They are pieces of flesh ang
bone animated by magic.

-

Clay Golem (

N2S
~—

Armor: 2

Pcints
Attacks: Single fist (any mace)
Ebilities: 1) Immune o a1l bladed WE2DONS .
2) Immune <o all macgic (like Flesh Golem), excer:z
Zor Dispel Magic and Pyrotechnics, which will
cause the death of the cgolerx.
Description: These zve monste-s Created exactily like “hei-
brethren the Tlesh Golem, except that these a-e
Cinscructed cf a2 wooden Irames, and are covered
with cley, then animated Dy macic.
Stone Golem (6)
ATMOI: 3 points
Attacks: Sincle Red wezpon sword
Abiiities: -} Cas=— Holcd Person (as per <he Wizarg spell,
{/ceme), with a 25 foo: range
2, Inmune to =211 magic, macic wWearons do normzl
Weapon damage.
Z) Flesh *o Stcne o- Petrify spells will heal z11
' lost limbks, and mend a1l armo-.
Description: Mzn-l1ike sheme consitrTuczed DY means of =
macical tome. Thev are made of sclid stcne,
&nd azre animated by macical means.



AIROI: 3 points
Attacks: Two shor+ Ewords, as claws.
Abilities: 1) Flich:s (as <o normal rules) by csaying "I talke
flight" cnce, with unlimited uses,
2) Shove (as per the Wizara spell) once per life,

as a wing buffet.
3) Hits to the legs count the game as per the
centaur (see centaur for more detailly
Description: Griffons are the mytho;og%cal, hal?—llon, half-
eagle beasts from Greek ‘and Roman literature.
They are viscous carnivores, but would rather
eat horses - than wandering travellers. Young
griffons usually bring a large amoun< of money
. on the open, and black markets.
Lives: 3
levels: 1st - ag azbove. '
2nd -~ Can carry a bassenger once per 1life while in
+ - flight. ' .
3rd - Can heal themselves once per life.
4th - Claws become Red weapons. . .
5th - can Carry up to two people, twice per life
th - One additional point of armor.
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ATmOr: KNone.
ttacks:.Spells, and weapons bought £
sixth level Wizard), ,

Abilities: asg ber an Archmage (sixth level flzard).,

Description: Liches &re not a normal monster class, but are
are worth mentioning. To play a Iich, = pPerson
must be a sixth level Wizard, ancd have bought *he
spell called Lich. They are, however, still a
monster that should be notecd. The are actuelly a
COrpse of a powerful Archmage that has been re-
animated by the Archmage’s spiri
&nh undead statys, They zre =z
extremely intelligent, and d@
Their attitudes depend on the wi

Vulnerabilities: po TO beccming undeac, a I
Vilnerable o &Ny Turn undead ab
the Banish spell.

LiVES: is per fthe 7.7 ~=w e T

'
H

©°R spell points (as a

- S~ v < xra -
12, thus CivVing it

Very cunning,
ing to be near.



Minotaur

Armor: By levels
ttacks: AS a warrior, all weapons considered Red weapons.
Abilities: Always considered beserk (as per the barbarian
ability) but does nct get the additional armor
allowed.

Description: These are the savage bull men of legendé. Thev
have the head of a bull and the body of z giant
man. They are always dangerous, unprediciable,
and completely merciless.

Lives: 4 ~
Levels: 1st - 1 point of armor.

2né - As above.

2rd - 2 points of armor.

sth - As above.

5th - 3 poilnts of armor.

tth - As above.

Medusa

Armor: I point

Attacks: Short bow, and z dagger. .

Abilities: 1) Medusa have-the naturzl ability o casi the
Flesh to Stone spell (as per the Druid spelil)
with unlimited usage. By simply stating
"Petrify" the medusa can tThrow & grey, padded
bolt at an enemy and that perscn is turned o
stone if It strikes. If a petrify bolt should
kit the Shield of Reflection the casting
medusa 1s turned to stone.

Description: Medusa are humanocid women whose hair is &
writhing coil of snakes. Sometimes they have
the lower body of a snake, too, but zre zlways
ugly, and have z creat hatred for humeanity.

Lives: 2 4

lLevels: 1st - As above.

2nd - Fire Zrrow (once per life).
2r2d - Pciscon irrow (1il¥e normel nodenm) veven-te



rr=cr: None inltielly.
krttacks: Single cdacger. o
Abilities: 1) Yielcd (unlimited usage), similarly ‘o the sanme
ebility the Dryad class has, but with a range
of 100 feext.
2) Circle of Protection (three per life), and is
similar to the Wizards’ spell, but all that

is

needed to be said is "Nature protect me" *“hree

times. o _ :
3) Sirens are tied to a specific area, and rmay

not move more than fifty feet away from it.
4) Additional abilities gained later.
Description: Sirens are a race of creatures that resemble
human females, and something very inhuman. They
sing most of their lives, luring unsuspecting
travellers to their doom. To help them along,
they are incredibly seductive, and extremely
beautiful. Both assets they use %o Give tThem an
advantage over a weary male.

-

Lives: 3

Levels: 1st - As above.
né - 1 point of armor.
€ - One additional Circle of Protection per life.

ks above, ' _
One additional Circle of Protection per life,
total of five per life.
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th = Confusion (as per the Druid spell) once per
life.
Troll

3 points

aws (short swords), trezted as Red weapIns due
‘C:‘e.ng‘:.“ .

Regeneration. 211 limbs lost will crow back
after a twenty counit. Afie- = dezath shot, =
Trcll will come back <o 1life (with out <he
loss of one) within a Z1Zty count. The process
cI regeneration will be negated if the Treoll
1s hit by any form of fire, or by a magical

weapon.
Scare (2/l1ife), The

Troll nust sav "I make
Thee afrzid" =ywice. ANy victim of <his will
tend to remain 2T a great Gistance Zronm the
Troll, and canno:t attack *he Troll for a cne
thousand coun%. Once a person has been sceared,
he mazy not be scaregd &€Caln until his nex=
13F
Description: The hide of a Trell is a nauseating mixiure cof
& moss green, =z mectiled Creen, and z ferm of
STey colcrs. These creatu-es are disgusting <o
look at, ang a-s very relentless when a:taéki::
due to their pea sized brains. )

Lives: 2
Levels:

1st - 1 point of armo-.

2nc - as above.

3rd - 2 points of a~mo-.

4th - Cne additional li<e (3 total).
5th - 3 points of avm--.



