CREATURE CATALOG

EXTENDED ATTRIBUTE CHART

The following chart is useful for creating large creatures:

	
Attr
	
Adj
	
WAdj
	
Pt/L
	
Damage
	
SzD
	
SzHtH
	
StD
	1-H
STR
	2-H
STR
	Nat
SIZ
	Mag
SIZ

	1
	-8
	0
	1
	0
	+5
	-3
	0
	1
	2
	1
	1

	2
	-6
	0
	1
	1d2-1
	+4
	-2
	-1
	2
	3
	2
	2

	3
	-4
	0
	1
	1d2-1
	+3
	-1
	-2
	3
	7
	3
	3

	4-5
	-3
	0
	2
	1d4-1
	+2
	-1
	-3
	7
	11
	4
	4

	6-7
	-2
	0
	3
	1d4-1
	+2
	-1
	-3
	7
	11
	6
	6

	8-9
	-1
	0
	4
	1d4-1
	+1
	0
	-4
	11
	19
	8
	8

	10-11
	0
	0
	5
	1d3
	+1
	0
	-4
	11
	19
	10
	10

	12-13
	+1
	+1
	6
	1d4
	0
	0
	-5
	19
	25
	12
	12

	14-15
	+2
	+2
	7
	1d5
	0
	0
	-5
	19
	25
	14
	14

	16-17
	+3
	+3
	8
	1d6
	0
	0
	-5
	19
	25
	16
	16

	18-19
	+4
	+4
	9
	2d4-1
	0
	0
	-5
	19
	25
	18
	18

	20-22
	+5
	+5
	10
	1d8
	-1
	0
	-6
	25
	34
	20
	20

	23-25
	+6
	+6
	11
	2d4
	-1
	0
	-6
	25
	34
	24
	23

	26-29
	+7
	+6
	12
	1d10
	-2
	+1
	-7
	34
	47
	29
	26

	30-34
	+8
	+6
	13
	1d12
	-2
	+1
	-7
	34
	47
	36
	30

	35-40
	+9
	+6
	14
	2d6
	-3
	+1
	-8
	47
	64
	46
	35

	41-47
	+10
	+6
	15
	1d12+2
	-3
	+1
	-8
	47
	64
	58
	41

	48-55
	+11
	+6
	16
	2d8+1
	-4
	+2
	-9
	64
	
	74
	52

	56-64
	+12
	+6
	17
	2d10+1
	-4
	+2
	-9
	64
	
	93
	66

	65-74
	+13
	+6
	18
	4d6
	-5
	+2
	-10
	
	
	117
	82

	75-85
	+14
	+6
	19
	4d6+2
	-5
	+2
	-10
	
	
	145
	102

	86-98
	+15
	+6
	20
	3d10+2
	-6
	+3
	-11
	
	
	178
	126

	99-113
	+16
	+6
	21
	6d6
	-6
	+3
	-11
	
	
	220
	155

	114-130
	+17
	+6
	22
	7d6
	-7
	+3
	-12
	
	
	272
	192

	131-149
	+18
	+6
	23
	8d6
	-7
	+3
	-12
	
	
	335
	237

	150-170
	+19
	+6
	24
	4d12+6
	-8
	+4
	-13
	
	
	410
	290

	171-194
	+20
	+6
	25
	5d12+4
	-8
	+4
	-13
	
	
	500
	353

	195-221
	+21
	+6
	26
	7d10+3
	-9
	+4
	-14
	
	
	608
	430

	222-251
	+22
	+6
	27
	13d6
	-9
	+4
	-14
	
	
	739
	522

	252-284
	+23
	+6
	28
	15d6
	-10
	+5
	-15
	
	
	894
	632

	285-321
	+24
	+6
	29
	17d6
	-10
	+5
	-15
	
	
	1075
	760

	322-362
	+25
	+6
	30
	19d6
	-11
	+5
	-16
	
	
	1292
	913

	363-407
	+26
	+6
	31
	22d6
	-11
	+5
	-16
	
	
	1546
	1093

	408-457
	+27
	+6
	32
	24d6
	-12
	+6
	-17
	
	
	1842
	1303

	458-512
	+28
	+6
	33
	27d6
	-12
	+6
	-17
	
	
	2191
	1549

	513-573
	+29
	+6
	34
	31d6
	-13
	+6
	-18
	
	
	
	1837

	574-640
	+30
	+6
	35
	34d6
	-13
	+6
	-18
	
	
	
	2174

	641-715
	+31
	+6
	36
	38d6
	-14
	+7
	-19
	
	
	
	2566


T AND CRIT PRO:

	T
	2
	4
	6
	8
	11
	15
	19
	24
	29
	34
	40
	46

	C
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12


Skills

Non-tool using creatures have a limited set of skills.  To simplify creature creation, the skill charts below include the base calculations due to level.  Almost all beasts take Dodge and Unarmed Combat as primary skills.  Some creatures can fire missiles of various sorts and have the Projectile skill (as primary).  The Swashbuckling ability has been factored in (but do not apply if barding is worn).

	Skill
	Level
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	Notes

	Dodge
	Db
	1
	4
	5
	7
	8
	10
	11
	13
	15
	17
	+DEXadj + SIZd

	Unarmed Combat
	H
	2
	4
	5
	7
	8
	10
	11
	13
	14
	16
	+STRadj +  DEXadj

	
	Claw Dmg
	0
	1
	1
	2
	2
	3
	3
	4
	4
	5
	crit sharp at 4th

	
	Db v Long
	-3
	-3
	-2
	-2
	-1
	-1
	0
	0
	0
	0
	penalty to Dodge vs. a long weapon

	
	HtH
	1
	3
	4
	6
	7
	9
	10
	12
	13
	15
	+STRadj + SIZHtH

	
	DEXadj
	0
	0
	1
	1
	2
	3
	4
	4
	5
	5
	Add to HtH

	
	Tag
	7
	9
	10
	12
	13
	15
	16
	18
	19
	21
	+DEXadj

	Projectile
	Hm
	1
	2
	4
	6
	8
	10
	12
	14
	16
	18
	+DEXadj

	Swashbuckling
	Crit Pro
	0
	0
	0
	0
	0
	1
	1
	1
	1
	1
	(do not apply if in barding)

	Dodge (in barding)
	Db
	1
	3
	4
	6
	7
	9
	10
	12
	13
	15
	+DEXadj + SIZd

	Attack (in barding)
	H
	1
	3
	4
	6
	7
	9
	10
	12
	13
	15
	+STRadj +  DEXadj


Other Things to calculate:

	Strong Hit
	Hs
	H with only +6 STRadj (use if better for defender)

	Weak Hit
	Hw
	H with no STRadj (use if better for attacker)

	Size Crit Pro
	SzC
	Size Crit Pro is equal to SIZHtH if greater than zero


For tool using creatures, the weapon skills table may be used:

	Skill
	Level
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	Notes

	Attack
	H
	1
	3
	4
	6
	7
	9
	10
	12
	13
	15
	+STRadj +  DEXadj

	Staff
	Dmg
	0
	1
	1
	2
	2
	3
	3
	4
	4
	5
	crit sharp at 3rd, add to STR dmg

	Other 2-H Weapon
	Dmg
	0
	0
	0
	0
	1
	1
	1
	1
	1
	1
	

	Knife
	Dmg
	0
	1
	1
	2
	2
	3
	3
	4
	4
	5
	Add to STR dmg instead of weapon dmg

	Unarmed Combat
	Fist Dmg
	0
	1
	1
	2
	2
	3
	3
	4
	4
	5
	crit sharp at 4th, add to STR dmg

	
	Db v Long
	-3
	-3
	-2
	-2
	-1
	-1
	0
	0
	0
	0
	penalty to Dodge vs. a long weapon

	
	HtH
	1
	3
	4
	6
	7
	9
	10
	12
	13
	15
	+STRadj + SIZHtH

	
	DEXadj
	0
	0
	1
	1
	2
	3
	4
	4
	5
	5
	Add to HtH

	
	Tag
	7
	9
	10
	12
	13
	15
	16
	18
	19
	21
	+DEXadj

	
	Wpn Dmg
	0
	0
	0
	0
	0
	1
	1
	1
	2
	2
	In HtH (use Knife Fighting level if better)

	Dodge
	Db
	1
	3
	4
	6
	7
	9
	10
	12
	13
	15
	+DEXadj + SIZd

	Shield
	D, Dm
	1
	3
	4
	6
	7
	9
	10
	12
	13
	15
	+DEXadj + SIZd

	
	STRadj
	6
	8
	10
	12
	14
	16
	18
	20
	22
	24
	For D only

	Sword Parry
	D
	1
	3
	4
	6
	7
	9
	10
	12
	13
	15
	+DEXadj + SIZd (if >0)

	
	STRadj
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	

	Axe or Pick Parry
	D
	1
	3
	4
	6
	7
	9
	10
	12
	13
	15
	+DEXadj + SIZd (if >0)

	(also Mace, Polearm)
	STRadj
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	

	Staff or Spear Parry
	D
	2
	4
	5
	7
	8
	10
	11
	13
	14
	16
	+DEXadj + SIZd (if >0) (-1 close quarters)

	
	STRadj
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	

	Knife Parry
	D
	0
	2
	3
	5
	6
	8
	9
	11
	12
	14
	+DEXadj + SIZd (if >0)

	
	STRadj
	0
	0
	1
	1
	2
	3
	4
	4
	5
	5
	

	Bow, X-Bow, Thrown
	Hm
	1
	2
	4
	6
	8
	10
	12
	14
	16
	18
	+DEXadj

	
	STR+
	0
	2
	3
	4
	5
	6
	7
	8
	9
	10
	May use bigger weapons

	(Thrown)
	Range
	0
	0
	1
	2
	3
	4
	5
	6
	7
	8
	in 1/8ths of each range category

	Swashbuckling
	H
	1
	1
	1
	1
	1
	1
	1
	1
	1
	1
	used only while wearing no armor, works with any skill combination, though max shield size is buckler

	
	Crit Pro
	0
	0
	0
	0
	0
	1
	1
	1
	1
	1
	

	
	D, Db, Dm
	0
	1
	1
	1
	1
	1
	1
	1
	2
	2
	


Mph * 10/9 = MA, Kph * 25/36 = MA

Chaotic Features

Roll
Effect

00-04
Will +1d3

05-06
Will +1d6

07
Will +2d6

08-11
MP +1d3

12-13
MP +1d6

14
MP +2d6

15-16
Dex +1 adj

17
Dex +2 adj

18-19
Str +1 adj

20
Str +2 adj

21-22
Con +1/L

23
Con +2/L

24-26
Never surprised

27-31
Spit acid 2d10 damage, 1d6/day, 3 hexes

32-36
Breathe fire 3d10, 1d6/day, 2 hexes

37-39
Flamable if ignited, burn megahex 2d6/turn for 2d6 turns

40-47
Blur +4
48-49
Blur +6

50-52
Regen 1/turn

53-54
Regen 1d6/turn

55-57
Entrancement vision

58-59
Apparently invulnerable, appears to take no damage until it dies

60-63
Poison touch, 2d10x1d6

64-71
+2 T (modify C as appropriate)

72-77
+4 T (modify C as appropriate)

78-81
+6 T (modify C as appropriate)

82-83
+8 T or 1.5x T (modify C as appropriate)

84
+10 T or 2x T (modify C as appropriate)

85-89
Explode upon death for 3d6 in a megahex

90-93
Leap 5 hexes

94
Undetectable by magic

95-96
Agonizing screams when it moves

97-98
Roll twice (re-roll this or next result)

99
Roll thrice (re-roll this or previous result)

Horses and Other Riding Animals

	Type
	Weight
	Size
	Str
	Dex
	Con
	Max Load
	T/C
	MA
	Barding
	Notes

	Great Draught
	2400
	240
	110
	9+1d6, 1d4
	240
	660 lbs
	T2 C 5
	35/13
	x6
	

	Heavy Draught
	2000
	200
	100
	9+1d6, 1d4
	200
	600 lbs
	T2 C5
	38/14
	x5
	

	Medium Draught
	1800
	180
	90
	10+1d6, 1d4
	180
	540 lbs
	T2 C5
	40/15
	x5
	

	Medium Riding
	1400
	140
	80
	11+1d6, 1d4+1
	140
	480 lbs
	T2 C4
	43/16
	x4
	

	Light Riding
	1200
	120
	75
	12+1d6, 1d4+1
	120
	450 lbs
	T2 C4
	46/17
	x4
	

	V. Light Riding
	1000
	100
	65
	13+1d6, 1d4+2
	100
	390 lbs
	T2 C4
	48/18
	x3.5
	

	Heavy Pony
	700
	70
	65
	11+1d6, 1d4+1
	70
	300 lbs
	T2 C3
	38/14
	x2.5
	

	Medium Pony
	500
	50
	41
	13+1d6, 1d4+2
	50
	246 lbs
	T2 C3
	40/15
	x2
	

	Light Pony
	400
	40
	35
	14+1d6, 1d4+2
	40
	210 lbs
	T2 C2
	43/16
	x2
	

	Donkey
	500
	50
	41
	13+1d6, 1d4+2
	50
	246 lbs
	T2 C3
	35/13
	x2
	

	Mule
	1000
	100
	65
	11+1d6, 1d4+1
	100
	390 lbs
	T2 C4
	40/15
	x3.5
	

	Llama
	350
	35
	35
	14+1d6, 1d4+2
	35
	210 lbs
	T2 C2
	18/12
	x1.5
	16 mi/day mountain

	Camel
	1250
	125
	80
	12+1d6, 1d4+1
	125
	480 lbs
	T2 C4
	40/15
	x4
	30 mi/day

	Oxen
	2550
	255
	115
	8+1d6, 1d3
	255
	690 lbs
	T2 C6
	15/10
	x6
	

	War Lizard
	820
	82
	70
	11+1d6, 1d4
	82
	420 lbs
	T4 C4
	35/13
	x3
	Bite

	Tusker
	820
	82
	65
	11+1d6, 1d4
	82
	390 lbs
	T2 C3
	40/15
	x3
	Gore


Max load is for the 50-59 encumbrance category.  MA assumes a 10 Dex.  The barding column indicates the cost and ENC multiplier applied to armor.  Horses kick for normal damage and bite for 2/3.  A cavalry horse will bite annoying people/opponents.  A riding horse will almost never bite.  Horses attacking to the front get ½ Db vs L penalty (and use BD2 not BD for defenses).  Riders attacking to the side give 1/3 parry to the horse on that side (don’t count rider’s size).  Rider’s dodge is ½ dodge plus horse’s dodge +2.  Riders with spears may attack to the front, but lose their initiative advantage.

Other stats for horses: WIL = 4d6 keep 3 + 1d6/1d4 keep 1 potential.  ALT = 4d6 keep 3 + 1d6/1d4 keep 1 potential.  MP = 3d6.
Undead

Undead in general See Invisible, are immune to Demoralize.  Brainless undead are immune to any mental spell (other than the specific anti-undead ones).  Undead do not fatigue and are not penalized due to being below ½ Pt (but they can be fatigued and penalized by mental damage).
Ghoul Wolf
150 lbs
Size 15 (+0/+0)
Str 23 (+6)
Dex 16 (+3)
Con 23 (11)
T2 C1

	Level
	Dex
	Pt
	H
	Damage
	HtH Hm
	HtH
	Db
	Dbl
	MA
	Notes

	1
	16
	23
	11
	2d4
	10
	7
	4
	1
	25/15
	Paralyze (PSV – 1)

	2
	17
	23
	13
	2d4+1
	12
	9
	7
	4
	25/15
	Paralyze (PSV – 2)

	3
	18
	33
	15
	2d4+1
	14
	11
	9
	7
	26/16
	Paralyze (PSV – 3)

	4
	19
	44
	17
	2d6
	16
	13
	11
	9
	26/16
	Paralyze (PSV – 4)

	5
	20
	55
	19
	2d6
	18
	15
	13
	12
	27/16
	Paralyze (PSV – 5)

	6
	20
	66
	21
	2d6+1
	20
	18
	15
	14
	27/16
	Paralyze (PSV – 6), T2 C2


Ghoul
180 lbs
Size 18 (+0/+0)
Str 27 (+6)
Dex 12 (+1)
Con 27 (12)
T2 C1
	Level
	Dex
	Pt
	H
	Hs
	Damage
	HtH Hm
	HtH
	Db
	Dbl
	MA
	Notes

	1
	12
	27
	10
	9
	1d10
	8
	8
	2
	-1
	19/13
	Paralyze (PSV – 1)

	2
	13
	27
	12
	11
	1d12
	10
	10
	5
	2
	19/13
	Paralyze (PSV – 2)

	3
	14
	36
	14
	13
	1d12
	12
	12
	7
	5
	20/13
	Paralyze (PSV – 3)

	4
	15
	48
	16
	15
	1d12+1
	14
	14
	9
	7
	20/13
	Paralyze (PSV – 4)

	5
	16
	60
	18
	17
	1d12+1
	16
	16
	11
	10
	21/14
	Paralyze (PSV – 5)

	6
	16
	72
	20
	19
	1d12+2
	18
	19
	13
	12
	21/14
	Paralyze (PSV – 6), T2 C2


Ghast
180 lbs
Size 18 (+0/+0)
Str 27 (+6)
Dex 16 (+3)
Con 27 (12)
T2 C1

	Level
	Dex
	Pt
	H
	Hs
	Damage
	HtH Hm
	HtH
	Db
	Dbl
	MA
	Notes

	1
	16
	27
	12
	11
	1d10
	10
	8
	4
	1
	21/14
	Paralyze (PSV – 2)

	2
	17
	27
	14
	13
	1d12
	12
	10
	7
	4
	21/14
	Paralyze (PSV – 3)

	3
	18
	36
	16
	15
	1d12
	14
	12
	9
	7
	22/15
	Paralyze (PSV – 4)

	4
	19
	48
	18
	17
	1d12+1
	16
	14
	11
	9
	22/15
	Paralyze (PSV – 5)

	5
	20
	60
	20
	19
	1d12+1
	18
	16
	13
	12
	23/15
	Paralyze (PSV – 6)

	6
	20
	72
	22
	21
	1d12+2
	20
	19
	15
	14
	23/15
	Paralyze (PSV – 7), T2 C2

	7
	20
	84
	23
	22
	1d12+2
	21
	21
	16
	16
	23/15
	Paralyze (PSV – 8)

	8
	20
	96
	25
	24
	1d12+3
	23
	23
	18
	18
	23/15
	Paralyze (PSV – 9)


Require magic to damage.
Wights
180 lbs
Size 18 (+0/+0)
Str 27 (+7)
Dex 18 (+4)
Con 27 (12)
T6 C3

	Level
	Dex
	Pt
	H
	Hs
	2-H Damage
	HtH Hm
	HtH
	HtH Dmg
	Dsw
	Dsh
	Db
	Dbl
	MA
	Notes

	1
	18
	27
	12
	11
	
	11
	8
	1d10
	2
	7
	5
	2
	
	

	2
	19
	27
	14
	13
	
	13
	10
	1d12
	5
	10
	7
	4
	
	

	3
	20
	36
	16
	15
	
	15
	12
	1d12
	7
	11
	9
	7
	
	

	4
	21
	48
	18
	17
	
	17
	14
	1d12+1
	10
	13
	11
	9
	
	

	5
	22
	60
	19
	18
	+1
	18
	16
	1d12+1
	12
	14
	12
	11
	
	

	6
	23
	72
	22
	21
	+1
	21
	19
	1d12+2
	15
	16
	15
	14
	
	

	7
	23
	84
	23
	22
	+1
	22
	21
	1d12+2
	17
	17
	16
	16
	
	

	8
	23
	96
	25
	24
	+1
	24
	23
	1d12+3
	19
	19
	18
	18
	
	

	9
	23
	108
	26
	25
	+1
	25
	25
	1d12+3
	20
	20
	19
	19
	
	

	10
	23
	120
	28
	27
	+1
	27
	27
	3d6
	22
	22
	21
	21
	
	


Spectres
180 lbs
Size 18 (+0/+0)
Str – (+0)
Dex 30 (+8)
Con 18 (9)
T0 C0

	Level
	Dex
	Pt
	H
	Damage
	Db
	MA
	Notes

	1
	30
	18
	10
	1d6
	9
	30
	Attacks Db, ignores armor (except enchantment bonus)

	2
	31
	18
	12
	1d8
	12
	30
	

	3
	32
	27
	13
	1d8
	13
	30
	

	4
	33
	36
	15
	1d10
	15
	30
	

	5
	34
	45
	16
	1d10
	16
	30
	

	6
	35
	54
	19
	1d12
	19
	30
	

	7
	35
	63
	20
	1d12
	20
	30
	

	8
	35
	72
	22
	1d12+1
	22
	30
	

	9
	35
	81
	23
	1d12+1
	24
	30
	

	10
	35
	90
	25
	1d12+2
	26
	30
	


Spectres are incorporeal and are only hit by magic weapons.  Only the damage enchantment counts.  Flamesword and such also affects the spectre.  As incorporeal creatures, targets may only defend with dodge (Db) and armor is ignored (except for it’s enchantment bonus).

Skeletons
20 lbs
Size 14 (+0/+0)
Str 21 (+5)
Dex 20 (+5)
Con – (1 Pt)
T20 C0
	Level
	H
	2-H Damage
	HtH Hm
	HtH
	HtH Dmg
	Dsw
	Dsh
	Db
	Dbl
	Hm
	Str
	MA
	Notes

	1
	11
	
	12
	6
	1d8
	2
	6
	6
	3
	6
	21
	
	

	2
	13
	
	14
	8
	1d10
	5
	8
	8
	5
	6
	21
	
	

	3
	14
	
	15
	10
	1d10
	7
	9
	9
	7
	7
	23
	
	

	4
	16
	
	17
	12
	1d12
	10
	11
	11
	9
	9
	24
	
	

	5
	17
	+1
	18
	14
	1d12
	12
	12
	12
	11
	11
	25
	
	

	6
	19
	+1
	20
	17
	1d12+1
	14
	14
	14
	13
	13
	26
	
	


WOLVES

Small Wolf
100 lbs
Size 10 (+1/-0)
Str 10 (+0)
Dex 16 (+3)
Con 10 (5)
T2 C1

	Level
	Dex
	Pt
	H
	Damage
	HtH Hm
	HtH
	Db
	Dbl
	MA
	Notes

	1
	16
	10
	5
	1d3-1
	10
	1
	5
	2
	25/15
	

	2
	17
	10
	7
	1d5
	12
	3
	8
	5
	25/15
	

	3
	18
	15
	9
	1d5
	14
	5
	10
	8
	26/16
	

	4
	19
	20
	11
	2d4-1
	16
	7
	12
	10
	26/16
	

	5
	20
	25
	13
	2d4-1
	18
	9
	14
	13
	27/16
	

	6
	20
	30
	15
	2d4
	20
	12
	16
	15
	27/16
	T2 C2


Medium Wolf / War Dog
140 lbs
Size 14 (+0/+0)
Str 14 (+2)
Dex 16 (+3)
Con 14 (7)
T2 C1

	Level
	Dex
	Pt
	H
	Damage
	HtH Hm
	HtH
	Db
	Dbl
	MA
	Notes

	1
	16
	14
	7
	1d5
	10
	3
	4
	1
	25/15
	

	2
	17
	14
	9
	2d4-1
	12
	5
	7
	4
	25/15
	

	3
	18
	21
	11
	2d4-1
	14
	7
	9
	7
	26/16
	

	4
	19
	28
	13
	2d4
	16
	9
	11
	9
	26/16
	

	5
	20
	35
	15
	2d4
	18
	11
	13
	12
	27/16
	

	6
	20
	42
	17
	2d4+1
	20
	14
	15
	14
	27/16
	T2 C2


Large Wolf
180 lbs
Size 18 (+0/+0)
Str 18 (+4)
Dex 16 (+3)
Con 18
T2 C1

	Level
	Dex
	Pt
	H
	Damage
	HtH Hm
	HtH
	Db
	Dbl
	MA
	Notes

	1
	16
	18
	9
	2d4-1
	10
	5
	4
	1
	25/15
	

	2
	17
	18
	11
	2d4
	12
	7
	7
	4
	25/15
	

	3
	18
	27
	13
	2d4
	14
	9
	9
	7
	26/16
	

	4
	19
	36
	15
	2d4+1
	16
	11
	11
	9
	26/16
	

	5
	20
	45
	17
	2d4+1
	18
	13
	13
	12
	27/16
	

	6
	20
	54
	19
	2d6
	20
	16
	15
	14
	27/16
	T2 C2


Blur Wolf

As any wolf above.  Can become blurred (as spell) for +4 D.  See Invisible.
Felines

Small Mountain Lion
110 lbs
Size 11 (+1/-0)
Str 12 (+1)
Dex 18 (+4)
Con 12 (6)
T2 C1

	Level
	Dex
	Pt
	H
	Damage
	HtH Hm
	HtH
	Db
	Dbl
	MA
	Notes

	1
	18
	12
	7
	1d4
	11
	2
	6
	3
	
	

	2
	19
	12
	9
	1d6
	13
	4
	9
	6
	
	

	3
	20
	18
	11
	1d6
	15
	6
	11
	9
	
	

	4
	21
	24
	13
	1d8
	17
	8
	13
	11
	
	

	5
	22
	30
	14
	1d8
	18
	10
	14
	13
	
	

	6
	23
	36
	17
	1d10
	21
	13
	17
	16
	
	T2 C2


+2 Damage in HtH, Leap 4m up, Leap 5 hexes

Medium Mountain Lion
160 lbs
Size 16 (+0/+0)
Str 16 (+3)
Dex 18 (+4)
Con 16 (8)
T2 C1

	Level
	Dex
	Pt
	H
	Damage
	HtH Hm
	HtH
	Db
	Dbl
	MA
	Notes

	1
	18
	16
	9
	1d6
	11
	4
	5
	2
	
	

	2
	19
	16
	11
	1d8
	13
	6
	8
	5
	
	

	3
	20
	24
	13
	1d8
	15
	8
	10
	8
	
	

	4
	21
	32
	15
	1d10
	17
	10
	12
	10
	
	

	5
	22
	40
	16
	1d10
	18
	12
	13
	12
	
	

	6
	23
	48
	19
	1d12
	21
	15
	16
	15
	
	T2 C2


+2 Damage in HtH, Leap 5m up, Leap 8 hexes

Large Mountain Lion
200 lbs
Size 20 (-1/+0)
Str 20 (+5)
Dex 18 (+4)
Con 20 (10)
T2 C1

	Level
	Dex
	Pt
	H
	Damage
	HtH Hm
	HtH
	Db
	Dbl
	MA
	Notes

	1
	18
	20
	11
	1d8
	11
	6
	4
	1
	
	

	2
	19
	20
	13
	1d10
	13
	8
	7
	4
	
	

	3
	20
	30
	15
	1d10
	15
	10
	9
	7
	
	

	4
	21
	40
	17
	1d12
	17
	12
	11
	9
	
	

	5
	22
	50
	18
	1d12
	18
	14
	12
	11
	
	

	6
	23
	60
	21
	1d12+1
	21
	17
	15
	14
	
	T2 C2


+2 Damage in HtH, Leap 6m up, Leap 12 hexes

Shadow Cat

As Medium Mountain Lion above.  Can shadow (as spell) 2xL2 hexes, See Invisible.
Shaum
1000 lbs
Size 100 (-6/+3)
Str 75 (+14)
Dex 18 (+4)
Con 100 (21)
T4 C5

	Level
	Dex
	Pt
	H
	Hs
	Damage
	HtH Hm
	HtH
	Db
	Dbl
	MA
	Notes

	1
	18
	100
	20
	12
	4d6+2
	11
	18
	-1
	-4
	25/15
	

	2
	19
	100
	22
	14
	4d6+3
	13
	20
	2
	-1
	25/15
	

	3
	20
	100
	24
	16
	4d6+3
	15
	22
	4
	2
	26/16
	

	4
	21
	100
	26
	18
	4d8
	17
	24
	6
	4
	26/16
	

	5
	22
	105
	27
	19
	4d8
	18
	26
	7
	6
	27/16
	

	6
	23
	126
	30
	22
	4d8+1
	21
	29
	10
	9
	27/16
	T4 C6

	7
	23
	147
	31
	23
	4d8+1
	22
	31
	11
	11
	27/16
	

	8
	23
	168
	33
	25
	4d8+2
	24
	33
	13
	13
	27/16
	


Goblins
Goblins are well organized into nomadic nations.  Mages are uncommon but not unheard of.  Goblin clerics are somewhat more common.  Mage-Alchemists and Cleric-Alchemists exist enough that 4th and 5th level potions exist, especially cures, blur and other very cheap potions.  There are a very few goblin wizards.  The highest level goblin mage is 10th.
The goblin cult:
Strong: Disorder, Fire
Normal: White, Power
Weak: Pure, Man
Warriors
160 lbs
Size 16 (+0/+0)
Str 16 (+3)
Dex 14 (+2)
Con 16 (8)
Chain T4 C2
	Level
	Dex
	Pt
	H
	HtH Hm
	HtH
	HtH Dmg
	D
	Db
	Dbl
	Hm
	STR
	MA
	Notes

	1
	14
	16
	6
	9
	4
	1d12
	9
	2
	-1
	3
	16
	14/9
	

	2
	15
	16
	8
	11
	6
	1d12
	11
	4
	1
	3
	16
	14/9
	

	3
	16
	24
	10
	13
	8
	1d12
	12
	6
	4
	5
	18
	15/9
	

	4
	17
	32
	12
	15
	10
	1d12
	14
	8
	6
	7
	19
	15/9
	

	5
	18
	40
	14
	17
	12
	1d12
	15
	10
	9
	10
	20
	16/10
	


Chain (400), Gladius (100, 1d8), Large Shield (200), Knife (8)

Elite Goblins
160 lbs
Size 16 (+0/+0)
Str 16 (+3)
Dex 18 (+2)
Con 16 (8)
Chain T4 C2
	Level
	Dex
	Pt
	H
	HtH Hm
	HtH
	HtH Dmg
	Dsw
	Dsh
	Db
	Dbl
	Hm
	STR
	MA
	Notes

	1
	18
	16
	8
	11
	4
	1d12
	2
	9
	4
	1
	5
	16
	16/10
	

	2
	19
	16
	10
	13
	6
	1d12
	5
	11
	6
	3
	5
	16
	16/10
	

	3
	20
	24
	12
	15
	8
	1d12
	7
	12
	8
	6
	7
	18
	17/10
	

	4
	21
	32
	14
	17
	10
	1d12
	9
	14
	10
	8
	9
	19
	17/10
	

	5
	22
	40
	15
	18
	12
	1d12
	10
	15
	11
	10
	11
	20
	17/10
	+1 Damage 2-Handed

	6
	23
	48
	18
	21
	15
	1d12+1
	12
	17
	14
	13
	14
	21
	17/11
	+1 Damage 2-Handed

	7
	23
	56
	19
	22
	17
	1d12+1
	13
	18
	15
	15
	16
	22
	17/11
	+1 Damage 2-Handed

	8
	23
	64
	21
	24
	19
	1d12+1
	15
	20
	17
	17
	18
	23
	17/11
	+1 Damage 2-Handed

	9
	23
	72
	22
	25
	21
	1d12+2
	16
	21
	18
	18
	20
	24
	17/11
	+1 Damage 2-Handed

	10
	23
	80
	24
	27
	23
	1d12+2
	18
	23
	20
	20
	22
	25
	17/11
	+1 Damage 2-Handed


Chain (400), Gladius (100, 1d8), Large Shield (200), Knife (8)

Goblin Clerics
160 lbs
Size 16 (+0/+0)
Str 16 (+3)
Dex 18 (+2)
Con 16 (8)
Chain T4 C2
	Level
	Dex
	Pt
	H
	HtH Hm
	HtH
	HtH Dmg
	Dsw
	Dsh
	Db
	Dbl
	Hm
	STR
	MA
	Notes

	1
	18
	16
	8
	11
	4
	1d12
	2
	9
	4
	1
	5
	16
	16/10
	

	2
	19
	16
	10
	11
	4
	1d12
	5
	11
	6
	3
	5
	16
	16/10
	

	3
	20
	24
	12
	14
	6
	1d12
	7
	12
	8
	6
	6
	16
	17/10
	

	4
	21
	32
	14
	15
	8
	1d12
	9
	14
	10
	8
	7
	18
	17/10
	

	5
	22
	40
	15
	17
	10
	1d12
	10
	15
	11
	10
	9
	19
	17/10
	+1 Damage 2-Handed

	6
	23
	48
	18
	19
	12
	1d12
	12
	17
	14
	13
	12
	20
	17/11
	+1 Damage 2-Handed

	7
	23
	56
	19
	21
	15
	1d12+1
	13
	18
	15
	15
	14
	21
	17/11
	+1 Damage 2-Handed

	8
	23
	64
	21
	22
	17
	1d12+1
	15
	20
	17
	17
	16
	22
	17/11
	+1 Damage 2-Handed

	9
	23
	72
	22
	24
	19
	1d12+1
	16
	21
	18
	18
	18
	23
	17/11
	+1 Damage 2-Handed

	10
	23
	80
	24
	25
	21
	1d12+2
	18
	23
	20
	20
	20
	24
	17/11
	+1 Damage 2-Handed


Chain (400), Gladius (100, 1d8), Large Shield (200), Knife (8)

Goblin Scouts
As per elite, ALT 16+, use 2-H spear, often have dragon leather, check MA (probably faster).
