Descriptions of Intelligent Creatures Used in the Masters of the

Eart h Canpai gn Setting
by: Paul S. Wllianms ( pammahammrer @ahoo. conj )

Note: Most of these creatures bare only a passing simlarity with their origins
in the AD& nonster books. |'ve changed themwhere it suited nmy own tastes and
needs.

Aarakocra ( BirdMen ) Tech 11

Nunber: D10

AC:. 2(-10)

Move: 24/48

HtDie 5

Attacks: 2 or 1 by weapon

Damage: 2/2 or by weapon

Speci al Attacks/Defenses: Sonic Blast; Sound Initation; Keen Site
CGeneral Personality: Neutral Good

Si ze/Weight: Medium5 % / 50-100 | bs W ngspan = 10
(PS) 13 ( DX) 17 ( CN) 12

(IN) 12 ( M) 15 ( CH) 7 ( MR) 10

An intelligent race of avian humanoids. The BirdMen like to live on cliff and
canyon slopes, their dwellings ranging up and down the cliff faces. The
dwel I i ngs resenble Anistazi cliff homes. They are primarily carnivorous in diet
and unable to discern wild and donestic animals so they will often nistakenly
take domestic animals to feed on. They are slightly xenophobic in nature and
will not generally welcone intrusion into their hunting territory. BirdMen
rarely |l eave their areas of control for any reason. Aarakocra |ay eggs which
gestate for 8 nonths under the care of their fenales. They naintain a separate
central nesting area where all egg paying females will care for the eggs. This
nesting area is usually dug deep into the cliff side with a single entrance and
heavi | y guarded. They have a tribal shaman whi ch hol ds advi sory and spiritua
authority to their Enperor. Males are responsible for hunting, defense and
buil di ng tasks. The BirdMen's feet are extrenely dangerous and tal on equi pped.
The talons are retractable and fold back to reveal a pair of fully functiona
hands which they typically use while in flight. They use these feet/hands to
carry and use weapons. Javelins are their favored weapon and they will typically
carry several in a sling on their backs. Their preferred attack style is a
diving attack at +4 to hit, +1Rf danage and while in this dive they

simul taneously enit a sonic attack. Their bones, due to there holl owness, take
doubl e damage from smashi ng or crushing attacks. BirdMen speak their own tongue
and occasionally the trade tongue. Many nenbers of this race like to keep birds
of prey as pets and nany festivals are held throughout the seasons to contest

t he honorarium of 'Master of Prey'.

Arks Tech 11

Nunber: D6

AC. 3(-15) + S. Leather

Move: 30

HtDie: 8

Attacks: 1 bite or weapon

Damage: 2 or by weapon

Speci al Attacks/ Defenses: Tel eki nesi s/ Mani pul ate Weather/Bal listic Attack
CGeneral Personality: Chaotic Evi

Si ze/ Wi ght: Medium 6’ / 180-230I bs
(PS) 15 ( DX ) 14 ( CN) 12

(IN) 12 ( M5) 12 ( CH) 12 ( MR) 15


mailto:gammahammer@yahoo.com

Arks are bi pedal nmandogs that revel in the suffering of others. They like to
ensl ave others and when tired of a specific slave will torture it to death and
then devour it with friends. They are particularly fond of beam weapons for sone
reason and can be counted on to use them above any ot her weapon. O herw se they
prefer the use of nissile weapons in general and have a particular fondness for
crosshows. They like to sinultaneously use shields in conbat and many of their
warriors have this skill. They |like hands and feet of humans the best and
consider themquite a delicacy. Arks fear |large wi nged creatures, often avoiding
conbat when a particularly large predatory bird passes nearby, viewing it as a
bad onen. They are ruled by a |large Al pha nmal e who holds his position by strong
arns and personality. Wile | eading as Al pha the | eader has sole pro-creationa
rights to all females in his pack. Arks speak several species tongue in addition
to their own and the trade tongue. They readily trade for what they need
especially slaves. They how and holler as they attack it is said, presumably in
the hopes of frightening their opponents or perhaps to enbol den thensel ves.
Either way it is quite an un-nerving experience. They prefer to live in cave
environnents which are often littered with bones and feces.

BugBears Tech 11

Nunber: 4D6

AC. 3(-15) + S. Leather

Move: 24

HtDie: 8

Attacks: 1

Damage: by weapon

Speci al Attacks/Defenses: |nfravision/Enhanced A factory/ Fear Save +2CS
CGeneral Personality: Chaotic Good
Size/Wight: large 7° / 300l bs +

( PS) 16 ( DX ) 13 ( CN) 17

(IN) 211 ( M5 ) 12 ( CH) 12 ( MR) 19

BugBears are | arge fearsone bipedal creatures with |arge eyes that gl ow at

ni ght. BugBears prefer to live in varying forns of thatched or stone walled sod
roof ed huts. BugBears like to think of thenmselves as great warriors who NEVER
run froma fight, and in fact to run froma fight no matter the odds is a sure
way to be bani shed. They have both a king as ruler and a shaman that is
primarily for the blessing of battles as opposed to the blessing of crops. The
shaman defers to the kings rulership, which is generally the greatest warrior
anong them BugBears di sdain the use of nmodern weaponry in favor of al
varieties of polearm which are their preferred weapons, spears being
predoninant. They will rarely use nissile weapons of any sort in battle, but
have been known to use slings when hunting wild fow, there favorite nmeal. They
prefer el aborate cerenonies for every occasion, to bring rains, before battle,
to celebrate guests, etc., any excuse is enough. They are said to worship the
nmoon as a good god and the sun as an evil god. Most BugBears speak their own
tongue as well as the trade tongue. BugBears |ove to adventure and explore and
are likely to be found in many villes and towns where they are often in trouble
as they like to prove their skills as fighters by picking themw th the |ocals,
though they will rarely attenpt to severely harm anyone as they feel their just
having a good time. They are also reputed to be heavy drinkers of alcoholic
beverages which probably contributes to their eagerness to test their netal
publicly. They are constantly raiding into Gimock territory to the North which
precipitates reprisal raids, that aren’t necessarily targeted back to the

Bi gBears ville.



Dark Creepers ( Creepers ) Tech I+

Number: 2D10

AC. Arnor Type

Move: 18

HtDe: 3

Attacks: 1

Damage: Weapon Type

Speci al Attacks/Defenses: Mental Shield; Ml ecular Sense; Infravision; Silk
Crebel lum Move silently if arnor all ows
CGeneral Personality: Neutral

Si ze/Weight: small 4" / 80-150 | bs

( PS) 10 ( DX ) 17 ( CN) 10

(IN) 14 ( M5) 14 ( CH) 5 ( MR) 12

The Creepers are a very secretive species. They don't seemto associate with any
ot her species at all except as a source of occasional trade, which is always
done on their terns. They occasionally mount raids into ancient towns held by
other species to obtain a runored artifact. These raids will always be at night
after which they will disappear. They seldomgo into the daylight or well lit
envi ronnents though they seem physically capabl e of doing so. Their tongue is

i nconprehensi ble to outsiders contai ning many sub-audi bl e and physica
conponents. They always dress in dark, drab clothing with veiled faces except
for their dark small eyes. No fenale of their species have ever been reported.
Their honmes are typically in the basenents of old abandoned buildings in cities,
whi ch they interconnect with nunerous tunnels. Creepers, when encountered wll
invariably be plotting a way of liberating any artifacts that they are aware of.
Creepers will al nost al ways have and prefer to use artifacts. Those encountered
outside of their comunities will generally be on sone sort of raiding mssion
or seeking a known artifact through theft or trade. Creepers prefer the use of
hand crossbows, slugs and curved short swords.

Fornmian Ants (Centaur Ants) Tech |I1 (biotech)

Type: Royalty

Nurmber: D4

AC. 4(-20)

Movenent : 30

HtDie: 12

Attacks: 2

Damage: 8/2 or weapon

Speci al Attacks/ Defenses: Doni nation/enpat hy/ Poi son
CGeneral Personality: Neutral Good

Si ze/ Wi ght: Large 7' /400l bs

(PS) 20 ( DX) 12 ( CN) 12 ( IN) 18 ( M5 ) 20 ( CH) 14 ( MR) 12

Type: Warrior

Nunber: 6D10

AC. 3(-15)

Movrent : 30

HitDie: 6

Attacks: 4

Damage: 6/6/2/2

Speci al Attacks/ Defenses: Poi son/ Enpat hy
CGeneral Personality: Neutral

Si ze/ Wi ght: Large 7'/600 | bs

(PS) 3 (DX) 16 ( CN) 12 ( IN) 8 ( M5) 16 ( CH) 1 ( MR) 21



Type: Worker

Nunber: 2D100

AC:. 2(-10)

Movenment: 24

HD: 4

Attacks: 1

Damage: 4

Speci al Attacks/ Defenses: Poison Sting/ Empathy
CGeneral Personality: Neutra

Si ze/ Wi ght: Medium 6’/ 300

(PS) 25 ( DX) 14 ( CN) 12 ( IN) 6 ( M5 ) 16 ( CH)1 ( MR) 21

This species of intelligent ant nen sonetines called Centaur Ants build their
cities partially above ground and partially bel ow ground. Mst of the above
ground structures are for storage, processing and industry while bel ow ground
are the dwelling places of royalty and their personal guards and servants,

| aboratories and egg chanmbers. Only royalty have the necessary nental capacity
to becone scientists and | eaders. Royalty have a larger cranial cavity than the
ot her subspeci es and can automatically control as many workers or warriors equa
toit’s M5. Only Royalty have a sense of self preservation, warriors and workers
will sacrifice thenselves down to the last ant if directed to do so. Royalty
scientists have devel oped a uni que biological tech Ill technol ogy base that is
very effective. The warrior ants never use Form an weapons when attacking
preferring to use their two pincher claws, sting and nmandi bl es. Workers will
generally ignore intruders unless directed to attack or sensing dangerous
intentions. Al Formians are able to conmunicate with each ot her non-verbally
and what one knows they all know |If a party of Formian ants are encountered
they will be 70% of the time, workers on food foraging mssions, 25%w || be
warrior ants on patrol and 5% w |l be a conbination party of warriors,

wor kers(servants), and Royalty on a specific nission, possibly scientific in
nature. Formi ans are ruled by an Enpress that holds the position for life and is
al so the sole egg laying female in the ant society.

G thyanki Tech |

Nunber: D4

AC:. as arnor

Move: 24

HitDie: 16

Attacks: 1

Damage: by weapon

Speci al Attacks/Defenses: Mental Bl ast; Energy Metanorph; Regeneration
CGeneral Personality: Neutral

Si ze/ Wi ght: Medium 6’ / 190 | bs

( PS) 15 ( DX ) 13 ( CN) 15

(IN) 18 ( M5 ) 18 ( CH) 7 ( MR) 12

The G thyanki have the same general physical characteristics as pure strain
humans. They are nmore gaunt and long in the face with proninent brow ridges and
slightly pointy ears. The Gthyanki are very fierce and loyal to their clans and
clan | eaders. They follow a bushido Iike honor systemand are fearless in
battle. They feel that their society is superior to others and | ook down on
inferior species. They are a warrior people, though not expansionist, they often
raid other species for slaves to do tasks such as building, farnm ng, mning and
ot her necessary but nenial |abors. They treat slaves as prized animals not to be
abused, but not to be wasted in idleness either. They will raid on occasion to
gain new artifacts or slaves. They rarely show enotion publicly and can keep a
straight face even after the best joke. They will often have and use artifacts,
they are highly intelligent and know how to use nbst of the artifacts that they



possess. Sonething peculiar to the Gthyanki is the fact that they seemto not
use any furniture for sedentary purposes. They prefer a spartan |lifestyle. They
actively control traffic through their territories and tax any trade, through
frequent patrols.

Grens (Greens) Tech |

Nunber: D6

AC. 1(-5) + spcl 6(-30)

Move: 24

HtDie: 20

Attacks: 1

Damage: by weapon

Speci al Attacks/Defenses: donestic aninals
CGeneral Personality: Lawful Good

Si ze/Weight: Medium5 % / 160l bs

( PS) 16 ( DX ) 15 ( CN) 15

(IN) 16 ( M5) 15 ( CH) 13 ( MR) 12

Grens have the sane physical appearances as Pure Strain Humans except for their
green skin, which provides themwi th excellent canmouflage in their natural
surroundi ngs. Grens hate all technol ogy above the minimal for |ife sustenance,
typically at about tech level |I. They will not keep any ancient technol ogy that
is found, preferring to hide it or avoid it if not easily disposed of. They live
in conplete harnony with their environment shunning all outsiders who nay
disturb their way of life. The Gren love to donesticate wild animals and wi ||
often be acconpanied by a few of their favorite pets. These creatures are
typically used as guards of burden carriers. Al weapons they enploy are made
fromnatural materials and they favor spears, bows, and slings and a few seemto
prefer the use of stone axes. They will avoid conmbat or even cursory contact if
at all possible, and if not they will first counterattack with their aninmals
whil e they use any missile weapons they carry to nethodically attack the
strongest of their attackers. Grens have discovered a strange plant with | eaves
they use to nmake a extrenely effective arnor. It has been reported that their
dwel i ngs | ook as if they had been grown instead of built and several were noted
to be in great tree tops. Gren speak only their own tongue. They have an el ected
gueen that oversees nmany cerenonial functions for a ten year period after which
new el ections are held, though the incunbent is usually selected. Mdst Grens are
hi ghly i ndependent and individualistic so their formof day to day governnent is
one of concensus.

Gimock Tech Il

Nurber: D10X10

AC. 2(-10)

Move: 20

HitDie: 4

Attacks: 1

Damage: 1-6 or by weapon

Speci al Attacks/Defenses: Mental Shield; Infravision
CGeneral Personality: Neutral Evil

Si ze/ Weight: Medium5 %4 / 70-160
(PS) 13 ( DX) 8 ( CN) 11

(IN) 12 ( MS) 10 ( CH) 4 ( MR) Z

These fierce creatures live in subterranean passages and sewer systens and the
like. They energe only in darkness to range their territories in search of food,



preferably of the humanoi d persuasion. These creatures are entirely blind in
lighted conditions. Gimocks will always carry edged weapons, they like to chop
their neals up into hand sized chunks. They dress in thick rags and are
generally very un-kept and snell terrible. They are mean and base creatures that
delight in the suffering of their victins. The are ruled by the strongest anobng
them and as such the position of Lord is a lifetinme one. They have no

shamani stic or religious beliefs that are known of, living instead for *‘The
Hunt' and the cruelty of life. They speak only their own tongue and do not
generally care to conmunicate with their neals at any rate. They will sacrifice

| arge nunbers of thenselves in the pursuit of ‘The Hunt’.

MudMen Tech |

Nunber: 2D6

AC. 0 (-0)

Move: 12

HtDe: 4

Attacks: 1

Damage: See Speci al

Speci al Attacks/ Def enses:

1. The MudMen have a mudball ranged attack that if successful, hardens instantly
on inpact and causes the target to | oose 2 novenent points until the target can
no | onger nove.

2. Once a target is immobile or is within range the MudMen use a snothering
attack. It takes an amount of A.turns = to the targets CN before he snothers to
death. No save.

3. Mudrmen are inmune to the foll owi ng attack forns:
4,5,6,7,8,9,10, 11, 13, 14, 16, 18

4. Mudnen take half danage fromthese attack forns: 1,2, any physical attack

5. Mudren take full damage fromthese attack forns: 3,17

6. Mudrmen take doubl e damage fromthis attack form 15 ( Mudnmen do not see with
their pseudo eyes but Feel Sound i nstead.

7. Racial Enmpathy (only other Midnen)

CGeneral Alignnent: Neutral Good

Si ze/Weight: small 4" / 300-400l bs

(PS) 16 ( DX) 8 ( CN) 16

(IN) 10 ( M5) 10 ( CH) 12 ( MR) 14

Mudnen do not maintain any form of technol ogical society, preferring to live as
one with their environnent. They will neditate for hours in warm pools of nud
contenmplating the * Oneness of Al Things'. They are typically non-aggressive
but will defend thenselves if provoked. Al Mudnmen are constantly tuned into any
ot her Mudman and can sense when another is in trouble through a special form of
raci al Enpathy. They cannot ‘enpathize’ with other species. Physically they have
t he appearance of bl obby bi pedal mud. They are slow noving and in fact will not
nmove far fromtheir pools which they claimare sacred and to themis life
sustai ni ng. Mudnmen generally know all that transpires within their sphere of

i nfl uence when contenplating the ‘ Oneness’. Miudnen have a great King that few
have ever seen and is runored to be a triple HD Miudman who sits in contenplation
of the ‘Oneness’ nearly constantly, at a secret sacred nud pool deep within
their territory. It is runored that this great King knows all that transpires in
nat ural surroundi ngs within a 200km radi us, and can additionally control al
non-sentient plant and aninal life-forms within this range. No one trades with
the Mudnen as it is not known if they even have a need or desire for anything
beyond their pools. They speak their own strange tongue and a few individuals
may know some of the | ocal species tongues as well. They seemto be on genera
good terms with the Grens, though each species pretty nuch keeps to thensel ves.



Olens (Two Heads) Tech I11-

Nunber: 2D6

AC. by arnor type

Move: 24

HitDie: 10

Attacks: 2

Damage: by weapon

Speci al Attacks/Defenses: Tel epat hy/ Send Thoughts/ M nd Probe/ Dual Brain/Project
For ce

CGeneral Personality: Chaotic Good

Si ze/ Wi ght: Medium 6’ / 200l bs+
(PS) 14 ( DX) 15 ( CN) 15

(IN) I3 ( M5S) 11 ( CH) 12 ( MR) 9

Olens are two headed four arnmed hunmanoi ds with ot herwi se hunman appear ances.
Olens are a seni-nonadic tribal group that will often pack up and nove to
several pre-established ville |ocations. They are on good terns with the Grens
though the latter do not seek Olen friendship. The Orlens are fasci nated by
technol ogy and are al ways keen on finding and using them They are rather
envious of the strides that Boze has nmade and often send representatives to Boze
in an attenpt to wheedle information fromthe town | eaders. The Orlens raise
many horses and sone Brutorz which they highly prize. They also raise a |large
nunber of goats which unfortunately are a favorite nmeal of the Birdnen. Olens
will often raid into Burnz to gain artifacts or nmetals and to test the netal of
their young nmen. They have no special dislike of the Gthyanki, though they do
feel that they horde the city and it's treasures for thenselves. Ol ens speak
their own tongue and many of the areas racial tongues and the trade | anguage.
They are al so known to nmake a very sought after woven material made from goat
and brutorz hair that is both beautiful and warm The Olens are ruled by a
council of elders. Many of the Orlens prefer to dwell in large skin tents

i nstead of traditional stone or wood dwellings, though they have nany of these
at each ville location, usually for tradesnen and governnent functions. A
favorite drink of the Orlens is a fernented bl ood and goat nilk concoction that
they readily offer to guests. They find if highly offensive if a guest refuses
this drink.

Thhirk ( CrabMen ) Tech I

Nunber: 2D6
AC. 4(-20)
Move: 18/ 18
HtD e 6
Attacks: 2
Damage: 4/4

Speci al Attacks/Defenses: Fear Generation; Cutting Wapons = % danmge
Ceneral Personality: Neutral Good

Si ze/Weight: 7-9° /200-300 | bs

(PS) 16 ( DX) 9 ( CN) 11

(IN)y 9( M) 11 ( CH) 11 ( MR) 12

Amphi bi ous creatures usually found in sea-shore cave conmunities. CrabMen are
humanoi d i n appearance with a hard, reddi sh-brown exoskel eton. |nstead of hands
they have two pincers that are quite capable of delicate manipul ation. CrabMen
have a large interest in artifacts and will readily trade |arge suns of noney
for useless itens and every CrabMen conmmunity will generally have a | arge



col l ection, nost of which will of course be useless. They are not the brightest
of species however so they will rarely know how to operate the artifacts they do
have. They will seldom|eave the vicinity of a water source as they will dry out
and die if away fromwater for extended periods of time. By nature the Thhrik
are very curious about other species and readily seek relationships with others
and accept trade agreenents w thout much proddi ng. They are on very good ternms
with Boze and in fact have a nutual defense pact. They will trade nostly water
born products for those they cannot readily manufacture thenselves. Their

| eadership is a quasi-king who has no real authority except those he can
personally notivate to do his will and in effect often acts nerely as a
conmmuni ty spokesman. This position is not hereditary, nor permanent in anyway.
Anyone can chal l enge the incunbent to a death duel, the w nner of which becones
King, luckily few actually want the position. Mst everything is agreed upon by
concensus and it often takes several days of careful consideration to do so.
Their preferred weapons are their claws but have been known to enpl oy harpoons
and a special water formof a crossbow.

Trolls Tech |
Nunber: D6
AC. 5(-20)
Move: 20
HtDe: 10
Attacks: 2
Damage: 6/6

Speci al Attacks/Defenses: 2XRegeneration/Infravision/Psychic Tracking
CGeneral Personality: Chaotic Evi

Si ze/ Wi ght: Large 9° / 300-400l bs +

( PS) 18 ( DX) 10 ( CN) 19

(IN) 8( M) 12 ( CH) 5( MR) 15

Trolls are terrible carnivores with insatiable appetites for any humanoi d. These
creatures will attack parties stronger than thenselves in pursuit of a good neal
knowi ng that nost creatures will not live as |long as they considering they
regenerate at twice the normal nutation regeneration rate. They live in triba

cl ans and have been known to raid other troll clans as readily as other
humanoi ds. Once they have decided that they want a particul ar humanoid as a
nmeal , they will pursue this individual just about anywhere and for any |ength of
time until their appetites have been sated. They use only the nost basic of
technol ogy and prefer to use their own two clawed hands and great strength to
attack with. They speak only their own tongue and live in rmud and stick huts,
rarely using fire even, which they don’t l|ike very much.



