. Spec;al iotes

Requirements —

- Dragon, Lizard man

Dryad, thst

Minotaur, Medusa, Mummy.__

Giant, Siren

Unicorn, %’amgé?e

%zj’r aiéﬁ Deva, Zomb ge




REQUIREMENTS:
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In the game only one menster per 10 people should be allowed.

No one should be allowed to play a monster more than twice per
month.

12 games as any monster type is the requirement for masterhood.
Garb wust be approved by a majority vote of the monster committea,
Garb must be distinctive and typify the monster played.

Monster must show a willingness to play in character.

Neutral monsters must remain neutral.

Monster abilities can be altered by the monster committee.

Certain monsters will be restricted to special games and quests.
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All creatures described will be characterized in the following format:

ARMOR: armor in points,

ATTACKS: number and types of attacks.

SPECIAL ABILITIES: brief description of immunities, spells, and special
attacks,

DESCRIPTIONS: description of and notes on the creature in question.

VULNERABILITIES: special weaknesses.

GARB SUGGESTIONS: garb advice.

TERMS:

ARMOR-  Intrinsic point value defense acting exactly as described
. in the combat rule book. Unless otherwvise specified this
defense covers the torso and the limbs equally(eg. 2 pt. armor:
2 pt. torso, 2 pt, arms, 2 pt. legs )

ADDITIONAL ARMOR~ Non-intrinsic defense which may be worn to augment

original armor class.

IHVULKERABILITY- The best form of --zotection. Each hit: by weapon,
arrow, spell, or magical :slt counts as a one point hit.

P Damage by weapon or spell augmented to do damzge more than
¥, ' a single point at a time will do only one point of dznmage
per hit upon a creature so endowed.

MAGICAL ABILITY- Any ability which acts 25 a magic-user spell., Thus
- - various spells will modify, stop, or otherwise effect the

'\‘ ) : : - ability.

NATURAL ABILITY~ An ability which acts as a skill or 15 {nherant

to a cr=2atureas aﬁecics, such as fireballs to a dragon.
‘Fote: Dispel mgic will not effect a natural 1hilltx.

ts
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WHITE WEAPONS- Two types of white weapon exist; the first éccs as

a poisoned weapon. These are not as commonly found with mon-
ster abilities. The attack must strike an unarmored portion
of the opponent, and does no additional darmage to armor or
shields. It will kili, however, with.a single hir. If this
ability 1s present it will be noted as "White/Poisoned weapon."
The second type of white weapon does damage as a siege
weapon. It will destroy shields, armor, and people with a sin-
gle hit. This type of weapon 18 very rare and dangerous and will
be.noted as "White/Siege weapon".

These who wish to play a monster class must know and
meet the requirements of the creature they wish to play.

1. Know spells and how to cast them.

2. Fave required devices to preform the spells:

' . Rope for FORCE WALLS.
. Oolor coded balls for Fireballs, Flesh to Stone,etc.
. Rope .(yellow) for Circle Of Protection.
. Black head bands and copies of class for Vampires.
. Thite hood for teleportation of Unicorm.

HOUOW >

These classes of monsters are desigmed to enhance and
bring color into the battle games and quests. The monsters should
be played as closely to their true being as possible. Nuetral mons-
ters should remain so, etc. The guidelines that have been set
forth should not be deviated from as that will cause confusion
among the populace.

Yours in service,
N : Az
T} '7 ] -
/‘/w{/'" el

Master Nithanabm
Guild of Art
- Guild of Monsters




DRAGON

ARMOR: 8 pta.
ATTACKS: Claws (2 white weapons)
SPECIAL ABILITIES:

l. Breath weapon (unlimited fireballs lightning bolts,
ice balls.)*

%
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2. Invulnerability

3. Magical ability; Dipel magic as the wizard spell, &/Lﬂ?bé
Mend three per life
*4. Breath weapon inherent to the type of dragon play-

ed ie. red dragons throw fireballs, blue dragons
throw lightning bolts etc. .
Description:

One of the most beautiful and terrifying creatures yet )
encountered on this plane. These huge scaly beasts are of-
ten found sprawled atop a mound of treasures when their
not out hunting. They have many different colors and per-
sonalities, but more often than not, .since:they dislike-

any disturbances, will dispese of any intruders that have ‘
unknowingly stumbled upon them,

5. Dragons have 1 life.

LIZARD MAN
ARMOR: 2 pts,
ATTACKS: Normal (as warrior)
SPECIAL ABILITY: A tail, (cne morningstar, or flail,) considared
as a red weapon.
ADDITIONAL ARHOR: -Adctmammtefor. /?/z)‘./z/é_ >
DESCRIPTION: :
These crestures are very dangerous but fortunatly they
are quite primitive and few in number. They tend to like
watter clinates but can be found in most envircments. They

are also kucwn to have a rather unfortunate taste for
. human flesh.

1, Lizard men have 4 lives,
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DRYAD o
- T ARMOR: 1 pt.
ATTACKS: None.
SPICIAL ABILITIES:
' 1. Dryads have the following spells:
DpwBees ity g . HEAL (unlimited): Same as the healer spell.
70" YIED (3 per life): This is very much like the
ot SPELL wWhen magic-user spell, the affects are the same but
s ya the vocal component is different. The dryad must
Wmﬂﬁ leme TEEE say twice, '"Yield thy arms and come to me."
, o ) VANISH (urnlimited): The dryad says twice " Ch
T.£L. Heyaio . forest hide and protect me"., The dryad must be ¢
A /%0"' : within So ft. of a tree. Once completed she is K( i\ﬂ\
gone and may reappear up to five minutes later.
2. Dryads must declare a home tree. He/she cannot
be finally killed until the tree is ces.,rcyed
(i.e. Fireball)
DESCRIPTION:

Dryads are beautiful, mischevious wood spirits. 1it-
tle is known of them except that they are able to employ
, . powerful magic and always demand a high price for
(-' thelr benevolent use. This price is often the en-
slavement of pretty members of the orpoaite sex,

Dryads have 3 lives.

GH OST

ARMOR:  Special
ATTACKS: Spells only(see below)
SPECTAL ABILITIES:
1. The following spells: )
FORCE WALLS: No more than three at a time.
EXTINGUISH: Extinguishes any fires, bolts or fl-
ame within 50 ft. 'Pne ghost must say 5 tires M/f’a
"Extmgm.sh" !
SLEEP: Cnlydspelsperteaminagame
DISPEL MAGIC: As the wizard spell. /
2. The ghost is immme to physical attacks except
. when during spell casting. When casting a spell
A : ] . the ghost may only be harmed by maglc or an en-.

chanted weapon.
DBSCMPI‘ION )
These creatures are the life force of an umrestful
dead being. Ghests spend mest of their time incorporeal
. and in such a2 state cannot be harmed. 'mey are occa..iona.l-
. : ly tied to a single area but many times they are totally
independent. They &re pranksters and rarely dangerous un-
less provoked.
Ghicsts have 3 lives.
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MINOTAUR

ARMOR: 3 pts.
ATTACKS: Normal as a warrior. Red weapons only.

SPECIAL ABILITIES:Aé-gs-eaa'iiaead~beaee§k e r—besberians )
DESCRIPTION:

These are the huge savage bull men of legend, They -
- have the head of a bull and the body of a man. They are
- always dangerous, unpredictable and meciless. Everyone
should avoid these beasts unless you are a mighty paladin
_ or anti-paladinoR GALATH ’ :
' Minotaur have 4 lives.

MEDUSA

ARMOR: NONE

ATTACKS: Bow and arrow (as 1 st level scout) ) :

SPECIAL ABILITIES: The medusa has the natural ability to cast
) . the following spellé FLESH {0 STONE (unlimited)
V= oot Medusa simply says ~paprdfy"' and throws a grey ball
P£7E1é51425— of stome. If the ball hits a person they are turn-
h ed to stone.

DESCRIPTION: . - -
Medusa have atop their heads a writhing mass of snakes,
They are extraordinarally ugly and are very cruel.
Avert thy eyes.

Meduga have 3 lives.

MUMMY

ARMOR:  Z=mws, 3PS
ATTACKS: Touch of hand,
SPECIAL ARILITIES:. ) e e
' 1. TOUCH OF DEATH (unlimited) No casting time,
2, Murmies are immune to all magics except fire and

lightning. :
: 3. Arrows do no damage.
DESCRIPTION: . . :
Mummies are living, bandaged corpse of a dead human.
RN WA
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AR‘DR 3 pts. :

‘o E + ATTACKS: Normel as a warrior.

o L = SPECIAL ABILITILS: BLUh/ ujg'/}gﬂ_s 0.;/,-
Sl ) 1. All weapons are considered red wezpons. -

2. May hurl huge rocks@@, ft. diameter min.)

A - as white weapons. Vit pm
: tscmp'rxm ) ’ / ¢

Gla.nts are huge creaturcs who roam all climes
and terrains. ¥hile some are stupid and ugly many

‘can be clever and very danzerous especially those
- who delve in metal work. B . -

& wm, Giants have 4 lives,

1. Sirens have the Iollowing spells
YIFID (unlimited): The range is 100 £t.
This spell is as the depadspell.w/24) S L
CIRCLE OF PROTECTION( 5 per life): This spell
is the same as the megic spell except the
siren must say 3 times " Nature protect me',

2, Sirens are tied to n spec* ic spot or object

and may not move more than 50 ft. away from

N6 AT kg7 (S0 pre Sy BASE

Sirens are a spec1==s ol females and partly humn
creatures who lure ms_specting travwelers to their

doom with their singing. They are insidimsly seduc— ‘
tiveanduseltvem'wel :

Sirens have 3 lives,
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UNICORN

APMOR: None

ATTACKS: None

SPECIAL ABILITIFS:

whén A/é“nfz'/ 17775
WLimiTEDd RECurreer

DESCRIPTION:

VAMFPIRE
MOR:
- ATTACKS:SWORD ONLY

1.
2.

4.

The

HEAL(unlimited) 1‘5 the healer spell. : '
TELEPORT(unlimited) When a2 unicorn teleoorts they o
draw their hood over their head, this signifies

that the unicorn is teleporting. ( thls mea:xs the
garb of white must include a hood.?) -
The unicorn must declare a home tree. 'I'he tnicorn -
is not tied to this spot but may wander the battle . .
field . If a dead person is brought to the tree the
unicorm may resurrect the body. .. .: -

The Unicorn is usually played as a neut*al creature
but may be played as a team character. In this case
the Unicorn can only resurrect 2 tlres per life, I

unicom is a beautiful creature of legend. It ap-

pears as a white horse with a single spiraling horn = ...
reaching out from its forehead. They are extremely good
and will help out a party when in dire need. . (esper'ia..ly
. beautifil yvoung virgins.)

Unicoms hzve 3 lives. R

2 pts. . : \ _:'_.‘_:,.”m

SPECIAL ABILITIES:

1.

L N

YIEID( 2 per life) as the Spell > A—S w/zm) SF
TELEPOHT(1 per battle) as the spell’ ,

Vanpires may not be reswrrected, -

Anyone killed 3 times by a vanpire becor:es a vamp-
ire and must fight for the original vampires team.
The person converted will fight as a va.mpire only

for their remaining lives in the game. - )

NO’I‘E ‘The sign of a person converted to a vamire is a black
head band. The original vempire most.carry extra copiles

DESRIPTICN:
Varpires live of?f the llfe blcod: of people and will -

‘of the class to hand out to his converts and extra head
bands, .

do alrost anything to get it. Vampires mlly live .
in big scary castles.

Vampires have three lives,
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AROD: 2 pts.
ATTACIS: S\mrd only,as a warrior
SPLCIAL ABILITITS:

-1. YOUDING(1 per battle) as the wizard spell :
2. ITAT WEAPQN (L per life) as wizard spell, .7 - =
3. SCAPRI(2 per life)The wraith must say 2 tmxes

2 ‘-.I“x X "1 make thee afraid.m /% % /057- f)ogLL
N .\‘T""“* 4. TELEPORT(1 per.life)The wraith must. 5ay.5 times -
NS "teleport." '

D& A{)D.LTIIO.’\“.L ARMCR: As awmlor. :
Y, DESCRIPTION.
o ~Wraiths are a form of undead halling from the Astral |

Plane. They are very destructive and.tend to do. every- -

‘thing in their power to hinder and frighten travelers.w’l. -

Wraiths appear as dark sha.dows oT, black mlst
\\ 'raiths have 3 lives.

~ - —-.

ARMOR: 2 pts. s R

ATTACKS: Sword and shleld s 1 warrior. CIToEen o FroUmesonr

SPECIAL ABILITIES ' .

. HEAL( 1 per life) as the hoaler svell TR

. MEND{(1 per battle)as the healgr z:e%% ; © Bo0 rrL,
"AVE(2 per 1ife) same as the - except =

Ky : - the Deva must say 2 times "I make thes ‘in awe,"-

' ‘4, TELEPORT(2 per life) SaIIE as tue wraith spr-'-ll"‘ i

\, NO ADDITIONAL ARMOR, I

\, NOTE: The Deva can only HEAL and LEQD other entities,not 1tself
NESCIPTIN: -

' n, Deva are the lawkeepers of the astral plane, -they up

hold all that is good end pure. They- appear as a globe of '

white light or in hurfm: form with wings ] L
va have 3 hves. PR

De
BIEN_ N\
AVOR: “None, . . - T T
ATTACKS: Normal(as a warrlor)
SPECIAL ABILITIES:

: 1. They carry a zombie r':aking virus, If ._hey kill a=. "
Lo person with 2 hand weapon the victim bsccres a zomble,
. xz Zombies die for only 1 minute, - - .. - we o

\DESC'-u i

W m'H

3. Zaobiles regenerate lost limds in 30° mds
IQN:
~ These are foul and loathsome creatures 'who are of an
uncead statvs. There are two types of Zarbies;
} 1. "I*e triee Zambie,which is cursed forever to shamble
he earth. It is irpossible to cure cne but they
. \ ) my be destroyed by fire.
k_ v 2. The animated corpse, which is a living person con-
B [ v'erted by spell or disease and may be cured by a

le spell of healing.
mie have 1 life.
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ADDITICNAL LIVES:

OUTST MONSTIMS:
The following monsters may only be plaved in spec1a1
games and quests.
1. Drapons S g
2. Ghosts _ DL e
3. lereeics
ZowrBss

VUL.\”"L'&BILITIES e
Ghost . T
a. Banish will not destroy but act -as a lost spell.:

Medusa R
a, If a flesh to stone strikes the shield of ref—

lection the Medusa is turned to stone, .. .- laiTEn ]

=T

Siren o
a. Spells of muting will nulllfy their s:.nging
Vampire 0 Ciigiv
a. lanish will not destmy but a.ct as a lost spell.’
Yraith
a. EBanish will disrupt the energles of a Wraith, total—
ly destroying their essence which results in their~-
death. . s

These results are not concrete and are subject to™

thus relessing any ca.ptlves. R BTN, BT

change by a mjority ruling. Changes ' will be studied : = il

by the monster committee, at whlch tlme the m:mster in
question will be frozen ;rom play. : Sl

Since the monster class system doesn t provide '
higher levels to attain, the class will be alloted *=-<

1 extra 1ife at the 12th time of play." Xo rore lives TR

will be permitted after this is reached. Co

NEW MONSTERS: o O

Anyone may submit a new creature for ccnsld—ration rro

to be published in ‘the Dor-Un-ivathar. Creatizes sub- -

mitted must be in the format set forth in this menual. - O

The monster committe will monthly to discuss new creat—
ures and changes. -

LD:\STER E}JMITI‘EE
The monster cammitiee consists of these persons
who have played a ronster class at least 6 tires in
- the last year. Meetings will be ccaducted on the first
saturday of each month cne hour before the scheduled
battle games. Meetings will be ~onducted at the bat-
tle field. .
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The preview issue of the bi-yearly publication of Dor Un Avathar
was distributed to certain parties of the Amtgard Corporation for review.
The feedback on changes and additions have been compiled and noted in this
report. Changes made are subject to alterations and additions by a majority
ruling of the Amtgard populace.

Dor Un Avathar Revisions

Requirements: A reeve must bem;nmg:nt during neutral monster play.,

Dragon Dispel magic 1/life

Lizard Man No additional ammor

Dryad | No armor, Yield 20 £t. range, Fome tree cannot be within 100

- ft. of a fort, Vanish spell;must reappear at same tree.
¥hen touching home tree spell distances are doubled(40 ft.
vield, 20 ft. heal ).

Ghost Force walls 2/life unlimited, Extinguish 2/1ife, Dispel
magic 4/ game, A Ghost is affected by spoken magic.

Minota\.ur No longer berserk

Medusa Flesh té Stone{mst say' "petrify" 5 times) A person petrified

) cannot move or be harmed wuntil healed. ’

Mummy 3 pts. armor.

Giant Blunt weapon only, May hurl a huge rock (2 ft. in dia,) as a
white weapon 1/ game. . '

Siren : Yield as the wizard spell, must be tied to =z specific spot

. a minimm of 150 ft. from any fort. =~

Unicorn must declare a home tree not a bridge ete.

Vampire Yield as the wizard spell, Teleport as the wizard spell.

Wraith  Scare acts as a lost spell. ' -

Deva Awe acts as an iceball for 300 count.

Quest Monsters Zoobies are quest monsters not msmies.




ROCK TROLL

Armor: 4 pts., 1 level of Invulnerability (as per Healer Protect).
No shields.

Attacks: Any melee weapon over 3 feet, treated as red weapons. May
hurl boulders.

Special Abilities:
1. Rock Trolls have all the immunities of a barbarian.

2. A rock troll may fight after death (like the barbarian ability)
on each of its lives.

3. Rock trolls regenerate lost limbs in 20 seconds (though not their
armor). Their armor can be repaired by a mend spell. Note that

a troll is considered "armored" for purposes of Touch of Death
and Vibrating Palm.

Rock trolls will not carry any enchantments except Bladesharp,
Bludgeon, or Harden on a weapon. ] :

Description:

Trolls are massive creatures, reaching heights of 8 feet or
more.R°c¥hey are grey in color, brawny, over-muscled and ext;gmelg
ugly. They are generally hairless. chk Trolls tend to be stupid an
brutish, yet possess a strange cunning tPat makes them dangerous
opponents. They fight with crudely-fashloned weapons, preferrltg
maces, hammers and clubs. These horrid brutes often conduct raids to
capture other beings to be used as slaves and food. They are

particularly fond of elvish flesh.

Rock Trolls have 3 lives.




- ROCK TROLL

Armor: 4 pts., 1 level of Invulnerability (as per Healer Protect).
No shields.

Attacks: Any mnelee weapon over 3 feet, treated as red weapons. May
hurl boulders.

Special Abilities:
1. Rock Trolls have all the immunities of a barbarian.

2. A rock troll may fight after death (like the barbarian ability)
on each of its lives.

3. Rock trolls regenerate lost limbs in 20 seconds (though not their
armor). Their armor can be repaired by a mend spell. Note that
a troll is considered "armored" for purposes of Touch of Death
and Vibrating Palm.

4. Rock trolls will not carry any enchantments except Bladesharp,
Bludgeon, or Harden on a weapon.

Description:

! are massive creatures, reaching heights of 8 feet or
more.Rocghgiotﬁi grey in color, brawny, over-muscled and ext;gmelg
ugly. They are generally hairless. chk Trolls tend to be stupid an
brutish, yet possess a strange cunning that makes thenm dangerous
opponents. They fight with crudely—fashloned weapons, prefgrrlzg
maces, hammers and clubs. These horrid brutes often conduct raids to
capture other beings to be used as slaves and food. They are

particularly fond of elvish flesh.

Rock Trolls have 3 lives.




GIANT SCORFION
ttwa people play this monster)
ARMOR:  Zpts natuwral
WEAFONG: 2 claws (swords) & 1 stinger (polearm or spear)

ARILLITIES
138corpion can GRAB with its "claws®
23The "stinger" has 3 types of poisons depending on the
reave o person running the soenario:
A.Fast acting - Kills automatically (white weapon)
B.Mild acting ~ Kills after a 100 count fas the
assassin’s poison)
Colow  acting — Btuns person for a 100 count (victim
cantt attack but can be attacked)

HREAE- the claw person says "grab" when striking a person
is held in place until the claw person says "re-
lease" or is killed. The "claw" grabbing a person
cannot be used during a grab. WVictim’s arms are

: held in place as well (no attacks).

nate: The person playing the tail must behind the person
playing the claws. The "tail" can turn anywhere
but must be behind the "claws".

MATICORE
ARMORE: Zpts natural
WEAFPONS: daggers (2 hand "claws" & up to 1& throwing
"tail spikes")

ARILLITIES
L Throws daggers as spikes. After throwing a total of 16 the
beast cannot throw any more until its next 1ife.
23"Claws! are considered RED WEAFONS
Jireature can FLY for a 100 count, then must land to rest
(300 countl.

FLY — Creature is high above everyone and cannot be hit.
Evceptions: 3rd level ARCHER with shortbow, 2nd
level ARCHER with longbow or crossbow, 4th level
SC0UT with longbow, and &th level ASSASSIN with
shovrthow.



MINIONS

ARMOR:  Zpts natural
WEAFONS: allowed as WARRIOR (RED?

ABILITIES
=ICE MINION- 1) Immune to ICE-RBALLS
2dUnlimited wuse of ICE-RALLS
PImmune to any sovt of flame
Mnlimited wuse of FIRE-BALLS
ICast WALL OF FIRE (1/LIFED
JUse FLAME BLADE (1/BATTLED
Y Immune to WIND spell
ICan cast a shortensed WIND spell (&/LIFED
Can become a BREEZIE or WISBF OF WIND
C3/LIFED
—~STONE MINION- 1)Immune to petrification, and flesh to
asbtone.
2IFIRE-BALL acts as a MAGIC-RBOLT
SdiUnlimited FETRIFY
Ai1Zan use STONE TO FLESH (2/LIFED
~ALll—- LISUMMON lessery minions (on last 1ife)
23Towch a dead person to "steal soul”" (per-—
son cannot be RESURRECTED?

~FIRE MINION-

=WIND MINION-

G3 PR3 o= o L3 R e

SHORTWIND~ "Hlow thee away" 13 times

BREEZE or WIGSF OF WIND~ Beast becomes intangible as the
wind (for & 100 count) "Shape my body bto
the wind" 10 {imes

SUMMON- "Minions of mine come to my aid! 10 times.
Feeve aske dead players to help as lesser
minions of the callerfs type. The lesser
minions have the 1) ability of that type,
1 pt of armor, and the RED WEAFON use.
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GOLEMS

Description: Golems (Flesh,Clay,Stone,Iron) are
™ created by use of a powerful spell known
:g only to a few very powerful wizarde. The
formula for the creation of these mosters
is rumored to be found in Tome of the
Ancient Mage.

MTFITN TAN T 2MY

¥y g

Flesh Golem (2)

(
=y

Armor: 1 point

31%
o

Attacks: 2 Fists (maces)

my

Abilities: 1) Immune to Magic of all sorts. Magicial
weapone have normal effect. Treat as
normal weapons, for damage.

2) Fire and Ice spells act as an Hold
Ferson spell.

) Lightning acts as a heal spell, healing
lost limbs and mending armor points.

>
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Description: These monsteres are created by a magical

spell, and the pieceing together of flesh
A and bomne or other materials to form the
body, and magic to animate it.
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Clay Golem (4)

O

™

Armor: 2 paints

L]
o

U4
1

Attacke: Fist (mace)

FY
'~

N
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( 3 Abilities: 1) Immune to bladed weapons
: ’ 2) Immune to all magic execpt; dispel basies
;7{ magic, and pyrotechniques. -
=== Description: These monsters are created dust like <
;{i their brethren the flesh golem, except PR
) these monsters are created from wood and Y
b clay materials. It also is held to- o
gﬁ: gether and animated by magicial means. N 7
: j L
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Stone Golem (&)

Armor: 2 points

Attacks: Sword (Red Weapon)

Abilities: 1) Cast hold person (4/Battle), 25ft range

2) Immune to all magic.
) Magical weapons effect as normal.

Description: Man-like shape constucted by means
of a magical tome.They are made of
stone,iron, and wood, It also is held
together and antimated by magical means

Iron Golem (8)

Armor: 4 points
Attacks: Sword (Red Weapon)

Abilities: 1) Harmed only by magicial weapons, all
other magic has no effect.

2) Lightning will act as a hold person
spell, and fireball will act as a heal
and a mend.

= Deathcloud spell (2/battle) say five
times "deathcloud", all withing 10ft
are dead due to a poisonous cloud.

Golems are very powerful monsters, and should only be used
in certain special games and quests. For a special
scenerio, a Magic-User could be given the ability to cast
this spell. For those purposes it would be of fourth level
or above, able to used once per battlegame, limit of one,
and the cost depending on the golem desired (# in
parenthesis next to name). Each Golem only has one life.
They may not be resurrected.
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Fal!
‘ WEREWOLF

‘-’? 1 ' iy oo
;u’ A 2 points

A rmor: E
‘-‘ Garb - .

L Attacks: 2 claws (short swords)
}-T-{ Equal to Red weapons due to strength
2 {“. Natural Abilities: 1) Tracking as Scout

_‘,"'.'

: i 2) Fierce Fighters (Beserk 2/Gam=)
e, Z)  Anyone killed T times by the
5 ] j werewolf, will become one and
serrve the original werewolf’s
team. See Vampire for more.

Vulmerabilities: Only harmed by magicial weapons.
ANy ather will not affect the were-
walf., Magic Bladesharp will only
only cause normal (1 Foint) damage.
All other magic will work
against the werewolf as normal.

Description: The werewolf, a member of the lycanthrope
cfamily, are humans/humaniods, that can
is 5] § assume animal form. All werewolves suf-

NS fer from the disease "lycanthrope", so =a
{ 331 simple heal spell will cure them as they
iy will for zombies. The most common form

S is a bipedal wolf-man.



