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Section I: Introduction
ORS Codex™ deals with the integration of magic and spells into a fantasy roleplaying environment. Specifically it is designed to be used as part of the
Omnificent Role-playing System (ORS™).
ORS Codex™ provides a wide variety of options for the players. Spell weavers
are allowed to know a large number of spells, the number they may cast before
tiring is dependent on their abilities, traits and skills. The choice of spell,
modification and its application to the situation become major factors during
play. To this end, ORS Codex™ provides hundreds of spell templates,
organized into various categories.
Omnificent Role-playing System (ORS™) is Dreamborn’s complete roleplaying system. ORS™ is targeted towards gamers seeking the ultimate gaming
experience. ORS™ may be played by groups of two or more people.

Terms & Conventions

This section provides an overview of the ORS™ product line, key concepts and
definitions of frequently used terms in this rule set.

2.1

ORS™ Core Products

ORS™ core products consist of the ORS™ Standard Rules, ORS Codex™, ORS
Game Master’s Guide™, ORS Entity Encyclopedia™ and the ORS™ Design
Document.

2.1.1

ORS Standard Rules™

This product provides all the guidelines and rules needed to play ORS™, sans
magic and monsters, which are covered in their own texts.

2.1.2

ORS Codex™

This product integrates spells and magic into ORS™.
A role-playing system is a cohesive set of rules for a group of people to take on
the persona of imaginary beings in an imaginary world setting and interact with
each other and the environment as determined by the world setting. The beings
are called characters. The people are called players, one of which will be the
game master (GM). A GM is omniscient and limited omnipotent, in that he
knows all about the world setting and controls or determines every aspect of the
game except the other players’ characters.

1

Philosophy of ORS™

As the name implies, the underlying philosophy of ORS™ is a role-playing
system that is unlimited in creative power. To accomplish this ORS™ was
designed with realism and playability as the two main guiding principles.
ORS™ has no predefined classes/professions, artificial level definitions or rigid
magic systems. It is a level-less system that is skill based with character
advancement based on skill usage, abilities and traits. All elements of ORS™
have been designed for high fidelity play using a real-time event driven engine
that is fully customizable, consistent and intuitive. Furthermore, ORS™ has no
racial limitations whatsoever. Character generation is balanced, fair and
contains no random elements. Magic and spells have been seamlessly integrated
within ORS™ and is based solely on the character’s abilities, traits and skills.
These features allow the GM and players to immerse themselves in role-playing
the adventure and not learning and adjudicating the rules.
In ORS™ all player characters, non-player characters and monsters are created
using the same procedure. This ensures that all starting player characters are
balanced with respect to each other and every other entity in the world.
To fully experience ORS™ requires the GM and players to use computer aids to
facilitate the gaming experience. The implementation of ORS™ is tightly
coupled with statistics and probability theory. These computer aids are
available for personal computers, Pocket PCs, PDAs, smart phones, etc. The
aids have been carefully designed to speed up game play, increase realism and
playing experience. ORS™ can be played face-to-face or remotely over the
Internet. The ORS™ engine can easily be adapted to all the major genres, e.g.,
fantasy, medieval, gothic, espionage, science fiction, historical simulation,
mystery, etc.
ORS™ utilizing the ORS™ engine was designed to handle situations at a
Tactical level (individual). A pleasant surprise was how gracefully the ORS™
engine scaled to the Operational and even the Strategic level. For those
inclined, ORS™ can be used to simulate battles or even wars, while
simultaneously integrating the player characters actions.

2.1.3

ORS Game Master’s Guide™

This product is an aid for the experienced and novice Game Master (GM). This
tome begins by expanding on the philosophy of ORS™, providing intuition for
the GM into why ORS™ functions the way it does. Next it provides guidelines
for creating additional races and entities using ORS™. This document also
provides rules on how to create magical items, relics and artifacts to be used in
an ORS™ campaign. Other sections provide techniques and advice on running
adventures using ORS™. In addition, the GM’s Guide walks the reader through
the complex task of creating a campaign setting and includes examples from
Terra 1592, ORS™’s first campaign setting. Finally, the Appendix details out
numerous magical items, relics and artifacts usable in any ORS™ campaign.

2.1.4

ORS Entity Encyclopedia™

This product contains facts and statistics for a plethora of creatures and
monsters. In addition, it provides random encounter tables based on geography,
climate, population density and technology level.

2.1.5

ORS™ Design Document

™

™

™
It is intended for ORS™ partners who are actively
assisting in the creation products for the ORS™ game line.

2.2

Definitions

The following terms are frequently used in the text and are key to the Game
Master’s (GMs) comprehension of ORS. Additional unique terms will be
defined when they are first used in the text.
Ability: One of 18 categories that describe the body, mind and soul of a
character. A complete list of abilities can be found in Section 5.
Action: An action is an activity a character may perform usually involving one
or more skills.
Affiliations are guilds, groups, social, political and religious organizations to
which the player character may be associated with.
Alignment: An entity’s current placement in the world with regards to law and
ethical scales. This attribute dynamically changes based on the entity’s actions.
AOE -- Area of Effect
Animal: A living creature capable of feeling and voluntary motion. An animal
may or may not be self aware.
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Attack Roll: A ‘dice roll’ is used to determine the results of a melee, missile
attack, or magical attack.
Attributes are traits that are not z-score based, e.g., red hair, eye color,
alignment, etc.
Being: Any entity that is self aware is a being.
Body: refers to the physical part of an entity separate from the mind.
Campaign: An ongoing role playing game that consists of a series of connected
adventures.
Descriptors: are a type of trait that provides additional information that defines
a character, e.g., Affiliations and Knighthood.
Development Points (DP): are used in creating a character. The value of a DP
is defined in the Talent/Flaw cost table and the Descriptor/Background cost
table.
Entity: An entity is something living or not, that can be encountered in the
game, e.g., animals, plants, beings, player characters, non-player characters and
monsters.
FOV – Field of View
fps -- feet per second
ft3 -- cubic feet
Game Master (GM): The judge, referee, dungeon master, etc. This person is
responsible for everything in the game except for the player character’s actions.
hr -- hour
LOS – Line of Sight
Mana – the power of the magical forces of nature/supernatural embodied in an
object or person.
Maturity: The age at which a being is considered to be an adult.
Melee: A hand-to-hand combat where each opponent is physically engaged.
This includes: a fistfight, a sword fight, wrestling, but excludes projectiles and
spells.
mi -- mile(s)
min -- minute(s)
Mind: refers to the part of an entity that knows and thinks.
Missile Attack: A projectile attack directed at a target. This includes but is not
limited to: arrows, bolts, sling bullets, rocks, rifle bullets, etc.
mo -- month
mph -- miles per hour
Non-Player Character (NPC): A being in a role playing game whose actions
are controlled by the GM.
P – permanent
Player Character (PC): A character whose actions and activities are
controlled by a player (as opposed to the GM).
rad -- radius
Skills: craft, trade, or activity in which an entity has competence and
experience. Skills improve with use and conversely decay with non-use. A
complete list of skills can be found in the appendices of the ORS Standard
Rules™.
Social Standing: of or pertaining to a particular society, e.g., as a body divided
into classes according to worldly status, i.e., social rank.
Society/Culture: an enduring and cooperating social group whose members
have developed organized patterns of relationships through interaction with one
another. A society/culture is any community with established traditions,
institutions, art, technology, activities and interests.
Soul: refers to the spiritual part of an entity as distinct from the physical.
Spells: Spells refer to magical affects against/on a target.
Traits are flaws, talents, descriptors and affiliations that do not improve with
use, but they can change with age. A complete list of traits can be found in the
appendix of ORS Standard Rules™.
Target: A target(s) refers to entities and/or other things which a melee attack,
missile attack or spell attempts to affect.
Terra 1592: The original ORS campaign setting.
VOE: Volume of Effect
yd -- yard(s)
yr -- year
z-score: A z-score represents the number of standard deviations away from the
mean. For example an Agility z-score of 1 would mean that an entity is 84%
better than the rest of the population and a z-score of 2 would mean it is 98%
better than the population.

3

ORS Entity Encyclopedia

This edition of the ORS Entity Encyclopedia™ contains detailed descriptions of
various entities from Earth’s history, fiction, folklore and mythology from the
beginning of time to around 100 years ago. If you find your favorite monster
and creature is missing let us know and we will include it, but remember the
guidelines stipulated from above. Better yet detail out your entity and submit it,
and if we use it your name will appear on the credits page.
Future version of the ORS Entity Encyclopedia™ will contain entities from
modern fiction and wholly original entities. Gods, and Deities from Earth’s
historical mythologies will not be found in this book. They will appear in a
separate, future work.
All entries in the ORS Entity Encyclopedia™ have been created using the same
process. This process is described and a detailed example is given in the ORS
Game Master’s Guide™.
The organization of this book is broken up into sections that fall under the
magical categories of the ORS Codex™. Specifically these categories are
plants, animals, humans, supernatural entities and extraplaner entities. This
categorization will help resolve what type of magic can affect certain entities

3.1

Organization

In general this book is organized by categorizes that map one-to-one with the
ORS Codex™, i.e., Plants, Animals, Humans, Supernatural, and Extraplaner.
Each entry within a category is broken down as follows:
Name followed by a short paragraph describing origin, physical description,
abilities, skills, and traits.
Habitat – This section describes the predominant area/region where a particular
entity lives.
Ecology/Psychology – This section contains generic information on the entity’s
ecology and psychology, specifically: active periods, prey, natural predators,
lifespan and mental and behavioral characteristics.
Society/Culture – This section contain information on the entity’s society and
culture, specifically: architecture, art, crafts, food, history, language, law,
philosophy, politics, religion, rituals, social structure and technology level.
.
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Section II: Plants
The plant section actually incorporates the current kingdoms Monera, Protistia,
Plantae, and Fungi. It is equally applicable whether the plant is alive or dead.
The Monera kingdom includes bacteria, and blue-green algae. The Protista
kingdom includes the plantlike protest and the animal-like protest. The plantlike protests include: euglenoids, dinoflagellates, diatoms, yellow-green algae,
and golden-brown algae. The animal-like protests include protozoans. The
Plant kingdom includes brown, red and green algae, mosses, liverworts, and
vascular plants. The vascular plants include ferns, the conifers (gymnosperms)
and the flowering plants (angiosperms). The Fungi kingdom includes yeast,
molds, mushrooms, toadstools and fungi.
By definition plants have no Soul and just marginally more Mind than the
classical elements. As a rule plants are neutral with respect to their alignment.
Therefore any plant-like entity that does have a Soul or significant Mind
abilities is a Supernatural Entity, e.g., Ents (Tolkien, 1965). Plants have a
limited number of abilities for those occasions that characters interact with
them. Plants have the Body abilities of Speed, Vitality, Strength, and
Endurance, and the Mind abilities of Stability and Memory, with all others
being virtually non-existent. For example, a plant’s mental Quickness makes all
conversations painfully slow. The plants development points are adjusted
accordingly.

4

Carnivorous Plants

A carnivorous plant is defined to be a plant that attracts, captures, and kills
animal life forms. It must also digest and absorb the nutrients from the prey to
qualify as a carnivorous plant. The normal variety of the plants are harmless to
humanoids but the giant-fantasy variety can be dangerous to animals humanoid
size and smaller.

4.1

Albany Pitcher Plant (Cephalotus)

4.2

Bladderworts (Utricularia)

4.3

Cobra Lily (Darlingtonia)

4.4

Rainbow Plant (Byblis)

4.5

Pitcher Plants, American
(Sarracenia)

4.6

Pitcher Plants, Tropical (Nepenthes)

4.7

Portuguese Slobbering Pine
(Drosophyllum)

4.8

Sundews (Drosera)

4.9

Sun Pitchers (Heliamphora)

4.10 Venus Flytrap (Dionaea)

4.11 Waterwheel Plant (Aldrovanda)

5

Medicinal Herb & Plants

Many herbs and plants have medicinal applications when used in the proper
concentrations and/or in compounds with other herbs. Details about the
Herbology, both East and West, will be found in the ORS GM’s Guide™.
Plants, herbs and fungi that potentially have a dual use as a poison will be found
in the section on Poisonous Plants & Fungi.
There are literally thousands of herbs that have been used over the millennium
for medicinal purposes. To list them all here is beyond the scope of this tome.
The GM can refer to the ORS GM’s Guide™ for the names of hundreds of herbs
listed in the Eastern and Western herbal remedies. Those that are listed here are
the more interesting ones.
Most medicinal herbs and plants are primitive entities. They can neither attack
of their own volition nor defend themselves from attack. Characters and nonplayer characters can use them during the course of a game. The characters and
non-player characters must obtain a successful outcome using their Herbology Identify skill to identify the plants. To prepare the plants for use they must use
their Herbology-Prepare skill and finally to successfully use the plant they must
successfully use their Herbology-Use skill. This section presents the common
name, (Latin name), pseudonyms, and a short description.

5.1

Mandrake

Mandrake, see entry under Poisonous Plant & Fungi, has medicinal uses as
well. In rare cases mandrake roots grow in human form, male and female, and
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shriek when torn from the ground. It is of great use in medicine, but anyone
who hears the plant's cry dies or goes mad. It was therefore a custom to tie a
hungry dog to the plant by a cord and place a piece of meat beyond its reach.
To get at the meat the dog tugged at the cord and dragged up the plant, while its
master remained safely out of hearing.

6

Narcotic Plants & Fungi

Narcotic plants are primitive entities. They can neither attack of their own
volition nor defend themselves from attack. They can be used by characters and
non-player characters during the course of a game. The characters and nonplayer characters must obtain a successful outcome using either their Flora or
Herbology -Identification skills to identify the plants. To prepare the plants for
use they must use their Hebology-Prepare skill and finally to successfully use
the plant they must successfully use their Herbology-Use skill. This section
presents a short description, graphic, history and identifies the narcotic
substance for each entity listing.
Narcotics are any drug that in moderate doses dulls the senses, relieves pain,
modifies sensual awareness, modifies abilities and induces sleep. In excessive
doses narcotics can cause stupor, coma, convulsions and even death. Narcotics
tend to be addictive; the addictiveness is dependent on the narcotic,
concentration and the race of the being. The effects of any drug depend on
several factors: the amount taken at one time; the user's past drug experience;
the manner in which the drug is taken; the circumstances under which the drug
is taken (the place, the user's psychological and emotional stability, the presence
of other people, the concurrent use of other drugs, etc.). Specific information
will be found in the ORS GM’s Guide™. (Erowid, 2005-2006) have been an
excellent source and is quoted in many entries.

6.1

Cannabis

Cannabis is a leafy plant which grows wild in many of the tropic and temperate
areas of the world. It can reach heights up to 15 feet, but in colder climates it
can be as short as 1 foot in height. The plant is long-stalked, divided into 3-7
toothed leaflets; flowers small and green, crowded on auxiliary clusters. The
leaflets are 1.5 to 5” long. The female plant has flowering branches that bears
seeds. The male plant is not considered a narcotic plant. Beyond its narcotic
qualities cannabis is an excellent source of hemp.

India. It is used medicinally and ritually as an offering to Shiva. The
Zoroastrian Zend-Avesta, an ancient Persian religious text of several hundred
volumes, said to have been written by Zarathustra (Zoroaster) around 650 BC,
refers to bhang as Zoroaster's "good narcotic" (Vendidad or The Law against
Demons). In approximately 500 B.C, hemp was introduced into Northern
Europe by the Scythians. An urn containing leaves and seeds of the Cannabis
plant, unearthed near Berlin, is dated to about this time. By 100 BC hemp has
spread throughout Europe. Herodotus reports in 430 BC on both the ritual and
recreation use of Cannabis by the Scythians. The psychotropic properties of
Cannabis are mentioned in the compiled herbal Pen Ts'ao Ching in around 50
BC. A Samartian gold and glass paste stash box for storing hashish, coriander,
or salt, was buried in Siberian tomb around 50 AD. Dioscorides mentions the
use of Cannabis as a Roman medicament in 70 AD. Galen (Roman) alludes to
the psychoactivity of Cannabis seed confections in 170 AD. The Jewish
Talmud mentions the euphoric properties of Cannabis circa 550 AD. Scholars
debate the pros and cons of eating hashish in the period 900-1000AD. During
this period use spreads throughout Arabia. In Khorasan, Persia, (1090-1256
AD) Hasan ibn al-Sabbah, the Old Man of the Mountain, recruits followers to
commit assassinations. Legends develop around their supposed use of hashish.
These legends are some of the earliest written tales of the discovery of the
inebriating powers of Cannabis and the supposed use of Hashish. By the early
12th Century hashish smoking is very popular throughout the Middle East.
Also at this time cannabis is introduced in Egypt during the reign of the
Ayyubid dynasty on the occasion of the flooding of Egypt by mystic devotees
coming from Syria. During 1155 - 1221 Persian legend states the Sufi master
Sheik Haidar's of Khorasan's personal discovery of Cannabis and its subsequent
spread to Iraq, Bahrain, Egypt and Syria. In the 13th Century the oldest
monograph on hashish, Zahr al-'arish fi tahrim al-hashish, was written, Ibn alBaytar of Spain provides a description of psychaoctive Cannabis and Arab
traders bring Cannabis to the Mozambique coast of Africa. In 1231 Hashish is
introduced to Iraq in the reign of Caliph Mustansir. During the Journeys of
Marco Polo (1271 – 1295) he gives second-hand reports of the story of Hasan
ibn al-Sabbah and his "assassins" using hashish. His writings bring cannabis to
the attention of Europe. In 1378 Ottoman Emir Soudoun Scheikhouni issues
one of the first edicts against the eating of hashish. In 1526 Babur Nama, first
emperor and founder of Mughal Empire learned of hashish in Afghanistan. In
1549 Angolan slaves brought cannabis with them to the sugar plantations of
northeastern Brazil. They were permitted to plant their cannabis between rows
of cane and to smoke it between harvests. By the mid 16th Century The epic
poem, Benk u Bode, by the poet Mohammed Ebn Soleiman Foruli of Baghdad,
deals allegorically with a dialectical battle between wine and hashish.
The narcotic within cannabis is THC (delta-9-tetrhydrocannabinol) a
cannabinoid. The cured flowers and gathered trichomes of the female plant can
produce the psychoactive drug marijuana or hashish. The most commonly used
form of cannabis are the leaves and flowering tops (buds) which may be either
smoked or eaten. It can also be prepared in a more concentrated resinous form
called hashish and as a sticky black liquid called hash oil.

6.2

The cannabis plant first grew somewhere in the Himalayas. Evidence of the
smoking of cannabis can be found as far back as the Neolithic age, where
charred hemp seeds were found in a ritual brazier at a burial site in present day
Romania. Cannabis seeds were used for food in China around 6000BC. The
first recorded use of cannabis as medicine in Chinese pharmacopoeia was 2727
BC. In every part of the world humankind has used cannabis for a wide variety
of health problems. Cannabis was cultivated in China for food and fiber
routinely by 1500BC. The Scythians cultivated cannabis and use it to weave
fine hemp cloth at this time as well. In the period 1200 - 800 BC Bhang (dried
cannabis leaves, seeds and stems) is mentioned in the Hindu sacred text Atharva
veda (Science of Charms) as "Sacred Grass", one of the five sacred plants of

Coca

The coca plant is a member of the order Geraniales and the family
Erythroxylaceae. Coca plants are indigenous to the South American Montana
zone of the eastern Andes below 6500 ft. Bolivian coca grows in the moist
tropical forests of the eastern Andes of Peru and Bolivia. This variety is the
only one of four found growing wild. The plants resemble a blackthorn bush,
and grows to a height of 6-9 feet. The branches are straight, and the leaves,
which have a green tint, are thin, opaque, oval, more or less tapering at the
extremities. A marked characteristic of the leaf is an areolated portion bounded
by two longitudinal curved lines once on each side of the midrib, and more
conspicuous on the under face of the leaf. The flowers are small, and disposed
in little clusters on short stalks; the corolla is composed of five yellowish-white
petals, the anthers are heart-shaped, and the pistil consists of three carpels
united to form a three-chambered ovary. The flowers mature into red berries.
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Coca may be one of the oldest domesticated plants dating back 2000-3000
years, and the four current varieties were domesticated in pre- Columbian times.
In pre-Columbian times, the coca leaf was officially reserved for Inca royalty.
The natives used coca for mystical, religious, social, nutritional and medicinal
purposes. Coqueros exploited its stimulant properties to ward off fatigue and
hunger, enhance endurance and to promote a benign sense of well-being. Coca
was initially banned by the Spanish. In 1551 the Bishop of Cuzco outlawed
coca use on pain of death because it was "an evil agent of the Devil". The noted
16th century orthodox Catholic artist Don Diego De Robles declared that "coca
is a plant that the devil invented for the total destruction of the natives." But the
invaders discovered that without the Incan "gift of the gods", the natives could
barely work the fields - or mine gold. So it came to be cultivated even by the
Catholic Church. Coca leaves were distributed three or four times a day to the
workers during brief rest-breaks. Returning Spanish conquistadors introduced
coca to Europe. Even Shakespeare may have smoked it. The coca plant is
perishable and travels poorly.
The cocaine content of the leaves ranges from O.1% to 0.9%. Coca plants
grown at higher altitudes contain a higher percentage of the cocaine alkaloid
than those grown at lower altitudes and are consequently more potent. The most
common ancient and modern native use of coca is chewing the leaves. The
leaves are placed in the cheek. The Andeans then adds to the leaves alkaline
from an ash ball or llipta. This ball is sometimes placed in a gourd and a stick is
used to withdraw the ash and place it in the wad of leaves. The alkaline releases
the cocaine contained in the leaves. The amount of cocaine found in the two
ounces of dried leaves that an Indian consumes in a day is very small about 0.7
grains. Chewing coca leaves counters the symptoms of 'mountain sickness' and
oxygen-deprivation.

6.3

Coffee

The coffee tree is a woody perennial evergreen dicotyledon that belongs to the
Rubiaceae family. Two main species of coffee are cultivated today, coffea
arabica (Arabica), indigenous to Ethiopia and coffea canephora (Robusta).
Robusta coffee, is more robust than the Arabica plants, but produces an inferior
tasting beverage with a higher caffeine content, 40-50% more caffeine. Robusta
can be cultivated in environments where Arabica will not thrive and probably
originated in Uganda. Coffee trees grow to a height of 21 to 24 feet. The leaves
of the coffee are 4-6 inch long ellipsoids, lustrous dark green with lighter
underside. The flowers emerge from the branches together with the leaves. The
white coffee flower has five petals and a scent resembling that of jasmine. The
flowers last only 2-3 days. The coffee berries are cherry-sized and green at first,
turning dark red later on. The ripening takes eight months. The narcotic
ingredient in coffee is caffeine. A brewed cup of coffee has between 80 – 150
mg of caffeine. Coffee beans have a caffeine content of about 1.35% by weight.

Homer makes reference to a mysterious black and bitter beverage with the
power to ward off sleep around 900 BC. A similar reference is repeated in
several Arabian legends from the same period. Legendary discovery of coffee
by an Ethiopian goat herder named Kaldi is dated around 850 AD. First coffee
trees are cultivated on the Arabian Peninsula around 1100 AD. Coffee
cultivation and drinking spread rapidly in Yemen circa 1450 AD, at first for
medicinal or religious purposes, such as promoting alertness during long nights
of devotional exercises. The world’s first coffee shop, Kiva Han, opens in
Constantinople in 1475. Turkish law makes it legal for a woman to divorce her
husband if he fails to provide her with her daily quota of coffee. Dervishes
spread the use of coffee to Medina and Mecca by 1500 AD. Secular use
becomes more prominent, in part because wine is forbidden by the Koran.
Coffee houses are established and coffee becomes a much desired luxury. Many
holy men begin to attack coffee as also contrary to the Koran. Khair Bey, the
governor of Mecca, tries to ban coffee for fear that its influence might foster
opposition to his rule in 1511. Coffee merchants are temporarily shut down in
Constantinople. After a week long "reign of terror", the sultan sends word that
coffee is sacred and has the governor executed. In 1529 the Turkish army,
fleeing Vienna after being defeated, leave behind bags of coffee. Franz Georg
Kolshitzky, the man responsible for Vienna's victory, claims the coffee as his
reward and establishes central Europe's first coffee house. The coffee
controversy spreads throughout the Ottoman Empire, as coffee, the "Wine of
Islam", becomes a regular article of diet in all classes. Sultan Suleiman the
Great bans coffee in 1542, but coffee houses multiply in Constantinople.

6.4

Datura & Brugmansia

All the species of Datura are leafy green plants with bright pink to white
flowers. Datura comes from the family Solanaceae, which includes the potato
and nightshade family. It is one of a group of plants known as "belladonnas,"
thought to be named from their use by Italian women to dilate their pupils,
which was considered beautiful. The flowers are all fragrant, with D. Inoxia
having a very distinct aroma, very hard to mistake with any other plant. Datura
grows all over the world. The seeds are found in small fruit which are
completely covered with short, sharp, spines (hence the name "Thornapple").
The stalks are bristly, and somewhat thin in comparison to the rest of the plant.
The leaves are flat, mostly featureless, and can either be multi-edged (with
between 4 and 15 points) or basically ovoid.
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6.6

Mushrooms (Amanita muscaria)

Amanita muscaria, a.k.a., the red Fly Agaric mushroom grows on the ground,
under pine, spruce, fir, birch, live oak and madrone. Named the Fly Agaric
because of its use, when mixed with milk, as a method of killing houseflies.
They grow solitary, scattered, densely, or in large rings in forests and at their
edges. Often found in coastal pine forests and along roadways where pines have
been planted. They are common in western North America, Europe, and Asia.
The cap is 2-10" in diameter and is bright to blood red with a white universal
veil. This universal veil will entirely cover the youngest mushrooms, will form
whitish spots or warts on mature mushrooms, and may eventually wash or wear
off with age. These spots often form concentric circles, although they can also
appear randomly. The Stalk is 2-7" long, has a ring and a bulbous base with
rows of cottony patches. The stalk is 1/4 - 1 1/4" in diameter at the base,
narrowing slightly towards the cap. The stalk is white to cream colored; smooth
to somewhat scaly.

A 5th century BC legend has it that when the Buddha preaches, dew or raindrops
fall from the heaven onto Datura plants. In the 11th - 12th centuries Datura is
associated with the worship of Shiva, the Indian god associated with the creative
and destructive aspects of the universe. Also in the 11th Century an Arabian
doctor Avicenna reported on Datura metel under then name 'Jouzmathal ('metel
nut'). This report was later repeated in Dioscorides's writings. In 1543 Leonard
Fuchs includes a drawing of Datura stramonium in his herbal. In 1578 Datura is
used as an aphrodisiac in the East Indies. All species of Datura and Brugmansia
contain powerful alkaloids which in sufficient quantities have the power to kill.
The main alkaloids represented are Scopolamine, Hyoscyamine and Atropine.
Of all psychoactive drugs, only alcohol has been in use for so long over such a
large part of the world. For thousands of years on all inhabited continents the
belladonna alkaloids have been a tool of shamans and sorcerers, who take
advantage of the sensations they evoke to leave their bodies, soar through the
air, or change into an animal in their imagination. The leaves can be steeped
into a tea or the seeds or roots chewed and eaten.

6.5

Kola Nuts

There are around 125 species of Kola nut trees native to the tropical rainforests
of Africa, classified in the family Malvaceae. In Western Africa these trees are
usually found growing near the sea-coast. They are evergreen trees, growing to
60 feet tall, with glossy ovoid leaves up to 11 inches long. The leaf axils
produce small, cup-shapped yellow flowers that grow in clusters and fruits in
star shaped pods. The trees fruit annually after about 12 years and will continue
throughout the lifespan of the tree which can be over 100 years. The kola nut
has a bitter flavor and caffeine content, and is chewed in many West African
cultures, individually or in a group setting. It has been traded to other countries
since at least the fourteenth century and it is used particularly by Islamic people,
who, according to their religion, cannot drink alcohol. The narcotic ingredient
in Kola nuts is caffeine, and has a caffeine content of about 1.35% by weight.

[Erowid, 2004]

The earliest evidence of Amanita muscaria use as an intoxicant is based on
linguistic analysis of languages from northern Asia. In some of these languages
the root "pang" signifies both 'intoxicated' and the A. muscaria mushroom.
These linguistic similarities suggest that A. muscaria was known to be
intoxicating before the languages split around 4000 BC. Petroglyphs dated to
1500 BC, along the Pegtymel River which drains into the Arctic Ocean in north
eastern Siberia "depict anthropomorphic figures with mushrooms appended to
their heads." The Pegtymel river area is currently inhabited by the modern
Chukchi culture that is known to have used A. muscaria as a traditional
inebriant. Rg Veda hymns, a set of sacred stories from India, written around
500 BC, include mentions of a magical intoxicant called Soma. A 3 inch high
miniature statue of an Amanita muscaria dated to 100 AD found in Nayarit,
Mexico, suggests A. muscaria may have been in use in coastal Mexico. Many
other sculptures from Central and South America depict the ritual use of other
psychoactive plants and mushrooms. Some Scandinavian historians believe that
Viking 'Berserker Warriors' ingested Amanita muscaria before going into battle.
Reactions include: euphoria, hysteria, laughter, ataxia and sensory alterations
are characteristic, particularly alterations of hearing and taste.

6.7

Mushrooms, Hallucinogenic

These mushrooms are from the genera: Stropharia, Conocybe and Panaeolus.
They contain the hallucinogen psilocybin. The word "psilocybin" comes from
the Greek words "psilo" meaning "bald" and "cybe" meaning "head." Some
specific mushrooms containing psilocybin and/or psilocin include Psilocybe
mexicana, Stropharia cubensis, Psilocybe semilanceata, Psilocybe pelliculosa,
Panaeolus subbalteatus, Psilocybe cyanescens, Psilocybe baeocystis. Psilocybe
Cubensis is thought to have originated in Southeast Asia. The cap is 1-2½" in
diameter and is white or tan. The Stalk is 2-7" long and ¼– ½" in diameter at
the base, narrowing slightly towards the cap. The stalk is white to cream colored
to tan.
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6.9

Poppy, Opium

Poppy, (Papaver somniferum), is a herbaceous annual or bi-annual herb native
to Southeastern Europe and western Asia. The species is cultivated extensively
in many countries, including Iran, Turkey, Holland, Poland, Romania,
Czechoslovakia, Yugoslavia, India, Canada, and many Asian and Central and
South American countries. Reaching a height of 18” – 45” inches, the erect
plant can have white, pink, red, or purple flowers. Seeds range in color from
white to a slate shade. The reported life zone of poppy is 45 to 73 degrees
Fahrenheit with an annual precipitation of 12 to 70 inches and a soil pH of 4.5
to 8.3. The plants grow best in rich, moist soil and tend to be frost sensitive.
Hallucinogenic mushrooms have been part of human culture as far back as the
earliest recorded history. Central American cultures (1000 – 500 BC) built
temples to mushroom gods and carved "mushroom stones". In 13th - 15th
Century ‘Vienna Codex’ depicts the ritual use of mushrooms by the Mixtec
gods, showing Piltzintecuhtli and seven other gods holding mushrooms in their
hands. In the 16th century ‘The Wondrous Mushroom’, Xochipilli, statue is
carved. An Aztec statue depicts the Prince of Flowers decorated with six
psychoactive plants: mushrooms, tobacco, morning glory, sinicuichi, and
cacahuaxochitl. On Jun 15, 1521 the use of mushrooms and peyote are driven
underground as use of "non-alcohol" intoxicants is forbidden by Europeans in
Mexico. During this time catholic priests punish the use of entheogens by
native people. In 1560, Spanish priest Bernardino de Sahagún writes in his
Florentine Codex about the use of peyote and hallucinogenic mushrooms by the
Aztecs.

6.8

Peyote

Peyote (Lophophora williamsii) is a small, spineless cactus whose native region
extends from the southwestern United States (including the states of Texas and
New Mexico) through central Mexico. It is about the 1-2.0” in diameter
(button), often taking up to thirty years to reach flowering age.

Early Egyptians (1500 B.C.) used opium for pain relief and to soothe the crying
of babies. Homer's Odyssey (circa 100 BC) relates how Ulysses, morning over
the loss and death of friends was given a drink containing opium, by Zeus’
daughter. Galen, last of the great Greek physicians described opium as a "Cureall". Cakes and candies containing opium were sold throughout Greece for
recreation use. Knowledge of the uses of opium seem to have been lost during
the "Dark Ages". In the Arabic world the Koran forbade the consumption of
alcohol, as a result opium and hashish became the primary social drugs. Opium
was used as a trade product, i.e., seeds were sold to the Chinese as indicated in
circa 900 A.D. Chinese Medical writings. Arabic physicians make substantial
contributions to medicine and develop insights about opium, citing addictive
properties around 1000 A.D. In early 1500, European doctor Parcelelus creates
Laudanum and calls it the "stone of immortality". Opium, Heroin, Morphine
and others are all derived from the Opium poppy.

6.10 Tea

Peyote was used ceremonially by indigenous cultures in Texas and Mexico in as
early as 1000 BC. On Jun 15, 1521 the use of mushrooms and peyote were
driven underground as use of "non-alcohol" intoxicants is forbidden by
Europeans in Mexico. During this time catholic priests punish the use of
entheogens by native people. In 1560, Spanish priest Bernardino de Sahagún
writes in his Florentine Codex about the use of peyote and hallucinogenic
mushrooms by the Aztecs. He estimates peyote has been in use since at least
300 B.C. During the period 1550 - 1750 a determined effort by Spaniards to
stamp out peyote practices amongst native Mexicans was undertaken. Peyote
use is denounced by European Catholics as an act of witchcraft and superstition
because it was for "purposes of detecting thefts, of divining other happenings
and foretelling future events." Its use was equated with cannibalism in some
catholic texts. The hallucinogen in peyote is mescaline. The effective dose for
mescaline is about 300 to 500 mg (equivalent to roughly 5 grams of dried
peyote). These buttons are generally chewed, or boiled in water to produce a
psychoactive tea. Mescaline's action stimulates the visual and visuo-psychic
areas of the brain. Visual perception is altered to such a degree that even the
mundane becomes miraculous.

The tea plant is an evergreen of the Camellia family that is native to China,
Tibet and northern India. There are two main varieties of the tea plant. The
small leaf variety, known as Camellia sinensis, thrives in the cool, high
mountain regions of central China and Japan. The broad leaf variety, known as
Camellia assamica, grows best in the moist, tropical climates found in Northeast
India and the Szechuan and Yunnan provinces of China. The plant produces
dark green, shiny leaves and small, white blossoms. Tea plants are evergreen,
medium sized shrub (4-6 ft.). The leaves are 1½–6 inches long and ¾–2 inches
broad.

The narcotic ingredient in tea is caffeine. Fresh leaves contain about 4%
caffeine. The young, light green leaves are preferably harvested for tea
production; they have short white hairs on the underside. Older leaves are
darker green. The dried leaves are used to produce tea. There are four main
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types of tea: green tea, black tea, oolong tea and white tea. All tea comes from
the same plant. The specific variety of tea plant and the way the leaves are
processed after harvesting determine the type of tea that is created.

6.11 Tobacco
Tobacco is a tall leafy annual plant that belongs to the solanaceae or nightshade
family which consists of crop plants, perennial flowering plants, poisonous
weeds, various herbs, shrubs and trees. Tobacco includes numerous species
which are grown throughout the world. The large-leaf varieties can grow to
reach 4 to 6 feet in height. Each plant produces approximately 20 leaves
measuring from 24-30 inches long and 15-18 inches wide. The colors vary from
yellow to green including all shades in between. Most are covered with hairs
that secrete a thick and sticky liquid. As the plant matures, an irregularly
branched flower cluster develops at its top. These flowers are either white or
pink.

arils, each tipped with a black seed. Properly prepared and utilized the fruit and
cotyledons of this plant will cause convulsions, coma and death.

7.2

Baneberry

Baneberry (Actaea alba) a.k.a., Cohos, doll’s eyes, herb-Christopher,
necklaceweed, snakeberry is native to the woods of eastern North America and
Europe. Baneberry is a perennial herb, having an erect stem about 2 feet high,
bearing two large tri-ternate leaves, the leaflets of which are nearly oval, acute,
serrate, and somewhat lobed. The flowers, which are handsome, showy, and
white, are borne on a short, compact, oblong raceme with pedicles as large as
the general peduncle. The petals are truncate at the apex, equaling the stamens.
The fruit is a berry about the size of a cherry-pit, of an ivory white color, with an
occasional tinge of red at the apex. These berries range from about 10 to 20 in
number. Properly prepared and utilized the berries and root of this plant will
cause nausea, vomiting, bloody diarrhea, convulsion, shock and eventually
death.

7.3

Barbados Nut

Barbados nut (Jatropha curcas) a.k.a., physic nut, purge nut, curcas bean, kukui
haole is found in Africa, Mexico, Central America, Asia and South America.
The barbados nut is a drought resistant shrub that grows up to 20 feet tall with
spreading branches. The yellow sap from the tree is sticky and the flowers are
small, greenish-yellow and hairy. Properly prepared and utilized the seeds will
cause breathing difficulties, sore throat, bloating, dizziness, vomiting, diarrhea,
drowsiness, leg cramps followed by death.

7.4
Scriptures in India describe smoking in 2000 BC. Mayan Indians of Mexico
smoked in 500 AD. In 1586 Sir Walter Raleigh brought Tobacco to England.
Portuguese were the first to cultivate it. By 1600 tobacco on sale in grocers and
chandlers and public houses in Europe. At this time tobacco was only smoked
in pipes. Boys at Eton College were required to smoke tobacco each morning to
keep them healthy! King James levees a 4000% rise on import duty for tobacco.
Alkaloids, organic acids and nicotine exist naturally in tobacco plants.

7

Poisonous Plants & Fungi

Various plants and fungi are toxic. Often they look innocent and have other
valuable uses, e.g., Yew for making bows. Many herbal toxins have medicinal
applications in lesser concentrations and in compounds with other herbs.
Details about the dose, reaction time and method of delivery can be found in the
ORS GM’s Guide™.
Poisonous plants and fungi are primitive entities. They can neither attack of
their own volition nor defend themselves from attack. Characters and nonplayer characters can use them during the course of a game. The characters and
non-player characters must obtain a successful outcome using their Toxicology Identification skill to identify the plants. To prepare the plants for use they
must use their Toxicology-Prepare skill and finally to successfully use the plant
they must successfully use their Toxicology-Administration skill. This section
presents the common name, (Latin name), pseudonyms, a short description, and
finally the symptoms of a lethal dose.

7.1

Akee

Akee (Blighia sapida) a.k.a., Aki, ackee, arbee, fricassee and vegetal is a stiffbranched tree native to western Africa. The Akee tree grows to 60 feet, densely
branched and symmetrical, with smooth gray bark. Leaves 9-15 inches in
length, alternate, compound, with 3-5 pairs of glossy leaflets. Flowers greenish,
small, staminate and hermaphroditic, in auxiliary racemes. Fruit a red, yellow
or orange capsule, 2-4 inches long, opening at maturity, with 3 cream colored

Belladonna

Belladona (Atropa belladonna) a.k.a., nightshade, banewort, dwale, belladonna
lily, Barbados lily, lirio, naked lady lily is a found from central and southern
Eurasia and Europe. A perennial branching herb growing to 5 feet tall, with 8
inch long ovate leaves. The flowers are bell-shaped, blue-purple or dull red,
followed by a shiny, black or purple 0.5 inch berry. Properly prepared and
utilized the roots, leaves and berries will dilate the pupils, blur vision, increase
heart rate, cause hallucinations, aggressive behavior, rapid respiration, fever,
convulsions, coma and death.

7.5

Betel Nut seed

Betel Nut seed (Areca catechu) is found in Central and Southwest Asia and
South America. The Betal nut is from a species of medium-sized palm tree
growing to 60 feet tall, with a trunk 10 inches in diameter. The leaves are 4.5-6
feet long, pinnate, with numerous, crowded leaflets. Properly prepared and
utilized the seed will cause vomiting, diarrhea, difficulty breathing, impaired
vision, convulsions and death.

7.6

Black hellebore

Black hellebore (Helleborus niger) a.k.a., Christmas Rose is found in North
America. Black hellebore is an evergreen perennial herb that grows to 2 feet
with oval leaves. The flower is 2 to 3 inches across with white or pinkish petals.
The fruit is a small capsule with many glossy black seeds. Properly prepared
and utilized the plant will cause blistering on the mouth, diarrhea, vomiting and
death.

7.7

Black Locust

Black Locust (Robinia pseudoacacia) a.k.a., bastard acacia, black acacia, false
acacia, pea flower locust is native to North America. Black Locust is a
medium-sized deciduous tree. Upright with a somewhat narrow crown that is
widest near the top. Branching is upright to irregular. The trunk is long and
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straight typically 40 to 50 feet tall. Properly prepared and utilized the bark,
seeds and leaves will cause diarrhea, stupor, weakened pulse, shock,
convulsions and death.

7.8

Blood root

Blood root (Sanguinaria Canadensis) is found in North America. It has a
perennial rootstock, which sends up a few roundish lobed leaves and solitary
white blossoms in early spring. The plant has a red root and red sap. Properly
prepared and utilized the plant restricts the heart, causes vomiting, burning and
soreness in the stomach, labored breathing, dilated pupils and eventually death.

7.9

Bryony

Bryony (Bryonia dioica) a.k.a., Devil’s turnip, British mandrake is found in
England, Wales and Northern Europe. Bryony is a perennial climber growing to
10 foot in diameter at a fast rate. From May to June it flowers greenish-yellow.
Properly prepared and utilized the berries and roots will burn the mouth, cause
nausea, vomiting, violent diarrhea, labored breathing, paralysis, coma and
death.

7.14 Colocynth
Colocynth (Citrullus colocynthis) a.k.a., bitter apple, bitter cucumber is native
to the Mediterranean. Colocynth is an annual plant resembling the common
watermelon. The stems are herbaceous and beset with rough hairs; the leaves
stand alternately on long petioles. They are triangular, manycleft, variously
sinuated, obtuse, hairy, a fine green on upper surface, rough and pale under.
Flowers yellow, appearing singly at axils of leaves; fruit globular, size of an
orange, yellow and smooth, when ripe contains within a hard coriaceous rind, a
white spongy pulp enclosing numerous ovate compressed white or brownish
seeds. Properly prepared and utilized the fruit will cause bloody diarrhea,
cramps, headache kidney failure and death.

7.15 Corn Cockle
Corn Cockle (Agrostemma githago) a.k.a., purple cockle is native to Europe.
Corn Cockle is an erect, annual herb with silky-haired, slender stems; leaves
opposite, narrow, simple; flowers single with 5 pink or purplish petals; fruit a
capsule with numerous black, pitted seeds. Properly prepared and utilized the
plant and seeds will cause raw throat, nausea, fever, giddiness, headache,
delirium, severe stomach pains, weakness, slow breathing, pin in the spine and
death.

7.10 Cassava
Cassava (Manihot esculenta) a.k.a., Bitter cassava, tapioca yucca, juca, sweet
potatio plant, manioc tapioca, mandioc is native of Brazil and grows in southern
United States. Cassava is a tropical perennial shrub of approximately 6 feet tall.
It has palmate leaves, sometimes green flowers and a brittle stem. The fruit is
round or oblong and winged; each fruit contain 3 seeds. Properly prepared and
utilized the roots will cause nausea, vomiting, respiratory distress, twitching,
staggering convulsions, coma and death.

7.11 Castor Bean
Castor Bean (Ricinus communis) a.k.a., gourd, African coffee tree, castor-oil
plant palma Christi, koli is found in Africa and India. Castor bean is an
evergreen herbaceous or semiwoody large shrub or small tree that gets up to 40
feet. The huge leaves are palmate, with 5-11 deeply incised lobes. They are
glossy purplish or reddish-green and 12-30 inches across, with long petioles
(leaf stems). Properly prepared and utilized the beans will cause nausa,
vomiting, cramps, drowsiness, circulatory collapse, bloody urine, convulsions,
coma, and death.

7.12 Celandine
Celandine (Chelidonium majus) a.k.a., feonwart, rock poppy, swallow wort,
wort weed is native to Europe and the Mediterranean basin. Greater celandine
plants may reach 30 inches high, with deeply divided, 12 inch long leaves. The
flowers comprise four yellow petals, each about ½ inch long, and are produced
from May to July. The seeds are small and black. Properly prepared and
utilized the plant will cause nausea, vomiting, coma and death.

7.13 Cinchona Bark
Cinchona Bark (Cinchona legeriana) a.k.a., Quinine bark, quina, quinine,
kinakina, China bark, Peruvian bark, Jesuit's bark, quina-quina, calisaya bark,
fever tree is native to South America but is also found in Java, India, East Africa
and Australia. This Peruvian shrub/ small tree has large glossy leaves and
flowers in 3-4 years. The flowers form small fragrant yellow, white or pink
clusters at the end of branches, and are similar to lilacs. The fruits are 1-3 cm
oblong capsules with numerous small, flat, winged seeds. Properly prepared
and utilized the bark can cause nausea, vomiting, hemorrhage, collapse, visual
disturbances, coma and death.

7.16 Cort
Cort (Cortinarius orellanus) a.k.a., cortinarious, fool’s webcap, deadly webcap is
found in Central Europe. The cap of this mushroom is 1 to 3 inches in diameter
and is rusty brown to orange in color. Young specimens contain a pale web
between the cap and the stem. Properly prepared and utilized the mushroom
will cause nausea, vomiting, dizziness, rapid heart-beat, jaundice, bloody urine,
weakness convulsions, coma and death.

7.17 Croton Oil
Croton Oil (Croton tiglium) a.k.a., Mayapple, gamboges, purging croton is
native to Southeast Asia. Croton Oil is obtained from a green tropical shrub.
Properly prepared and utilized the oil causes digestive pain, bloody diarrhea,
violent purging, coma and death.

7.18 Curare
Curare (Strychnos toxifera) a.k.a., pavulon, moonseed is found in Central and
Southern America. This plant is a 36-foot-long tropical liana with simple, oval
leaves, small green blossoms and red spherical bitter fruit. Properly prepared
and utilized the sap and plant will cause paralysis and death due to respiratory
failure.

7.19 Daphne
Daphne (Daphne mezereum) a.k.a., spurge olive, dwarf bay, lebruary daphne,
flax olive, spurge flax, wild peper, spurge laurel, wood laurel, copse laurel is
native to Eurasia, British Isles, and North America. Daphne is a sweet
fragrance, shade-loving woodland plant which can grow to around 4.5 feet. The
flowers are cream white flowers that are densely clustered all along the bare
stems and begin to fade as the young foliage appears. The yellow berries appear
during autumn. Properly prepared and utilized the berries will cause burning
around mouth and lips, abdominal pain, vomiting, bloody diarrhea, weakness,
convulsions, kidney damage, coma and death.

7.20 Death Camas
Death camas (Zygadenus venenosus) a.k.a., Alkali grass, black snake root, soap
plant, poison sego, water lily, wild onion, squirrel food, hog’s potato is found in
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North America. Death camas is an erect perennial herb that grows to a height of
5 to 15 inches. The roots arise form a coated, onion-like bulb. Leaf blades are
basal, smooth, V-shaped in cross-section, grass-like, 2-8 inches long and 2/10
inch wide. Properly prepared and utilized the leaves, stems, bulbs, berries and
flowers will cause increased salivation, weakness, staggering, labored breathing,
coma and death.

7.21 Death Cap
Death cap (Amanita phalloides) a.k.a., fool’s mushroom, destroying angle, death
angle is native to Europe and the Americas. This mushroom has a large and
distinctive fungal fruiting body from 2 to 6 inches across, initially rounded and
hemispherical but flattening with age. Properly prepared and utilized the
symptoms are slow to develop, but eventually turn into stomach pains, violent
vomiting, thirst, yellowing of the eyes, brief unconsciousness and death.

7.22 Elderberry
Elderberry (Sambucus Canadensis) a.k.a., black elder, red-berried elder is found
in North America. Elderberry is a bushy, multi-stemmed, wide spreading shrub
with deciduous compound leaves. It gets 10-15 ft tall with a similar spread. The
leaves are up to a foot long, have 5, 7 or 9 saw toothed leaflets, each about 2-6
in long. Properly prepared and utilized the berries cause dizziness, headache,
nausea, vomiting, cramps, labored breathing, convulsions and death.

7.23 Ergot
Ergot (Claviceps purpurea) a.k.a., Ergot of rye, sansert, St. Anthony’s fire is
native to Europe. Ergot is a fungus that infects grains of rye and related grasses.
Properly prepared and utilized the fungus will cause nausea, vomiting, severe
headaches, numbness, coma, respiratory or cardiac arrest and death.

7.24 Fool’s Parsley
Fool’s Parsley (Aethusa cynapium) a.k.a., dog parsley, wild parsley, fool’s
cicely is native to Europe. Fool’s Parsley is an annual plant that has white,
spindle-shaped root produces a round, slender, glabrous, blue-flecked, branched
stem, 1 to 3 feet high, with alternate, tripinnate leaves. The leaflets are incised,
dark green above and shiny yellow-green beneath. White flowers appear from
June to September. Properly prepared and utilized the plant will cause nausea,
vomiting, convulsions, respiratory arrest, and death.

7.27 Hemlock
Hemlock (Conium maculatum) a.k.a., poison hemlock, lesser hemlock, deadly
hemlock, poison parsley, muskrat weed is found in Europe and Asia. Hemlock
can grow to be about 6 to 10 ft. tall. It has leaves and white flower heads
resembling those of parsnips, carrots, and water hemlock. It has a fleshy, white
taproot, a main stem with characteristic light red spots and a disagreeable smell.
Properly prepared and utilized the fruit and leaves will cause weakness, irregular
heartbeat, muscle pain, labored breathing and death.

7.28 Henbane
Henbane (Hyoscyamus niger) a.k.a., insane root, fetid nightshade, poison
tobacco, stinking nightshade is found from Egypt to India. Henbane is a
biennial grayish-green sticky plant with an unpleasant smell. It produces a huge
amount of seeds–from 10,000 to half a million per plant. Properly prepared and
utilized the roots, seeds and leaves will cause insanity, violence, seizures,
trembling limbs and death.

7.29 Horse Chestnut
Horse Chestnut (Aesculus hippocastanum) a.k.a., buckeye is native to Greece
and Albania is also common in England and North America. Horse chestnut is
a large, deciduous flowering tree which can grow 50' to 75' tall, but 100'
specimens are possible. It has an upright-oval to rounded form. It flowers very
showy, reaching a peak in mid-May having a white color with a blotch of yellow
and red at the base. The fruit is 2" to 2.5" diameter capsules with 1 or 2 seeds
has a dehiscent, spiny husk, light brown in color and matures in September and
October. Properly prepared and utilized the fruit causes restlessness, severe
vomiting, diarrhea, mydriasis, delirium and death.

7.30 Indian Tobacco
Indian Tobacco (Lobelia inflate) a.k.a., eyebright, bladderpod, asthma weed,
lobelia is found in North America. This plant is a summer annual about ½–2½'
tall and more or less erect, with bristly branches. It has blue, red or white
flowers. The leaves are up to 2½" long and 1" across, becoming smaller as they
ascend the stems. Properly prepared and utilized the juice causes nausea,
vomiting, exhaustion, dilation of the pupils, stupor, coma, convulsions and
death.

7.31 Inocybe
7.25 Foxglove
Foxglove (Digitalis purpurea) a.k.a., Fairy cap, fairy bells, fairy glove, fairy
finger, fairy thimbles is found in Europe and North America. Foxglove is a
biennial herb with alternate, simple, toothed leaves; flowers in a showy,
terminal, elongated cluster, each tubular, pendent, purple, pink, rose, yellow, or
white and spotted inside bottom of the tube; fruit a capsule. Properly prepared
and utilized the leaves will cause headache, nausea, vomiting, diarrhea, blurred
vision, delirium, irregular pulse, aberrant color vision and eventually death.

7.26 Galerinas
Galerinas (Cortinarius speciosissimus) a.k.a., deadly cort, deadly galerina,
deadly lawn galerina is found mainly in Europe and Northwest United States.
The colors of this fungus are brick orange to rusty orange in every part; the cap
is usually conical or distinctly umbonate; the gills are rusty and the stipe shows
some typical yellowish veil bands. Properly prepared and utilized the
mushroom causes kidney failure, with symptoms of headaches, pains in back
and joints and eventually death.

Inocybe (Inocybe nappies) a.k.a., Caesar’s fiber head, torn fiber head, scaly fiber
head is a mushroom found in the Europe and North America. Inocybe comes in
various shades of brown, although some lilac or purplish species exist. Caps are
small and conical, though flattening somewhat in age, generally with a
pronounced raised central knob. The cap often appears fibrous or frayed.
Properly prepared and utilized Inocybe causes sweating, salivation, stupor,
discoloring of face and lips, loss of consciousness, and eventually death by
cardiac arrest.

7.32 Ipecac
Ipecac (Cephaelis ipecacuanha) a.k.a., emetine is native to Brazil but quickly
spread throughout Europe and the Americas. Ipecac is a low shrubby plant with
distinctive, knobby, dark-brown roots. Properly prepared and utilized the
berries and juice of the plant causes nausea, vomiting, fatigue, low blood
pressure, collapse, loss of consciousness and death.
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7.33 Jimsonweed

7.38 Mistletoe

Jimsonweed (Datura stramonium) a.k.a., Devil’s trumpet, stinkweed, thorn
apple, mad apple, Zombie's Cucumber is found in most warm climates.
Jimsonweed is, on average, 12 to 60 inches tall with erect, forking and purple
stems. The leaves are large, 3 to 8 inches long and have irregular teeth similar
to those of oak leaves. The flowers are trumpet-shaped, white to purple, and 2-5
inches long. The flowers open and close at irregular intervals during the
evening, earning the plant the nickname Moonflower. The fruit are walnutsized, egg-shaped, and covered in prickles, they split into four chambers, each
with a few kidney-shaped seeds. All parts of the plant emit a foul odor when
crushed or bruised. Properly prepared and utilized the juices and leaves will
cause headache, vertigo, extreme thirst, dry skin, dilated pupils, blurred vision,
loss of sight, mania, delirium, frowziness, convulsions, coma and death.

Mistletoe (Phoradendron flavescens) are found in the Western Hemisphere,
Mistletoes are green, flowering plants that require a living host. Some are rather
specific and grow on only a single genus of tree; others occur on a wide range of
hardwood species. It usually produces a tangled mass of narrow, branching
stems - sometimes green but usually tawny brown, with small, scale-like leaves.
It is an evergreen plant. It eventually attains such a size that it kills the major
branches of its host - or even the whole tree. Properly prepared and utilized the
berries cause vomiting, slowed pulse, diarrhea and paralysis but rarely death.

7.34 Larkspur
Larkspur (Delphinium consolida) a.k.a., delphinium, stagger weed is native to
North America and Southern Europe. Larkspur plant has slender, erect stems,
bearing in summer racemes of graceful, bright blue flowers, 1-2 feet tall.
Properly prepared and utilized the young leaves and mature seeds cause burning
in the mouth, nausea, vomiting, labored breathing, itching, cyanosis and death.

7.35 Lily of the Valley
Lily of the Valley (Convallaria majalis) a.k.a., Our Lady's tears is native to
Northern hemisphere. Lily of the Valley is a herbaceous perennial plant. The
stems grow to 15-30 cm tall, with two leaves 6-10 inches long, and a raceme of
5-15 flowers on the stem apex. The flowers are white (rarely pink), bell-shaped,
2/10 – 4/10 inch in diameter, and sweetly scented; flowering is in late spring.
The fruit is a small red berry 2/10 to 3/10 of an inch diameter. Properly
prepared and utilized the leaves cause hot flushes, irritability, headache,
hallucination, red skin, cold clammy skin, dilated pupils, vomiting, nausea,
coma and death.

7.36 Mandrake
Mandrake (Mandragora officinarum) a.k.a., Devil’s apple, loveapple, mayapple
is a native of Southern Europe and the Levant. It was cultivated in England by
1562. It has a large, brown root, somewhat like a parsnip, running 3 or 4 feet
deep into the ground, sometimes single and sometimes divided into two or three
branches. Immediately from the crown of the root arise several large, darkgreen leaves which when grown are a foot or more in length and 4 or 5 inches in
width. They are sharp pointed at the apex and of a fetid odor. From among
these leaves spring the flowers, each on a separate foot-stalk, 3 or 4 inches high.
They are somewhat of the shape and size of a primrose, the corolla bell-shaped,
cut into five spreading segments, of a whitish color, somewhat tinged with
purple. They are succeeded by a smooth, round fruit, about as large as a small
apple, of a deep yellow color when ripe, full of pulp and with a strong, applelike scent. Properly prepared and utilized the stem, flower, leaves and unripe
fruit will cause diarrhea, vomiting, sedation, coma and death.

7.37 Meadow Saffron
Meadow Saffron (Colchicum autumnale) a.k.a., autumn crocus, fall crocus,
naked ladies is found through Eurasia as well as the England, Wales and
Scotland. Meadow saffron is a perennial herb with basal, slender leaves;
flowers long- tubular, 6-parted, purple-pink to white, flowering in autumn.
Properly prepared and utilized the bulb will cause burning in the throat, intense
thirst, vomiting, bloody diarrhea, reduced urine output, heart failure, delirium,
sensory disturbances, convulsions, respiratory failure and death.

7.39 Moonseed
Moonseed (Menispermum canadense) a.k.a., yellow parilla is found in North
America. Moonseed is a climbing woody vine with thin stems. The leaves are
broadly ovate, 3-7 lobed, 4-8 inches long and about as wide, dark green above
and pale green below. The flowers are small, numerous, greenish, blooming in
late spring. The fruits drupes, black and about 0.4 inch in diameter when
mature in late summer. The single seed somewhat resembles a quarter moon. .
Properly prepared and utilized the fruit and leaves will cause bloody diarrhea,
convulsions, shock and eventually death.

7.40 Monkshood
Monkshood (Aconitum napellus) a.k.a., Wolfbane, aconite, blue rocket. Friar's
Cap. Auld Wife's Huid is found in the Northern Hemisphere’s Temperate zone.
Monkshood is a hardy perennial, with a fleshy, spindle-shaped root, pale
colored when young, but subsequently acquiring a dark brown skin. The stem is
about 3 feet high, with dark green, glossy leaves, deeply divided in palmate
manner and flowers in erect clusters of a dark blue color. Properly prepared and
utilized the leaves and root will cause burning and tingling, nausea, vomiting,
blurred vision, paralysis, dim vision, chest pain, giddiness, sweating
convulsions and death

7.41 Mountain Laurel
Mountain Laurel (Kalmia latifolia) a.k.a., calico bush, poison laurel, ivy bush,
mountain ivy, sheep laurel, lambkill, calfkill is found throughout North
America. Mountain Laurel is a bushy native shrub, which is grown for its
showy flowers. The leaves are oval, dark green, glossy, to 5 inches long. Pink
cup-shaped flowers are held in large corymbs 3 to 4 inches across open from
May to June. Properly prepared and utilized the leaves, flowers and pollen
causes digestive distress, labored breathing, slowed heartbeat, kidney failure,
depression, convulsions, paralysis, coma and death.

7.42 Oleander
Oleander (Nerium oleander) a.k.a., Jericho rose, dogbane is native to Asia and
North Africa. Oleander is a fast growing evergreen shrub can reach up to 20
feet tall. It forms a rounded mound to about 10 feet wide. It is a tough, versatile
plant with showy summertime flowers in white, red, pink, salmon and light
yellow. Leathery, lance shaped leaves range from about 4-10 inches long.
Properly prepared and utilized the plant causes sweating, vomiting, bloody
diarrhea, unconsciousness, respiratory failure and death.

7.43 Panther Mushroom
Panther Mushroom (Amanita pantherina) a.k.a., fly agaric is found in Erurope
and the Pacific Northwest and North America. Amanita pantherina is an
impressive mushroom species with a brownish or yellowish brown cap that is
covered with white warts. Properly prepared and utilized the mushroom loweres
blood pressure, slows heart rate, nausea, and diarrhea, dizziness, convulsion,
delusion, violent headache, blurred vision, convulsions and coma. Death only
occurs in large doses.
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7.44 Paternoster Pea

7.49 Rhododendron

Paternoster Pea (Abrus precatorius) a.k.a., jequirity bean, lucky bean, prayer
bean, love bean, rosary pea, precatory bean, cab’s eyes, bead vine, mieniemienie Indian bean, black-eyed Susan, wild licorice, Seminole bean, weather
plant, Indian licorice is common in Africa and Asia, parts of Central America,
North America, Southern Europe and India. Paternoster pea is a deciduous
vine, it climbs to 11 feet. The stem is slender and twining; the leaves are fernlike, pinnate and 5 inches long and comprise many small leaflets each 1 inch
long; the flowers are purplish and pea shaped, occurring in dense clusters up to
4 inches long, containing bright red seeds with a black spot. Properly prepared
and utilized the seed causes diarrhea, nausea, vomiting, convulsion,
hemorrhages, coma and death.

Rhododendron (Rhododendron ponticum) a.k.a., Azalea are found virtually
everywhere in the Northern hemisphere. Rhododendron forms a compact shrub
to 15 feet in open areas, leggy in the shade. The bark is rough brown to dark
brown. The leaves are elliptic to oblong, a good dark green, above and paler
beneath. The flowers are 1- 2 inches long with color ranging from lilac pink to
pinkish purple in shades from pale to deep, and occasionally white. Properly
prepared and utilized the plant will cause nausea, irritation drooling, vomiting,
paralysis, lowered blood pressure, diarrhea, seizure, coma and death.

7.45 Poinsettia

Rhubarb (Rheum rhaponticum) a.k.a., pie plant is found in northern climates
and is originally from Asia. The leaves are large and somewhat heart-shaped
and the plant may grow to a height of several feet. It is a perennial and the
young, tender petioles are pink when ripe. Properly prepared and utilized the
leaves cause burning of the mouth, nausea, vomiting, hemorrhage, weakness,
labored breathing, kidney irritation, depressed heart rate and death.

Poinsettia (Euphoria pulcherrima) a.k.a., Cuetlaxochitl , Christmas plant, prayer
plant is native to Mexico and Central America. Poinsettia is a sub-tropical
shrubs, typically reaching a height of 2 to 16 feet. The plant bears dark green
dentate leaves that measure 3 to 6 inches in length. The top leaves, known as
bracts, are flaming red, pink, or white and are often mistaken as flowers.
Properly prepared and utilized milky sap will cause headache, lassitude,
vomiting, stomach pain, cerebral edema, stupor, coma, convulsion and death.

7.46 Poison Ivy & Oak
Poison ivy (Toxicodendron radicans) is native to North America. Poision Ivy is
is a woody vine which can grow to about 4 feet tall, as a groundcover 4-10
inches high, or as a climbing vine on various supports. Poison ivy (and oak)
rarely grow at altitudes above 5,000 feet. Properly prepared and utilized the oil
from these plants will cause a rash, itching and blistering for a period of two
weeks but is never fatal. 500 people could itch from the amount covering the
head of a pin. Upwards of 90% of people are allergic to urushiol oil, it's a
matter of time and exposure.
Poison Oak (Toxicodendron diversilobum) grows in moist, warm places in
North America. Poison Oak by its trademarked a three leaf pattern, bright green
with whitish green flowers clustered on the stems in the spring, yellow-green,
pink, or reddish colors on some of the leaves, with small white or tan berries in
the summer, fruit becomes darker, the leaves turn bright red or russet brown in
the fall. Properly prepared and utilized the oil from these plants will cause a
rash, itching and blistering for a period of two weeks but is never fatal.

7.47 Pokeweed
Pokeweed (Phytolacca Americana) a.k.a., Poke, inkberry, pokeberry, pigeon
berry, American nightshade is native to North America, Europe and Southern
Africa. Pokeweed is a large, smooth, branching herb from a large, perennial
rootstock, and with green, red, or purple stems; leaves alternate and simple;
flowers white, on a long stem, more or less erect; fruit a dark purple berry
composed of 5-12 segments fused in a ring, the stem drooping. Properly
prepared and utilized the roots and leaves will cause cramps, nausea, vomiting,
diarrhea, labored breathing, weakness, spasms, convulsions and death.

7.48 Privet
Privet (Ligustrum vulgare) a.k.a., Prim, lovage, hedge plant is native to northern
Europe and Africa. Privet is an evergreen shrub with medium sized leaves and
clusters of creamy-white flowers in July which flowers in July and has long
bunches of shining black fruits in winter. It can grow up to 15 feet high.
Properly prepared and utilized the berries will cause vomiting, watery stools,
colic, kidney damage, lowered blood pressure and death.

7.50 Rhubarb

7.51 Savin
Savin (Juniperus Sabina) a.k.a., Savin oil is native to the mountains of central
and southern Europe and western and central Asia. Savin is a narrow-leaved
evergreen shrub growing to a heath of about 5 feet. It is in leaf all year and
flowers in April. The seeds ripen in October. Properly prepared and utilized the
plant causes convulsions, bloody urine, kidney failure and death.

7.52 Spindle Tree
Spindle Tree (Euonymus europaeus) is found in Europe and America. Spindle
is a green-stemmed deciduous small tree with inconspicuous flowers in May. It
can be very showy in autumn with red leaves. Properly prepared and utilized
the bark will cause the watery and bloody diarrhea, colic, vomiting, fever,
convulsions, liver damage and death.

7.53 Star of Bethlehem
Star of Bethlehem (Ornithogalum umbellatum) a.k.a., dove’s dung, summer
snowflake, nap at noon native to the Middle East and other warm climates. Star
of Bethlehem is a perennial from a bulb that is often misidentified as a grass or
as wild garlic or wild onion. The bulbs are oval-shaped. The leaves are shiny,
dark green, and have a distinct white midrib. Leaves are approximately 4 to 12
inches long, and are hollow in cross section. Properly prepared and utilized the
bulb causes labored breathing and death.

7.54 Tanghin
Tanghin (Tanghinia venenifera) a.k.a., Ordeal bean of Madagascar is found in
Madagascar and Hawaii. Tanghin is a small evergreen tree that can grow to 20
feet. The flower is star-shaped and the fruit is purplish, tinged with green.
Properly prepared and utilized the seeds will cause headache, nausea, vomiting,
diarrhea, blurred vision, delirium, irregular pulse, aberrant color vision and
eventually death.

7.55 Tansy
Tansy (Tanacetum vulgare) is native to Europe and Asia. Tansy is a perennial
herbaceous flowering plant. Tansy has finely divided compound leaves and
yellow, buttonlike flowers. It has a stout, somewhat reddish, erect stem, usually
smooth, 18 to 50 inches tall, and branching near the top. The scent is similar to
that of camphor with hints of rosemary. Properly prepared and utilized the
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leaves and flowers will causes convulsions, frothing at the mouth, spasms,
dilated pupils, erratic pulse, kidney damage and death.

7.56 Turbantop
Turbantop (Gyromitra esculenta) a.k.a., false morel is found in Central Europe,
England, Scandinavia and North America. Turbantop is a springtime
mushroom. It has a brainlike, reddish brown, irregular cap, and the stem is not
massive in proportion to its cap. Properly prepared and utilized the fungi causes
vomiting, diarrhea, convulsions, kidney damage, coma and death.

7.57 Water Hemlock
Water Hemlock (Cicuta maculata) a.k.a., beaver poison, cowbane, musquash
root, locoweed in found in North America in wet or swampy ground. Water
hemlock is a perennial herb with short tuberous roots and purple-striped or mottled, hollow stems with cross-partitions at the nodes. The leaves alternate,
clasping the stem, 2-3 pinnately divided, the leaflets with the veins ending in the
notch between the teeth; flowers small, white, in umbrella-like clusters.
Properly prepared and utilized the root will cause nausea, vomiting, diarrhea,
dilated pupils, labored breathing, frothing at the mouth, irregular pulse,
convulsions and death.

7.58 White Snakeroot
White Snakeroot (Eupatorium rugosum) a.k.a., white sanicle is native to Eastern
North America. White snakeroot is an erect, branched herb usually about 3 feet
tall but varying from 1 to 5 feet. It has slender, round stems and branches
bearing pointed, oval, oppositely placed leaves. These leaves, 3 to 5 inches long
and petioled, are sharply toothed on the margins. The roots are fibrous, coarse,
and shallow. In late summer, numerous small heads of minute white flowers
appear at the top of the stem and the ends of the branches. Later the flowers are
replaced in the heads by small black seeds each with a crown of soft white hairs.
Properly prepared and utilized the snakeroot will cause weakness, nausea,
vomiting, constipation, tremors, delirium and death.

7.59 Yellow Jasmine
Yellow Jasmine (Gelsemium sempervirens) a.k.a., evening trumpet flower, wild
woodbine is found everywhere but North America and Antarctica. Yellow
Jasmine is a woody vine, trailing or high climbing evergreen. The glossy rich
green leaves are narrow oblongs with pointed tips and are 2-3 inches long by 0.5
inches wide. The flowers are yellow, highly aromatic, funnel-shaped with 5
lobes. The fruit is a thin, flattened capsule. Properly prepared and utilized the
plant causes weakness, headache, tremors, dryness of the skin and mouth,
paralysis of the tongue, labored breathing, anxiety, convulsions and death.

7.60 Yew
Yew (Taxus baccata) a.k.a., ground hemlock is found through the Northern
hemisphere. Yew trees are conifers that grow very slowly and live for many
hundreds of years, with a terminal height of 30 to 60 feet. Some old yew trees
are believed to be over 2000 years old. Longbows are made from yew, and this
durable wood has been used in turning wooden bowls. It has thin scaly brown
bark. Yes has a naked ovoid seed 1/4 inch long, surrounded by a bright red,
fleshy aril, maturing in late summer, persistent through fall. Properly prepared
and utilized the plant causes nausea, vomiting, diarrhea, giddiness, stomach
pain, dilated pupils, weakness, convulsion, shock, coma and death.

8

Spores

A spore is a reproductive structure that is adapted for dispersion and surviving
for extended periods of time in unfavorable conditions. Spores form part of the

life cycles of many plants, algae, fungi and some protozoans. All known
varieties are not immediately fatal, even the mummy’s curse (Aspergillus or
Cephalosporium) took many days to affect their victims. It is always possible
that a rare variety of one of the below could be highly toxic and virulent.

8.1

(Aspergillus)

A genus of fungi containing approximately 150 recognized species. Members of
this genus have been recovered from a variety of habitats, but are especially
common as saprophytes on decaying vegetation, soils, stored food, feed
products in tropical and subtropical regions. Some species are parasitic on
insects, plants and animals, including man. All of the species contained in this
genus should be considered allergenic. Various Aspergillus species are a
common cause of extrinsic asthma. Acute symptoms include edema and
bronchiospasms. Chronic cases may develop pulmonary emphysema. Members
of this genus are reported to cause a variety of opportunistic infections of the
ears and eyes. Sever pulmonary infections may also occur. Many species
produce mycotoxins that are associated with disease in humans and other
animals. Toxin production is dependent on the species or a strain within a
species and on the food source for the fungus. Some of these toxins have been
found to be carcinogenic in animal species. Several toxins are considered
potential human carcinogens.

8.2

Black Mold (Stachybotrys
Chartarum)

Several strains of this produce a trichothecene mycotoxin- Satratoxin H - which
is poisonous by inhalation. The toxins are present on the fungal spores. This is a
slow growing fungus on media. It does not compete well with other rapidly
growing fungi. The dark colored fungi grows on building material with a high
cellulose content and a low nitrogen content. Areas with relative humidity above
55% and are subject to temperature fluctuations are ideal for toxin production.
Individuals with chronic exposure to the toxin produced by this fungus reported
cold and flu symptoms, sore throats, diarrhea, headaches, fatigue, dermatitis,
intermittent local hair loss, and generalized malaise. The toxins produced by this
fungus will suppress the immune system affecting the lymphoid tissue and the
bone marrow. Animals injected with the toxin from this fungus exhibited the
following symptoms: necrosis and hemorrhage within the brain, thymus, spleen,
intestine, lung, heart, lymph node, liver, and kidney. The mycotoxin is also
reported to be a liver and kidney carcinogen. Affects by absorption of the toxin
in the human lung are known as pneumomycosis. This organism is rarely found
in outdoor samples. It is usually difficult to find in indoor air samples unless it
is physically disturbed. The spores are in a gelatinous mass. Appropriate media
for the growth of this organism will have a high cellulose content and a low
nitrogen content. The spores will die readily after release. The dead spores are
still allergenic and toxigenic. Percutaneous absorption has caused mild
symptoms.

8.3

(Cephalosporium)

Cephalosporium, also known as Acremonium, is allergenic. It can produce a
trichothecene toxin which is toxic if ingested. Symptoms include nausea,
vomiting, and diarrhea. It can produce mycetomas, infections of the nails,
onychomycosis, corneal ulcers, eumycotic mycetoma, endophthalmitis,
meningitis, and endocarditis.

8.4

(Penicillium)

A wide number of organisms have placed in this genera. Identification to
species is difficult. Often found in aerosol samples. Commonly found in soil,
food, cellulose, and grains. It is also found in paint and compost piles. It may
cause hypersensitivity pneumonitis and allergic alveolitis in susceptible
individuals. It is reported to be allergenic. It is commonly found in carpet,
wallpaper, and in interior fiberglass duct insulation. Some species can produce
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mycotoxins. Common cause of extrinsic asthma. Acute symptoms include
edema and bronchiospasms, chronic cases may develop pulmonary emphysema.

10.2 Kudzu (Pueraria lobata)

8.5

The vine that smothered the South, is now spreading through the Northeast and
Midwest. It has large lobed leaves in groups of three, thick stems, flowers that
resemble wisteria, and hairy, bean-like seedpods in fall. It grows extremely
rapidly both above and below ground, and can pull down trees.

Puffball (Lycoperdon)

The genus name translates "Wolf" (Lyco) & "burst of wind" (perdon), "Wind of
the Wolf" or "wolf-farts." These start out as edible dense flattened mushrooms
with no stem visible above ground. When they are ripe, the outer skin becomes
papery, the interior dries out so that the whole round fungus is lighter than
paper, and it lets go of its rooting so that it can blow about releasing spores from
the hole that bursts open at the top and secondarily at the bottom where it was
formerly attached to the ground.
Puffballs will spew a cloud of spores if tramped by animals or picked up &
squeezed. A childrens' myth holds that if you breathe the spores of a puffball,
you'll turn into one, or mushrooms will grow inside you. The spores in the lungs
can cause respiratory distress & even germinate as far as the hypae stage. If
they are eaten once they begin to reach the spore stage, they can be very mildly
poisonous.

9

Thorny Plants

Thorny plants that can cause painful injuries include roses, black locust and
honeylocust trees and blackberry bushes.

9.1

Argentine mesquite

10.3 Oriental bittersweet (Celastrus
orbiculatus)
A deciduous, twining vine that can grow to five inches in diameter and up to 60
feet long. It is differentiated from American bittersweet by its yellow and red
fruits, which appear all along the stems.

10.4 Poison Ivy (toxicondendron
radicans)
This plant grows as a vine that climbs trees, a ground cover, or an upright shrub.
Although its leaves are somewhat variable, they normally appear as three
leaflets. This plant produces small, off-white flowers and later yellow-white
berries that are usually hidden by the foliage. In fall, leaves turn a brilliant red.

10.5 Yellow Starthistle (Centaurea
solstitialis)

Argentine mesquite has 3-inch thorns that provide a real barrier

9.2

Cactus, Prickly Pear

9.3

Catclaw Acacia

10.6 Wisteria (Wisteria sinensis, W.
floribunda)
Both varieties both become heavy, woody vines that can pull down a large tree.

These small shrubs hide their spikes under beautiful leaves and yellow
blossoms. The catclaw is also called 'wait-a-minute-bush'. When the thorns
catch your skin or clothing, you must back up to get away from them.

9.4

Jumping Cholla

9.5

Pyracantha

Pyracantha, also known as the fire thorn bush

10 Vines & Creepers
Vines and Creepers grow at alarming rates. It is common knowledge that some
can grow so fast that they can ensnare animals and creatures.

10.1 Devil’s Tail Tearthumb (Polygonum
perfoliatum)
Devil’s Tail Tearthumb is a rapidly growing annual vine with triangular leaves,
barbed stems, and turquoise berries in August which are spread by birds. It
quickly covers and shades out herbaceous plants.
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Section III: Animals
Animals include the higher life forms we are all familiar with, but it also
includes some which GMs and player alike might wonder where they belong.
Specifically, animals include: coelenterates flatworms, mollusks, annelids,
arthropods, echinoderms, and chordates. Coelenterates are primitive aquatic
animals, e.g., jellyfish, sea anemones, and coral. Flatworms have bilateral
symmetry and include flukes, tapeworms, and planarians. Mollusks tend to
have a shell and include, snails, clams, oysters, scallops, octopus, and squids.
Annelids are segmented worms and include: earthworms, and various marine
worms. Arthropods have jointed legs and hard exoskeletons, e.g., Spiders,
scorpions, crabs, lobsters, crayfish, centipedes, millipedes, and insects.
Echinoderms are strictly marine and includes: sea stars, sand dollars, sea
urchins, sea cucumbers and a variety of other forms. Chordates are vertebrates,
animals that have a skeleton, particularly a backbone. This includes most of
animals people think of, e.g., fish, frogs, salamander, snakes, lizards, turtle,
alligator, bards, and mammals. In general an animal’s alignment is neutral.
ORS™ specifically excludes humans from this group for playability reasons.
Animals have been sub-divided by gross geologic period. ORS groups items
based on Mesozoic Era, Tertiary Period, Pleistocene, and the Holocene. The
Mesozoic Era is from 248 to 65 million years ago (MYA), and contains the
Triassic, Jurassic and Cretaceous periods. The Tertiary period is from 65 to 1.8
MYA and contains the Paleocene, Eocene, Oligocene Miocene and Pliocene
epochs. The Pleistocene is from 1.8 MYA to 10,000 years ago. Finally the
Holocene is from 10,000 years ago to the present.

11.6 Brachiosaurus

11.7 Brontosaurus

11.8 Camarasaurus

11.9 Centrosaurus

11.10 Ceratosaurus

11 Mesozoic Era
Mesozoic means "middle animals", and is the time during which the world
fauna changed drastically from that which had been seen in the Paleozoic.
Dinosaurs, evolved in the Triassic, but were not very diverse until the Jurassic.
Except for birds, dinosaurs are thought to be extinct at the end of the
Cretaceous.

11.11 Cetiosaurus

11.12 Chasmosaurus

11.1 Allosaurus
11.13 Coelophysis
11.2 Ankylosaurus
11.14 Compsognathus
11.3 Archaeopteryx
11.15 Deinonychus
11.4 Archelon (Giant Turtle)
11.16 Diplodocus
11.5 Baryonyx
11.17 Edmontosaurus

Copyright 2002-2012 Dreamborn, All rights reserved. No reproduction without explicit permission.
24

ORS

11.18 Euoplocephalus

11.32 Psittacosaurus

11.19 Icthyosaur

11.33 Pteranodon

11.20 Iguanodon

11.34 Sauropterygia

11.21 Lambeosaurus

11.22 Masasaurs
11.23 Monoclonius

11.24 Nothosaurs

11.25 Omnivoropteryx

11.26 Oviraptor

11.35 Stegosaurus
11.36 Styracosaurus

11.37 Triceratops

11.38 Troodon

11.39 Tyrannosaurus Rex

11.40 Velociraptor

11.27 Pachycephalosaurs

12 Tertiary
11.28 Palaeoscincus

11.29 Parasaurolophus

11.30 Placodonts

The extinction at the end of the Cretaceous opened numerous ecological niches.
These were filled mostly by mammals, which underwent dramatic evolutionary
changes. During the Tertiary, the last phase of the breakup of Pangea was
accompanied by several continental collisions. North America and Greenland
split from each other and from Europe, while Arabia was rifting away from
Africa. These continental movements also formed the Gulf of Mexico, the
African Rift Valley, and the Red Sea, while rifting in Japan opened the Sea of
Japan. Elsewhere, multiple small land masses and continents collided, resulting
in several mountain chains that we know today, such as the Pyrenees, Alps, and
Zagros Mountains. The largest and fastest collision brought India crashing into
Southeast Asia, forming the Himalayas and Tibetan Plateau.

12.1 Andrewsarchus

11.31 Pleisiosaur
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12.2 Basilosaurids

13.2 Beaver, Giant

12.3 Brontothere

13.3 Bison, Long-Horned

12.4 Diatryma

13.4 Brontotherium

12.5 Dinocerata

13.5 Dire Wolf

12.6 Dorudontids

13.6 Doedicurus

12.7 Entelodont

13.7 Genyornis

12.8 Indricotherium

13.8 Haast Eagle

12.9 Megalodon

12.10 Mesonychia

13.9 Irish Elk

13.10 Lion, American

13.11 Mammoths & Mastodons

13 Pleistocene
Pleistocene life forms were extremely close to modern ones, i.e., many insects,
mollusks, birds, mammals, and others survive to this day. Yet the Pleistocene
was also characterized by the presence of distinctive large land mammals and
birds.

13.12 Rhinoceros, Woolly

13.1 Bear

13.13 Sabertooth Cat (Smilodon Fatalis)

13.1.1

Cave Bear

13.14 Sloth, Giant Ground
13.1.2

Short-Faced Bear

13.15 Stag-Moose
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13.16 Terator

14.7 Barracuda

14.8 Bat

14 Holocene
14.8.1

Carnivorous Bats

14.8.2

Fruit Bats

14.1 Ant

14.8.3

Insectivorous Bats

14.2 Ant-Lion

14.8.4

Vampire Bats

The Holocene is the name given to the last ~10,000 years of the Earth's history - the time since the end of the last major glacial epoch, or "ice age." For each
listing below there will be mythical ‘Giant’ variety that will be 10 times
larger in size. If a giant variety truly existed in the Pliestocene it should be
under that section with a comment indicating that under the Holocene
variety.

Base it on the real insect, normal and giant sized

14.3 Ape

14.9 Bear

Apes are the members of the Hominoidea superfamily of primates.

14.3.1

14.3.2

14.9.1

Asiatic Black Bear

14.9.2

Black Bear

14.9.3

Brown Bear

14.9.4

Panda Bear

14.9.5

Polar Bear

Chimpanzee

Gibbons

14.3.3

Gorilla

14.3.4

Orangutan

14.4 Armadillo

14.5 Baboon

14.10 Beaver

14.11 Bee
14.11.1

14.6 Badger

African Bee

Aka the killer bee

14.11.2

Bumblebee
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14.11.3

Honeybee

14.14.3

14.11.4

Stingless Bee

14.15 Camel

14.12 Beetle

Water Buffalo

14.15.1

Bactrian Camel

Dromedary Camel

The following should be described as a minimum.

14.12.1

Blister Beetle

14.15.2

14.12.2

Bombardier Beetle

14.16 Canidae

14.12.3

Scarab Beetle

14.12.4

Stag Beetle

14.12.5

Tiger Beetle

14.12.6

Water Beetle

Members of this family are called canids and include coyotes, dingoes, dogs,
foxes, jackals, lycaons, and wolves. Canids evolved from Tomarctus around 1530 million years ago which evolved from Cynodictis 30 to 40 million years ago.
Cynodictis “the dawn dog” was smaller than today’s wolf and its long body
resembled a weasel. Tomarctus was much more wolf like. The dire wolf
branch is a parallel evolution along side wolves. The Canidae family is divided
into the "true dogs" (or canines) of the tribe Canini and the "foxes" of the tribe
Vulpini. All canids are primarily carnivores although based on abundance of
prey they may become opportunistic omnivores. Their primary weapon is their
teeth which is used for killing prey, chewing, gnawing bones and fighting. Most
canids have long legs suited for running, and are termed “dentigrade”, i.e., they
walk on their toes. They have five claws on the front feet and four on the hind.
Canids are susceptible to more than one hundred diseases and parasites,
including roundworm, tape worm, flatworm, mange, mites, ticks, fleas,
distemper, rabies, cataracts, oral papillomatosis, tularemia, bovine tuberculosis,
arthritis, cancer, rickets, pnumonia, Lyme disease, and many other ailments.

14.16.1

14.13 Boar
14.13.1

Domesticated Pig

14.13.2

Wild Boar

14.14 Buffalo

14.14.1

African Buffalo

14.14.2

American Bison

Coyote

The coyote, also known as the prairie wolf, is a carnivorous mammal. A
coyote's pelt varies from grayish brown to a yellowish gray on the upper parts,
while the throat and belly are white. The forelegs, sides of head, muzzle and feet
are reddish brown. The back has tawny colored underfur and long, black-tipped
guard hairs that form a black dorsal stripe and a dark cross on the shoulder area.
Coyotes typically grow from 29 -40 inches in length (not including tail) and
weigh 16-47 pounds, the small numbers being the female. A coyote may reach
speeds up to 40 mph, and can jump over 12 feet
Coyote Initial Talents/Flaws/Potential
Talent/Flaw
Speed
Agility
Vitality
Strength
Endurance
Eloquence
Intuition
Reasoning
Creativity
Morality
Spirituality
Age
Gestation Period
Healing Rate
Hearing, Standard
Mana
Maturity
Natural Weapons
Reproductive Rate
Sense, Direction
Awareness, Active
Awareness, Passive

Cost (DP)
100
150
100
130
150
-175
-65
-75
-116
-69
-75
-3
-35
10
20
0
2
30
8
10
10
10

Result
+1.0z
+1.5z
+1.0z
+1.3
+1.5z
-1.75
-0.65z
-0.75
-1.16z
-0.69z
-0.75z
10 yrs
62 days
+1.0z
+2.0z
-3.0z
1 years
3.0z
1/ year
-1.0z
-1.0z
-1.0z
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Balance
Codex, All (-10 DP/Noun & Verb)
Hiding
Hunting
Jumping, Horizontal
Jumping, Vertical
Landing
Muscle Memory
Navigation
Stalking
Survival
Unarmed, Strikes
Walking/Jogging/Running
Sight, Standard
Sleep Required
Smell, Standard
Vision, Binocular
Vision, Lowlight
TOTAL (must be zero)

10
-280
10
10
10
10
10
10
10
10
10
10
10
-10
-2
35
0
20
0

-1.0z
-3.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
10hr/day
+3.5 z
0.0z
+2.0z

Habitat
Coyotes are found throughout North and Central America, ranging from Panama
in the south, north through Mexico, the United States, and Canada. They tend
to travel along game trails and can range as much as 11 miles in diameter
around their den.

Ecology/Psychology
Coyotes are primarily nocturnal but can occasionally be seen during daylight
hours. Coyotes and wolves territories can overlap but wolves tend to have
priority. Coyotes can coexist with humanoids better than wolves. Both species
will kill each other's pups given the opportunity. Coyotes average lifespan is 10
years. The female comes into heat for around 1 week during February thru
March and the gestation period is around 62 days. Litters range from 1 to 15
pups with an average of 6. The pups eyes open after 10 days and they will
emerge from the burrow after 3 to 4 weeks. Pups are full grown after 9 months
and reach sexual maturity after 12 months. Coyotes primarily eat small
mammals, e.g., cottontails, thirteen-lined ground squirrels, and white-footed
mice, and occasionally fruits, vegetables, birds, snakes, large insects and other
large invertebrates. Though they will consume large amounts of carrion, they
tend to prefer fresh meat. If hungry coyotes will prey on domesticated sheep,
goats, and cattle. Cougars, wolves, humanoids and supernatural entities will
attack and kill coyotes. Coyotes will usually attack dogs their size or smaller
and have been known to occasionally attack large, powerful breeds. Dogs are
usually at a disadvantage against coyotes in physical confrontations, due to the
fact that coyotes have larger canine teeth and are generally more practiced in
hostile encounters.

Society/Culture
Coyotes tend to roam in small groups called bands, whose members will
occasionally disperse and later regroup. Coyotes frequently take over and
modify the burrows of other ground dwellers, e.g., badger, but are capable of
digging their own burrows. Coyote’s vocal communication consists of high
pitched yowls, yips, yelps and barks. They tend to be most vocal at dusk or
night and during the mating season. Coyotes hunt both individually and in
small teams depending on the size of the prey.

14.16.2

Dingo

The dingo, also known as the Australian wild dog, is a carnivorous mammal and
appears to be a relatively pure-bred descendant of one of the earliest
domestications of the wolf. A dingo's pelt is golden-orange or ginger in color.
Most dingoes have white markings on the chest, feet, and the tip of the tail.
Dingoes have a lean, athletic build and erect ears. Dingoes typically grow from
34 -48 inches in length (not including the tail), 17-25 inches tall at the shoulder,
and weigh 21-43 pounds, the small numbers being the female. They are
extremely agile and are known to climb trees.
Dingo Initial Talents/Flaws/Potential
Talent/Flaw
Speed
Agility

Cost (DP)
95
125

Result
+0.95z
+1.25z

Vitality
Strength
Endurance
Eloquence
Intuition
Reasoning
Creativity
Morality
Spirituality
Age
Gestation Period
Healing Rate
Hearing, Standard
Mana
Maturity
Natural Weapons
Reproductive Rate
Sense, Direction
Awareness, Active
Awareness, Passive
Balance
Codex, All (-10 DP/Noun & Verb)
Hiding
Hunting
Jumping, Horizontal
Jumping, Vertical
Landing
Muscle Memory
Navigation
Stalking
Survival
Unarmed, Strikes
Walking/Jogging/Running
Sight, Standard
Sleep Required
Smell, Standard
Vision, Binocular
Vision, Lowlight
TOTAL (must be zero)

130
130
170
-175
-75
-75
-125
-69
-75
-3
-35
11
20
0
0
30
8
10
10
10
10
-280
10
10
10
10
10
10
10
10
10
10
10
-10
-2
35
0
20
0

+1.3z
+1.3
+1.7z
-1.75
-0.75z
-0.75
-1.25z
-0.69z
-0.75z
7 yrs
62 days
+1.1z
+2.0z
-3.0z
2 years
3.0z
1/ year
-1.0z
-1.0z
-1.0z
-1.0z
-3.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
10hr/day
+3.5 z
0.0z
+2.0z

Habitat
Dingoes are found throughout Southeast Asia, mostly in natural forest, and in
mainland Australia, particularly in the north. Dingo groups have defined home
territories which frequently overlap with other groups.

Ecology/Psychology
Dingoes hunt alone or in cooperative packs depending on the situation. They eat
small game such as rabbits, rodents, birds, and lizards in addition to larger prey
such as kangaroos, sheep and deer. Depending on the season they will also eat
fruits and plants and even scavenge from humans. Dingoes breed only once a
year, in autumn with a gestation period of 63 days. Females typically give birth
to about one to 10 pups with five pups being the average. Pups are weaned at
eight week but are not independent until they are six to eight months of age. In
packs, a dominant breeding female will kill the offspring of other females. Pack
members help care for the pups of the dominant dingo pair. Dingoes typically
have a lifespan of 3-7 years.

Society/Culture
Dingoes tend to live in loosely knit groups of up to 10 animals, although young
males tend live alone. When part of a pack they will fight for rank similar to a
wolf. They roam great distances and communicate with wolf-like howls but are
unable to bark.

14.16.3

Dog

The dog is a domestic subspecies of the wolf. The archeological record suggests
that the first domestic dogs are found in the Middle East approximately 14,000
years ago (Wayne, 1999). Dogs have been selectively bred for thousands of
years. Most of today's dog breeds have only been around for the last hundred
years or so in their current forms. In Elizabethan England, bull-baiting and
bear-baiting were popular forms of entertainment. A partial list of breeds that
existed circa 1592 includes: Afghan Hound, Akita, Alaskan Malamute, Barbet,
Basenji, Bulldog, Canaan, Chow Chow, Elkhound, English Setter, Greyhounds,
Ibizan Hound, Lhasa Apso, Maltese, Mastiffs, Pekingese, Pharaoh Hound,
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Saluki, Samoyed, Shar Pei, Shiba Inu, Shih Tzu, Siberian Husky, various
Terriers and of course the Mongrel. Dogs show more variation in size,
appearance, and behavior than any other domestic animal. The domesticated
dog’s coat varies in color and includes, grays, black, brown, red, in a wide
variation of patterns; and fur length can vary from very short to a few inches
long. Unlike other canids dogs sometimes have an extra, fifth claw (dew claw)
on the rear legs. The size of dogs varies from a few inches and a couple of
pounds to 35+ inches and over 180 pounds. Dogs have color vision equivalent
to red-green color blindness. Depending on the length of their nose dogs have
very wide field of excellent vision (long), or detailed sight much more like a
human's (short). Dogs are able to detect should in the range of 20-45,000Hz
(20-20,000Hz for humans), and have mobile ears that assist in direction finding
and location. Dogs have nearly 220 million smell receptors compared to over
an 5 million for humans.
This entry is modeled after the Old English Bulldog. It would be a minor effort
to modify this entry for a specific breed. The Old English Bulldog was
compact, broad and muscular as reflected in the well-known depiction Crib and
Rosa. The average height was approximately 15 inches at the shoulder and a
weight of about 45 pounds. The nose was deeply set, which allowing the dog to
get enough air as it gripped the bull, and the lower jaw projected in front of the
upper jaw.

Hunting
Jumping, Horizontal
Jumping, Vertical
Landing
Muscle Memory
Navigation
Stalking
Survival
Unarmed, Strikes
Walking/Jogging/Running
Sight, Standard
Sleep Required
Smell, Standard
Vision, Binocular
Vision, Lowlight
TOTAL (must be zero)

10
10
10
10
10
10
10
10
10
10
-10
-2
35
0
20
0

-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
10hr/day
+3.5 z
0.0z
+2.0z

Habitat
Dogs are found on every continent but Antarctica, living with or near humans.

Ecology/Psychology
Dogs are very social animals, but their personality and behavior vary with breed
as well as how they are treated by their owners and others who come in contact
with them. Their loyalty and devotion also varies with breed but on the whole
domesticated dogs fit into human households and social situations. Dogs are
able to healthily digest a variety of foods including meat, vegetables and grains.
Their periods of activity mimic those of their owners. Dogs reach sexual
maturity around 12 months and are considered full grown after 2 years. Dogs
come into heat twice a year and remain sexual active until old age. The
gestation period is 56 to 72 days, and the average litter is 6, with smaller breed
producing 1-4 and some large breed average 12 pups. Unlike wild canids dogs
do not regurgitate food for their young. The lifespan varies amongst breeds
from around 6 to 15 years with the average of 12, generally the larger the dog
the shorter the lifespan.

Society/Culture
Dogs live with humans and their pack behavior is based upon the number of
dogs within the household. Dogs along with other canids communicate via
body language as well as vocalization. There are a number of basic ways a dog
can communicate, e.g., movements of the ears, eyes and eyebrows, mouth, head,
tail, and entire body, as well as barks, growls, whines and whimpers, and howls.

[Samuel Raven, 1817]

Old English Bulldog was selectively bred from ancient war dogs and hunting
dogs, i.e.., the Mastiff and possibly the Greyhound. The produced a breed that
was ferocious and had good speed and agility.
Dog Initial Talents/Flaws/Potential
Talent/Flaw
Speed
Agility
Vitality
Strength
Endurance
Eloquence
Intuition
Reasoning
Empathy
Creativity
Morality
Spirituality
Age
Gestation Period
Healing Rate
Hearing, Standard
Mana
Maturity
Natural Weapons
Reproductive Rate
Sense, Direction
Awareness, Active
Awareness, Passive
Balance
Codex, All (-10 DP/Noun & Verb)
Hiding

Cost (DP)
95
125
100
150
165
-175
-75
-100
44
-125
-69
-75
-3
-35
10
20
0
1
30
4
10
10
10
10
-280
10

Result
+0.95z
+1.25z
+1.0z
+1.5
+1.65z
-1.75
-0.75z
-1.0
+0.44
-1.25z
-0.69z
-0.75z
12 yrs
62 days
+1.0z
+2.0z
-3.0z
2 years
3.0z
2/ year
-1.0z
-1.0z
-1.0z
-1.0z
-3.0z
-1.0z

14.16.4

Fox

The fox groups 27 different species of omnivorous mammals. Foxes have a
small muzzle, a bushy tails and like cats have vertically oriented pupils and fine
whiskers. Their other features vary depending on their habitat, e.g., artic fox
has small ears and thick white fur, where the desert fox has large ears and short
fur, and the red fox has medium length auburn fur, black tipped ears and a white
chest and stomach. Foxes are about 12 inches high at the shoulder and weigh
about 9 pounds. A fox may reach speeds up to 40 mph.
Fox Initial Talents/Flaws/Potential
Talent/Flaw
Speed
Agility
Vitality
Strength
Endurance
Eloquence
Quickness
Intuition
Reasoning
Creativity
Morality
Spirituality
Age
Gestation Period
Healing Rate
Hearing, Standard
Mana
Maturity

Cost (DP)
110
165
100
100
100
-175
25
-75
-75
-75
-69
-75
-3
-35
10
20
0
1

Result
+1.1z
+1.65z
+1.0z
+1.0
+1.0z
-1.75
+0.25
-0.75z
-0.75
-0.75z
-0.69z
-0.75z
4 yrs
62 days
+1.0z
+2.0z
-3.0z
8 months
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Natural Weapons
Reproductive Rate
Sense, Direction
Awareness, Active
Awareness, Passive
Balance
Codex, All (-10 DP/Noun & Verb)
Hiding
Hunting
Jumping, Horizontal
Jumping, Vertical
Landing
Muscle Memory
Navigation
Stalking
Survival
Unarmed, Strikes
Walking/Jogging/Running
Sight, Standard
Sleep Required
Smell, Standard
Vision, Binocular
Vision, Lowlight
TOTAL (must be zero)

30
8
10
10
10
10
-280
10
10
10
10
10
10
10
10
10
10
10
-10
-2
35
0
20
0

3.0z
1/ year
-1.0z
-1.0z
-1.0z
-1.0z
-3.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
10hr/day
+3.5 z
0.0z
+2.0z

Habitat
Foxes are found on every continent of the globe, except Australia. Their
territory averages 5 miles in diameter, although depending on conditions may
increase to 40 miles. Red foxes prefer locations where two types of habitat
meet, such as a forest bordering a field, or marshland surrounded by woods.

Ecology/Psychology
Foxes are primarily nocturnal but can occasionally be seen during daylight
hours. A Fox’s average lifespan is 3-4 years. The female vixen comes into heat
for a few days during January (warmer climates) thru late February (colder
climates) and the gestation period is around 7 weeks. Litters range from 3 to 10
kits with an average of 6. The kits eyes open after 8 days and they will emerge
from the den after 4 weeks, and the vixen weans them after 5 weeks. Foxes
leave the den to begin a life on their own in the fall when they are about 8
months old. Foxes are opportunistic feeders eating primarily small rodents and
occasionally fruits, berries and large insects. Foxes will avoid coyotes and
wolves when ever possible.

Speed
Agility
Vitality
Strength
Endurance
Eloquence
Intuition
Reasoning
Creativity
Morality
Spirituality
Age
Gestation Period
Healing Rate
Hearing, Standard
Mana
Maturity
Natural Weapons
Reproductive Rate
Sense, Direction
Awareness, Active
Awareness, Passive
Balance
Codex, All (-10 DP/Noun & Verb)
Hiding
Hunting
Jumping, Horizontal
Jumping, Vertical
Landing
Muscle Memory
Navigation
Stalking
Survival
Unarmed, Strikes
Walking/Jogging/Running
Sight, Standard
Sleep Required
Smell, Standard
Vision, Binocular
Vision, Lowlight
TOTAL (must be zero)

95
125
114
130
150
-160
-75
-75
-125
-49
-75
-3
-35
10
20
0
2
30
8
10
10
10
10
-280
10
10
10
10
10
10
10
10
10
10
10
-10
-2
35
0
20
0

+0.95z
+1.25z
+1.14z
+1.3
+1.5z
-1.6
-0.75z
-0.75
-1.25z
-0.49z
-0.75z
9 yrs
62 days
+1.0z
+2.0z
-3.0z
8 months
3.0z
1/ year
-1.0z
-1.0z
-1.0z
-1.0z
-3.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
10hr/day
+3.5 z
0.0z
+2.0z

Habitat
Jackals are found in Africa, Asia and Southeastern Europe. The common jackal
lives in open savannas, deserts and arid grasslands. The side-striped jackal is
found in moist savannas, marshes, bushlands and mountains. The sliver-backed
jackal lives primarily in savannas and woodlands.

Society/Culture

Ecology/Psychology

Foxes are solitary creatures tending to group only in a mated pair, and during
the spring and summer their kits. Depending on the availability of food female
kits may reside in the den months longer than their brothers. Fox dens are
generally small, temporary shelters used in bad weather and for sleeping. There
might be over a dozen, spread out over several miles. Anything is suitable, from
a five or six foot tunnel in a hillside, to a space under some fallen trees. The
exception is the birthing den. The birthing den will be large, have multiple
chambers, and if possible, be made of colored soil that blends in with the coat of
a fox kit. Foxes are quite vocal and their communication consists of a five
syllable bark, an alarm bark, a stuttering noise called gekkering, and a vixen’s
wail just to name a few.

Jackals are primarily nocturnal but can occasionally be seen during daylight
hours. A Jackal’s average lifespan is 8 to 9 years. Births occur mainly in
January-February in East Africa and in April-May in Southeast Europe, but take
place throughout the year in tropical Asia. The gestation period is around 63
days. Litters range from 2 to 6 pups with an average of 4. The pups eyes open
after 10 days and they will emerge from the burrow after 3 weeks. Pups begin
to hunt with their parents at 3 months and are on their own after 8 months.
They cooperatively hunt small, young or weak antelopes and also eat reptiles,
insects, ground-dwelling birds, fruits, berries and grass. They will scavenge
kills made by large carnivores. In the animal kingdom Jackals are only preyed
upon by Leopards, Lions, hyenas, and eagles.

14.16.5

Society/Culture

Jackal

The jackal, a.k.a., the howler, and the skulking henchman, is an opportunistic
omnivore. The ancient Egyptian’s worshipped Anubis, the god of the
underworld, who had the head of a jackal and the body of a man. The jackals
pelt varies depending on species, e.g., sandy-colored golden jackal has a
sand/gold body and a black tipped tail; side-striped jackal has a white tip on the
tail and indistinct stripes along the sides of the body; black-backed jackal has a
rust-colored body and a black ridge on the back with a black tipped tail. Jackals
are 15 to 20 inches at the shoulder and weigh 15-35 pounds, and body length of
the golden jackal is 27 to 33 inches, with a tail length of about 10 inches, the
small numbers being the female. A jackal may reach speeds up to 35 mph.

Jackals social unit is that of a monogamous pair but are sometimes found in
loose packs of related individuals. Jackal pairs vigorously defend their
territories by chasing intruding rivals and marking landmarks around the
territory with urine and feces. Males raise a hind leg when spraying their urine,
and females squat at the site they wish to spray. The only exception to this is
when small packs assemble to scavenge a carcass. Jackals communicate with
each other by a screaming yell and yapping, or a siren-like howl when a kill is
located. The jackal’s burrow consists of spaces within thickets or use crevices
in rocks, or caverns that were dug by other animals. To protect the young from
predators the mother will change den sites about every two weeks.

Jackal Initial Talents/Flaws/Potential
Talent/Flaw

Cost (DP)

Result
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14.16.6

Lycaons

The lycaon, a.k.a., African Wild Dog, African Hunting Dog, Cape Hunting Dog,
Devil Dog, Painted Dog, or Painted Wolf, is a carnivorous mammal. Lycaon’s
are wiry, muscular canids, but have long, slender legs; broad heads and massive
jaws; bushy white-tipped tails; and comical Mouse-shaped ears. Every lycaon’s
pelt has a unique pattern. The pelage is an irregular pattern of black, yellow,
and white. Lycaons are a tall, lean animal standing 30 inches at the shoulder,
with a head and body length averaging about 40 inches and a tail of between 12
and 18 inches. They weigh about 37-79 pounds. There is little sexual
dimorphism, males are only 3-7% larger than females. Animals in southern
Africa are generally larger than those in the east or west of the continent. Their
territory averages 30 miles in diameter, although depending on conditions may
increase. Lycaon can reach speeds of up to 45 mph.
Lycaon Initial Talents/Flaws/Potential
Talent/Flaw
Speed
Agility
Vitality
Strength
Endurance
Eloquence
Intuition
Reasoning
Creativity
Morality
Spirituality
Age
Gestation Period
Healing Rate
Hearing, Standard
Mana
Maturity
Natural Weapons
Reproductive Rate
Sense, Direction
Awareness, Active
Awareness, Passive
Balance
Codex, All (-10 DP/Noun & Verb)
Hiding
Hunting
Jumping, Horizontal
Jumping, Vertical
Landing
Muscle Memory
Navigation
Stalking
Survival
Unarmed, Strikes
Walking/Jogging/Running
Sight, Standard
Sleep Required
Smell, Standard
Vision, Binocular
Vision, Lowlight
TOTAL (must be zero)

Cost (DP)
105
125
100
140
150
-145
-75
-75
-125
-69
-75
-3
-35
10
20
0
1
30
8
10
10
10
10
-280
10
10
10
10
10
10
10
10
10
10
10
-10
-2
35
0
20
0

Result
+1.05z
+1.25z
+1.0z
+1.4
+1.5z
-1.45
-0.75z
-0.75
-1.25z
-0.69z
-0.75z
12 yrs
62 days
+1.0z
+2.0z
-3.0z
2 years
3.0z
1/ year
-1.0z
-1.0z
-1.0z
-1.0z
-3.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
10hr/day
+3.5 z
0.0z
+2.0z

Habitat
Lycaons are only found in most of sub-Saharan Africa, especially in scrub
savanna and other lightly wooded areas. The range tends to be along the east
and south of Africa.

Ecology/Psychology
Lycaons are primarily nocturnal but can occasionally be seen during daylight
hours. A Lycaons average lifespan is 10 to 12 years. Lycaons reach sexual
maturity between 12-18 months. Lycaons reproduce any time of year, with a
peak between March and June correlated to the second half of the rainy season.
The gestation period is about 75 days. Litters range from 2-19 pups with an
average of 1.. The time between births is usually 12-14 months, though it can
also be as short as 6 months if all of the previous young die. The pup’s eyes
open after 10 days and they will emerge from the burrow after 3 weeks. Pups
begin to hunt with their pack at 3 months and female leave the pack after 14-30
months, where the male never do. Lycaons are pack hunters and their preferred
prey are small hoofed animals like the impala, gazelles and other antelopes,

warthogs, wildebeest calves, rats and birds.. Lycaons are on direct competition
with larger carnivores that rely on the same prey base, e.g., lions and spotted
hyenas.

Society/Culture
Lycaons are pack hunters, with packs numbering up to 100 individuals,
although 30 is the average. Pack members daily reinforce their bonding by
elaborate greeting rituals, with leaps, tail wagging, squeals, twittering and face
licking. This occurs when they wake up, just before they hunt and when they
come back from a kill. Lycaons are one of the most social animals, always
living, playing, walking, running, hunting and feeding together. The social
organization is so complete that each pack member is allotted a task suited to its
skills, hunter, babysitter, guard, etc. .After a successful hunt, dogs regurgitate
meat for those that remained at the den during the hunt, such as the dominant
female, the pups even other pack members that are sick, injured or old. They
allow their young to feed first after a kill, even before the dominant pair.
Lycaons communicate by an unusual chirping or squeaking sound, similar to a
bird. Lycaons appropriate dens dug by other animals such as aardvarks.
Usually only the dominant pair of lycaons in each pack breed, the alpha male
and alpha female, and they mate for life. Occasionally, the beta females also
have a litter. The other dogs are incredibly loyal to the puppies and join in to
raise them.

14.16.7

Wolf

The wolf comprises 10 species. A single species is detailed here, i.e., the Gray
Wolf. The Grey Wolf a.k.a., Timber wolf, is largest of all wild canids. The
wolf pelt varies, e.g., typically running from gray to gray-brown, but can include
white, red, brown, and black. Their coats have two layers. The inner, undercoat
is insulating, dense and water repellant which is shed in late spring and early
summer. The outer, guard hairs are tough and help repel water and dirt. Wolves
are 26-36 inches at the shoulder and weigh 70-135 pounds, the small numbers
being the female. Wolves can measure anywhere from 4.5–6.5 feet from nose to
the tip of the tail, which itself accounts for approximately one quarter of overall
body length. Wolves' long, powerful muzzles help distinguish them from other
canids, particularly coyotes and golden jackals, which have more narrow,
pointed muzzles. They are capable of covering several miles trotting at about a
pace of 6 mph, and have been known to reach speeds approaching 40 mph.
While thus sprinting, wolves can cover up to 16 ft per bound. A wolf’s bite is
capable of delivering up to 1450 lb/sq. inch of pressure.
Wolf Initial Talents/Flaws/Potential
Talent/Flaw
Speed
Agility
Vitality
Strength
Endurance
Eloquence
Intuition
Reasoning
Creativity
Morality
Spirituality
Age
Gestation Period
Healing Rate
Hearing, Standard
Mana
Maturity
Natural Weapons
Reproductive Rate
Sense, Direction
Awareness, Active
Awareness, Passive
Balance
Codex, All (-10 DP/Noun & Verb)
Hiding
Hunting
Jumping, Horizontal
Jumping, Vertical
Landing
Muscle Memory
Navigation
Stalking
Survival

Cost (DP)
100
125
100
150
175
-175
-75
-75
-125
-68
-75
-3
-35
10
20
0
0
30
8
10
10
10
10
-280
10
10
10
10
10
10
10
10
10

Result
+1.0z
+1.25z
+1.0z
+1.5
+1.75z
-1.75
-0.75z
-0.75
-1.25z
-0.68z
-0.75z
8 yrs
62 days
+1.0z
+2.0z
-3.0z
2 years
3.0z
1/ year
-1.0z
-1.0z
-1.0z
-1.0z
-3.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
-1.0z
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Unarmed, Strikes
Walking/Jogging/Running
Sight, Standard
Sleep Required
Smell, Standard
Vision, Binocular
Vision, Lowlight
TOTAL (must be zero)

10
10
-10
-2
35
0
20
0

-1.0z
-1.0z
-1.0z
10hr/day
+3.5 z
0.0z
+2.0z

14.18 Cat

14.19 Cattle

Habitat
Wolves are found throughout North America, Europe and part of Asia. Wolves
have been known to thrive include, but are not limited to, temperate forests,
deserts, mountains, tundra, taiga, and grasslands.

14.19.1

Bull

Ecology/Psychology

14.19.2

Cow

14.19.3

Ox

14.19.4

Yak

Wolves are primarily nocturnal but can occasionally be seen during daylight
hours. Wolves average lifespan is 8 years. Mating occurs between January and
April based upon the latitude, low to high respectively. A pack usually
produces a single litter unless the alpha male mates with one or more
subordinate female. The female comes into heat for around 5-14 days and the
gestation period is around 60-63 days. Litters range from 1 to 14 pups with an
average of 6. The pups eyes open after 10 days and they will emerge from the
den after 3 to 4 weeks. Pups are fully weaned by 10 weeks and full grown after
9 months and reach sexual maturity after 2 to 3 years. A wolf pack
cooperatively hunts any large herbivores in their range, e.g., deer, elk, caribou,
moose, yak and even bison. If hungry wolves will prey on domesticated sheep,
goats, and cattle. Wolves are generally intolerant of Coyotes and Cougars in
their territory and if given the opportunity will kill pups, and cubs. Wolves and
bears tend to avoid each other.

14.20 Centipede

Society/Culture
Wolves are one of the most intelligent canids, their brain is about 1.3 times the
size of a dog. Wolves tend to be patriarchal. A pack rarely exceeds 22 adults
and may have a territory with a 10-mile radius. Wolves mark their territory and
their kills with urine and feces. In larger packs, there may be two separate
hierarchies: the first consists of the males, led by the alpha male and the other
consists of the females, led by the alpha female. In this situation, the alpha male
usually assumes the "top" alpha position, though alpha females have been
known to take control over entire packs in some cases. The male and female
hierarchies are interdependent and are maintained constantly by aggressive and
elaborate displays of dominance and submission.

14.21 Cheetah

Next come the beta wolves "second-in-command" to the alphas. Beta wolves
are the most likely to challenge their superiors for the role of the alpha, though
some betas seem content with being second and will sometimes even let lower
ranking wolves leapfrog them for the position of alpha should circumstances
necessitate such a happening (death of the alpha, etc.). More ambitious beta
wolves, however, will only wait so long before challenging for the top spot;
unless, of course, they choose to disperse and create their own pack instead.

14.23 Crab

Loss of rank can happen gradually or suddenly. An older wolf may simply
choose to give way when a motivated challenger presents itself, yielding its
position without bloodshed. On the other hand, the challenged individual may
choose to fight back, with varying degrees of intensity. The majority of wolf
aggression is ritualized; but a high-stakes fight can easily result in injury for
either or both parties.
The den is usually on high ground near an open water source, and has an open
"chamber" at the end of an underground or hillside tunnel that can be up to a
few meters long. Wolf vocalization includes howling, growling, barking, barkhowl and whimper.

14.17 Caribou (Reindeer)

14.22 Chicken

14.24 Crocodilia

14.24.1

Alligator

14.24.2

Caiman

14.24.3

Crocodile
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14.25 Crows & Ravens
14.26 Deer

14.26.1

14.31 Frog

14.32 Gar

Deer

14.33 Gila Monster
14.26.2

Moose

14.26.3

Wapiti (Elk)

Gila monster (Heloderma suspectum) a.k.a., Mexican beaded lizard) is found in
the deserts of southwestern United States and northern Mexico. It is a heavy,
slow moving lizard, up to 2 feet long. Its skin has the appearance of beads in
the colors black, pink, orange, and yellow, laid down in intricate patterns. It has
deeply grooved and flanged teeth that inject the poison from glands in the lower
jaw. Properly prepared and utilized the venom causes pain, skin takes on a
bluish tinge, shallow rapid breathing, erratic heartbeat ringing in the ears,
faintness, nausea, vertigo, weakness and death.

14.34 Giraffe
14.27 Dolphin
14.35 Goat
14.28 Dragonfly
14.36 Hippopotamus
14.29 Eel
14.37 Horse (Equids)
14.29.1

Electric Eel

14.29.2

Freshwater Eel

14.29.3

Moray Eel

Other members of the horse family include zebras, donkeys, and onagers. The
Donkey, Burro or Domestic Ass, Equus asinus, like the horse, has many breeds.
A mule is a hybrid of a male ass (jack) and a mare, and is usually infertile. A
hinny is the less common hybrid of a female ass (jenny) and a stallion. Breeders
have also tried crossing various species of zebra with mares or female asses to
produce "zebra mules" (zorses, and zonkeys). This will probably remain a
novelty hybrid as these individuals tend to inherit some of the undomesticated
nature of their zebra parent, but they may inherit the zebra's resistance to nagana
pest.

14.37.1

Ass

14.37.2

Burro

14.37.3

Donkey

14.37.4

Horse

14.30 Elephant

14.30.1

14.30.2

African

Asiatic
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14.37.5

Mule

14.44 Lion

14.37.6

Pony

14.45 Lizard

14.37.7

Zebra

14.37.8

Zonkey

14.46 Lynx

14.47 Musk Ox
14.37.9

Zorse

14.48 Octopus
14.38 Hyena

14.39 Jaguar & Panther

14.40 Jellyfish
There are more than 200 different species of jellyfish in the world. They come
in a variety of sizes and colors, predominantly bluish, rosy, violet or transparent.
Jellyfish are marine invertebrates having a body composed of a bell-shaped,
jellylike substance enclosing its internal structure, from which the creature's
tentacles suspend. Each tentacle is covered with stinging cells (cnidocytes) that
can sting or kill other animals: most jellyfish use them to secure prey or as a
defense mechanism. Jellyfish display radial symmetry allowing them to respond
to food or danger from any direction. It is composed of 94–98% water and can
be found in every ocean in the world. Jellyfish swim slowly and tend to drift;
feeding on small fish and zooplankton that become caught in their tentacles.
The size of their bells range from an inch to 8 feet in diameter with tentacles up
to 200 feet in length, i.e., Lion's mane jellyfish. The toxicity of their sting varies
from virtually harmless to the box jellyfish (Chironex fleckeri) the most
venomous marine creature. Properly prepared and utilized the poison causes
severe chest and abdominal pain, difficulty swallowing, skin death, respiratory
and cardiac failure leading to death.

14.41 Lamprey

14.42 Leech

14.43 Leopard

There are 289 different known octopus species in the world. The octopus is a
cephalopod of the order Octopoda that inhabits many diverse regions of the
ocean, especially coral reefs. Octopuses have eight arms usually bearing suction
cups. Their bodies are soft, i.e., they have no internal skeleton or exoskeleton.
A beak, similar in shape to a parrot's beak, is their only hard part. Octopuses
have a relatively short life span, e.g., six months to five years under suitable
circumstances. However, reproduction is a cause of death: males can only live
for a few months after mating, and females die shortly after their eggs hatch, for
they neglect to eat during the (roughly) one month period spent taking care of
their unhatched eggs.

14.48.1

Blue-ringed Octopus

The Blue-Ringed Octopus (Hapalochlaena maculosa) can be found in shallow
reefs and tide pools from Japan to Australia at depths ranging from 0 to 60 feet.
It grows to a maximum length of 8 inches when totally spread, and most are
shorter than this. The octopus has a mass of 0.2 pounds. The blue-ringed
Octopus is normally dark brown to dark yellow in color but changes to a vivid
yellow with bright blue rings when agitated. The octopus has two poison glands
that secrete two types of poison into the saliva. One type of poison secreted is
primarily effective against crabs, its primary food source, and the other is very
toxic and is used against predators for defensive purposes. Properly prepared
and utilized the poison causes muscle weakness, paralysis and death due to
respiratory failure.

14.48.2

Giant Octopus

Giant Octopus (Enteroctopus dofleini) is the largest known species of octopus in
the world. Adults can be 100 to 300 pounds in weight and 23 feet to 60 feet
from arm tip to arm tip. There is some evidence that, deep in the sea, there lives
an unknown species of octopus that can grow to over a hundred feet across and
weigh 10 tons. Enteroctopus dofleini is not entirely harmless, when angered
they can be dangerous to most animals approximately their own mass. With
their strong, long arms they can hold a human underwater until he drowns.

14.49 Ostrich & Emu

14.50 Otter
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14.51 Pigeon

14.55.8

14.52 Pike

14.56 Pufferfish

14.53 Porcupine

14.54 Portuguese man-of-war
Portuguese man-of-war (Physalia physalis) typically inhabit the warm waters of
the tropics, sub-tropics and Gulf Stream. Portuguese man-of-war is not a "true"
jellyfish. These animals consist of a complex colony of individual members,
including a float, modified feeding polyps and reproductive medusae. Propelled
by wind and ocean currents, they sometimes drift into nearshore waters. The
gas-filled float of the man-of-war is purple-blue and can reach lengths of 12
inches. Under the float, tentacles equipped with thousands of nematocysts hang
from the feeding polyps extending up to 165 feet. The Portuguese man-of-war
will eat basically anything that comes in contact with its stinging tentacle
polyps, the dactylozooids. Properly prepared and utilized the poison of a
Portuguese man-of-war will cause stinging, burning, redness, intense joint and
muscle pain, swelling of lymph nodes, long welt lines, headaches, shock,
collapse, faintness, hysteria, chills, fever, nausea, vomiting difficulty with
breathing and eventually death by cardiac arrest.

14.55 Raptor

14.55.1

Owls

There are about 100 species of pufferfish. Pufferfish (Arothron meleagris)
a.k.a., blowfish, fugu, swellfish, and globefish and are found in sub-tropical and
tropical marine waters (including coral reefs) in the Atlantic, Pacific, and Indian
Oceans. Pufferfish get they name for its ability puff up to about twice its
normal size by gulping water when it is threatened. In this engorged state, the
pufferfish can swim at only about half its normal speed. Pufferfish have a small
mouth, a tube-shaped body (when not engorged) and relatively small fins. When
puffed up, they are almost spherical. Pufferfish range in size from just a few
inches long to almost 2 feet long. A few species of pufferfish have spines on
their body (modified scales), but many do not. The skin of puffers is very
elastic. Properly prepared and utilized the poison found in the fish’s ovaries
will causes difficulty speaking, paralysis, convulsions, and death from
respiratory paralysis. There is evidence that the toxin is used as part of the
Haitian voodoo potion in the zombie ritual.

14.57 Rat

14.58 Ray
Ray is the superorder Batoidea of cartilaginous fishes, containing more than 500
described species in thirteen families. Rays are flat-bodied, have pectoral fins
that look like broad flat wings, and gill slits that lead from the gills. Ray gill slits
lie under the pectoral fins on the underside, and the eyes and spiracles are
located on top of the head. Stingray eggs are fertilized inside the female's body.
The eggs hatch inside the female and are born alive. Rays feed on snails, clams,
oysters, crustaceans, and some fish, depending on the species crushing them in
their heavy rounded teeth. Manta rays feed on plankton.

Buzzards
14.58.1

14.55.2

Eagles

14.55.3

Falcons

14.55.4

Harriers

14.55.5

Hawks

14.55.6

Kites

14.55.7

Osprey

Manta Ray

The manta ray (Manta birostris) a.k.a., devil-ray is the largest of the rays which
can grow to nearly 25 feet across its pectoral fins (or "wings") and weigh 6,600
pounds. It ranges throughout the tropical seas of the world, typically around
coral reefs. Mantas are most commonly dark blue or black above and white
below. A giant manta's eyes are located at the base of the cephalic lobes on
each side of the head, and unlike other rays the mouth is found at the anterior
edge of its head. These flexible horns are used to direct plankton and water into
the Manta's very broad and wide mouth. To make them more streamlined when
swimming, they are able to curl them up.

14.58.2

Stingray

The stingray (Dasyatis pastinaca) a.k.a, round ray and the spotted eagle ray are
cartilaginous marine fishes, related to skates and sharks. Stingrays are common
in tropical coastal waters throughout the world, and there are fresh water species
in Asia, Africa, and Florida. Stingrays swim with a "flying" motion, propelled
by motion of their large pectoral wings (commonly mistaken as "fins"). Their
stinger is a razor-sharp, barbed or serrated cartilaginous spine that grows from
the ray's whip-like tail, and can grow as long as 15 inches. On the underside of
the spine are two grooves containing venom-secreting glandular tissue. The
entire spine is covered with a thin layer of skin called the integumentary sheath,
in which venom is concentrated. Properly prepared and utilized the venom will
cause intense pain, a fall in blood pressure, nausea, vomiting, dizziness,
sweating, cramps, weakness, convulsion, collapse and death.
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14.59 Rhinoceros

14.63 Sea Horse

14.59.1

African Rhinoceros

14.64 Sea Lions

14.59.2

Asian Rhinoceros

14.60 Salamander

14.61 Scorpion
Scorpions are venomous arachnids and are related to spiders and ticks. There
are over 1,500 species of scorpions worldwide, and they live on every continent
except Antarctica. Scorpions live in almost every type of habitat, including
deserts, rain forests, prairies, grasslands, forests, mountains, caves, ponds, and
seashores. Most scorpions are nocturnal, resting under rocks, in crevices, or in
burrows during the day. Scorpions give birth to large litters of live young, who
quickly climb onto the mother's back after birth; the mother cares for the young
until they are able to hunt. Some scorpions live as long as 25 years. All
scorpions have eight legs; each leg has tiny claws. Scorpions have a hard
exoskeleton. The stinger at the end of the tail injects a paralyzing poison into
the prey. Unlike other arachnids, scorpions have large, pincer-like pedipalps,
appendages used to used to grab and subdue prey. Scorpions are carnivores.
Their diet usually consists of insects and small rodents. Most scorpions are
from 0.5 to 8.5 inches long. They range in color from black to brown to tan to
red. Tiny sensory hairs protrude from the exoskeleton, which detect touch,
temperature changes, and other information. Comb-like sensors on the bottom
of the body also give the scorpion information about the environment. The sting
of most scorpions is only irritating to humans, but about 25 species of scorpions
are capable of killing people (including Arizona's bark scorpion, Centruroides
sculpturatus). Properly prepared and utilized scorpion venom will cause pain,
numbness, swelling at the injection site, loose stools, hemorrhages of the
intestines, stomach and lungs, seizures, and death.

14.62 Scorpionfish
There are around 200 species of scorpionfish (Scorpaenidae) in the world and
are found in tropical and temperate seas, e.g., Indian Ocean, Pacific Ocean, and
the minor seas between the two. Members include: zebrafish, butterfly cod,
turkeyfish, firefish, lionfish, and stonefish. Scorpionfish are well camouflaged
with tassels, warts and colored specks. Some scorpionfish can change their
color to better match their surroundings. The stonefish is a master of disguise
and deception; it looks like a piece of coral or sand covered rock. Thus he can
blend in with its surroundings and go unnoticed by its prey. Most scorpionfish
live on or near the bottom. They lie in crevices, in caves and under overhangs.
They feed on crustaceans, cephalopods and fishes employing a lie-in-wait
strategy, remaining stationary and snapping prey that comes near. With their
mouth they create a vacuum and suck prey in during a nearly imperceptible
split-second movement. Scorpionfish tend to have a compressed body, ridges
and/or spines on the head, one or two spines on the opercle, and three to five
spines on the preopercle. The dorsal fin will have 11-17 spines, often long and
separated from each other, and the pectoral fins will be well-developed, with 1125 rays. The spines of the dorsal, anal, and pelvic fins all have venom glands at
their bases. Properly prepared and utilized the venom causes swelling,
convulsions, pain, unconsciousness, and death from cardiac arrest.

14.65 Seals

14.66 Shark

14.67 Sheep
14.67.1

Ewes

14.67.2

Ram

14.68 Bivalve Shellfish
Bivalves (Bivalvia) are an aquatic mollusk with a laterally compressed body and
a shell consisting of two valves, or movable pieces, hinged by an elastic
ligament. Bivalves include clams, cockles, mussels, oysters, and scallops, in
total there are over 15,000 species of Bivalves. Bivalves use their single foot to
move themselves. Shells range in size from the tiny 1/16-inch seed shells
characteristic of members of the freshwater family Sphaeriidae to the giant clam
(Tridacna gigas), which can weigh over 500 lb and attain a length of over 4 ft.
Most bivalves are filter feeders, but some are scavengers or even predators.
Bivalve shellfish can become poisonous during the warm months of the year
when they feed on certain dinoflagellates. After ingestion the victim will
experience numbness, tingling of the lips, tongue and face, nausea, vomiting,
convulsion and death due to respiratory paralysis.

14.69 Skunk

14.70 Slug

14.71 Snail
14.71.1

Cone Snails

There are about 500 different species of cone snails. The cone snails a.k.a.,
cone shells (Conidae) are marine snails found in tropical waters and coral reefs.
They can grow up to 9 inches in length. They are carnivorous, generally eating
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marine worms, small fish, and even other mollusks. Because cone snails are
slow-moving, they use a venomous harpoon (toxoglossan radula) to catch fastmoving prey such as fish. The harpoon is hollow and barbed and acts as both a
tongue and teeth. The venom of some species e.g., Geography cone (Conus
geographus), that are powerful enough to kill a human being. Properly prepared
and utilized the venom will cause paralysis of the limbs, labored breathing,
dizziness, rapid-thready pulse and death caused by respiratory arrest.

14.72 Snake
There are about 2,700 species of snakes, of these 375 are venomous. Snakes are
cold-blooded legless reptiles closely related to lizards. All snakes are
carnivorous, eating small animals including lizards and other snakes, rodents
and other small mammals, birds, eggs or insects. After eating, snakes become
torpid while the process of digestion takes place. Most snake species lay eggs,
but some species give birth to live young. Snakes lay their eggs in a warm
location. With the exception of some python species, eggs and young are not
cared for by the male or female. Poisonous snakes are divided into four
families: Crotalidae, Elapidae, Hydrophidae, and Viperidae, all of which have
poisons and non-poisonous members.
The Crotalidae snakes, a.k.a, pit vipers, may be either slender or thick-bodied.
Their heads are usually much wider than their necks. These snakes take their
name from the deep pit located between the eye and the nostril. They are
commonly brown with dark blotches, though some kinds are green. The
Elapidae, or elapids, are a family of highly venomous snakes found in tropical
and subtropical regions around the world, including the Indian Ocean and the
Pacific. They are characterized by possessing a set of hollow, fixed fangs
through which they inject venom, and come in a wide range of sizes, from only
7 inches up to 20 feet in length. Hydrophidae are snakes specialized to live in
the oceans. Sea snakes differ in appearance from other snakes in that they have
an oar-like tail to aid in swimming. Some species of sea snakes have venom
several times more toxic than the cobra's. Sea snakes occur in salt water along
the coasts throughout the Pacific. There are also sea snakes on the east coast of
Africa and in the Persian Gulf. There are no sea snakes in the Atlantic Ocean.
The Viperidae are a subfamily of venomous vipers found in Europe, Asia and
Africa. They are distinguished by their lack of the heat-sensing pit organs that
characterize their sister group, the Crotalidae. Vipers range in size from 11
inches, to over 6.5 feet. Most species are terrestrial, but a few, are completely
arboreal.

14.72.1

Adder

Adders a.k.a., vipers belong to the family Viperidae. Members include:
European adder, puff adder, boomslang, bushmaster, gaboon viper, horned
viper, Levantine viper, palestina viper, sand viper, sawscaled viper and Russell’s
viper. The Viperidae family is found throughout the world with the majority in
Africa. Properly prepared and utilized viper venom will cause swelling, the
skill will turn purple, perspire heavily, vomit blood, collapse, unconsciousness
and death due to cardio-respiratory failure.

14.72.2

Boa

The boa is a live-bearing constrictor snakes of the family Boidae, found mostly
in the Americas. Members of the boa family have two functional lungs instead
of one, as is found in other snakes, and vestiges of hind limbs; these primitive
characteristics are indicative of their relationship to lizards. Each of the two
tiny, internal leg bones ends in an external horny claw; the claws are much more
prominent in males than in females. Boas capture their prey by striking with
their teeth and simultaneously throwing their bodies in a coil around the victim.
They then squeeze the animal so that, unable to expand its rib cage, it
suffocates. Like other snakes, boas swallow the prey whole. Over 30 boa
species are found from Mexico to South America . Boas may be terrestrial,
arboreal, or burrowing. Some are brightly colored, like the green and white
emerald tree boa of the tropics (Boa canina), or iridescent, like the wide-ranging
rainbow boa (Epicrates cenchris). Best known is the boa constrictor
(Constrictor constrictor), which lives in a variety of terrestrial habitats from S

Mexico to central Argentina. It ranges 6 to 14 ft and has dark brown diamond
markings on a lighter background. The South American anaconda (Eunectes
murinus) is a semiaquatic boa that inhabits swamps and river shallows, catching
animals that come to drink. The anaconda is longest member of the boa family
and the thickest of all snakes, it may reach 25 ft (7.9 m) in length and 3 ft in
girth. The rubber boa (Charina bottae) is found in moist regions of the far W
United States and extreme SW Canada. It is a burrower, about 18 in.) long,
with a narrow, blunt head, broad, blunt tail, and silver-green skin. It feeds
chiefly on lizards and rodents. The rosy boa (Lichanura roseofusca) is found in
chaparral in the SW United States and N Mexico; it grows about 3 ft (90 cm)
long. It has large, dark brown spots on a lighter background. Several species of
sand boa (Eryx) are distributed from India and central Asia to N Africa and SE
Europe; all are burrowers in sand. There are also several boa species on
Madagascar and several on Pacific islands.

14.72.3

Cobra

Cobras are venomous snakes from the family Elapidae inhabiting tropical and
desert regions of Asia and Africa. The cobra is the largest venomous snake in
the world reaching on average 3.9-8.2 feet in length and the King Cobra may
reach up to 17.1 feet. The cobra's most recognizable feature is its hood, a flap
of skin and muscle behind the head which it can flare, perhaps for the purpose
of making it appear bigger and more threatening to predators. Properly prepared
and utilized cobra venom will cause pain, fall in blood pressure, convulsions
and death by respiratory failure.

14.72.4

Copperhead

Copperhead (Agkistrodon contortrix) a.k.a., highland moccasin from the
Crotalidae family is the most common venomous snake found in the Eastern
North America. Copperheads are colorful and strikingly patterned snakes. They
derive their name from the copper-like coloring of the head. The background
color of the back and sides is tan to pinkish. There are darker, chestnut colored
bands across the back and sides. Each band is of varying width, often described
as hour-glass shaped. Newborn Copperheads are colored and patterned like
adults, excepting the last inch of so of the tail which will be a bright, sulfur
yellow color. Adults are usually in the range of 24 to 36 inches in length,
although specimens of greater than 42 inches are not rare. Copperheads eat
small rodents, birds, lizards, snakes, amphibians, and insects.
Copperhead venom damages the tissue it contacts. The injection site swells and
becomes dark and bruised. The injection site will itch and the victim will
become irritable, hyperactive, followed by a period of quietness, then
unconsciousness but rarely death. The venom causes hemorrhages to the heart,
lung and other organs.

14.72.5

Coral Snake

The coral snake is poisonous New World snakes of the same family as the Old
World cobras. About 30 species inhabit Mexico, Central America, and N South
America; two are found in the United States. Coral snakes range in length from
18 inches to 2.5 feet. The body is ringed with bands of black, red, and yellow;
the tail has yellow and black rings only. Coral snakes can be distinguished from
a number of similarly colored harmless snakes by the fact that they are the only
ones with red bands touching yellow ones. Coral snakes can be distinguished
from a number of similarly colored harmless snakes by the fact that they are the
only ones with red bands touching yellow ones. Coral snakes are infrequently
encountered because of their burrowing habits, and they seldom bite unless
handled. They feed on other snakes and on lizards. Properly prepared and
utilized cobra venom will cause pain, fall in blood pressure, convulsions and
death by respiratory failure.

14.72.6

Cottonmouth

Cottonmouth (Agkistrodon piscivorus) a.k.a., water moccasin from the
Crotalidae family is the only North American poisonous water snake. In
general, these snakes are an average length of around 30 inches, but specimens
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above 6 feet can be found but are rare. They tend to exhibit the behavioral
characteristics of territorial animals by defending and guarding a specific area,
and are thus more aggressive and than most snakes. Young are much brighter
and often are most similar in color to the Copperhead, each with a bright yellow
or lime greenish tail tip. These snakes have no rattle but they readily vibrate
their tails when provoked or approached and can make an impressive 'rattling'
sound when placed against leaves, water, or solid objects. The older snakes tend
to lose the obvious pattern effect and appear to be darker and bland colored.
The triangular shaped head is evident even at rest, set off with distinct elliptical
'cat-eye' pupils and a dark facial line extending through the eye. Powerful jaws
support this snake's habit of latching on during a bite rather than the quick
strike and release pattern of its cousin the Copperhead.

14.72.11 Jararaca

14.72.12 Mamba

14.72.13 Python

Cottonmouth venom dissolves the tissue it contacts. The injection site swells
and becomes dark and oozes a bloody fluid. The injection site will itch and the
victim will become irritable, hyperactive, followed by a period of quietness, then
collapse and death. If examined the victim will have been found to have bleed
to death in his own tissues.

The python is a non-venomous constrictor snake of the boa family and is found
in the tropical regions of Africa, Asia, Australia, and the South Pacific islands.
Pythons climb and swim expertly. Pythons have been known to exceed 30 feet
in length. They kill the birds and mammals on which they feed by squeezing
them in their coils. Unlike boas, pythons are egg layers. The female coils her
body over the eggs for the six to eight week incubation period

14.72.7

14.72.14 Rattlesnake

14.72.8

Death Adder

Fer-de-lance

Fer-de-lance (Bothrops atrox) a.k.a., Common Lancehead is from the family
Viperidae and is found in the tropical forests of Venezuela, Colombia, Peru,
Ecuador, Brazil, Bolivia, northern Argentina, Central America, the West Indies
and possibly Mexico. The fer-de-lance is the most dangerous snake of Central
and South America, and causes more human deaths than any other American
reptile. Its habitat is forested areas, along stream edges and ditches, plantations
and areas of human habitation. Fer-de-lance is usually brown, reddish-brown,
olive, green or grayish-brown in color with large, dark, pale triangles on the
sides of its body. Its head is triangular and pointed. It measures 4 to 7 feet long.
These snakes prefer to feed on lizards and arthropods, small mammals (such as
opossums and birds), rodents, lizards and smaller snakes.
Fer-de-lance venom caused pain and bleeding at the injection site, bleeding
gums, mouth and rectum. The blood cannot clot and hemorrhages into the
muscles and nervous system. The victim eventually succumbs to shock,
respiratory failure and death.

14.72.9

Flying Snakes

Flying snakes are a small group of species of tree snakes that live in South and
Southeast Asia. At rest they appear unremarkable, but on the move they're able
to take to the air by jumping from the tree, flattening the entire body, and
gliding or parachuting to the ground or another tree. Chrysopelea paradisi the
paradise tree snake, Chrysopelea pelias the twin-barred tree snake, Chrysopelea
ornata the golden tree snake are three species of flying snakes.

Rattlesnake (Crotalidae) are found in arid regions in South, Central and North
America. There are about 27 species of rattlesnakes in the United States and
Mexico. They vary in color and may or may not have spots or blotches. Some
are small while others, such as the diamondbacks, may grow to 8.5 feet long.
There are five kinds of rattlesnakes in Central and South America, but only the
tropical rattlesnake is widely distributed. The rattle on the tip of the tail is
sufficient identification for a rattlesnake. Most rattlesnakes will try to escape
without a fight when approached, but there is always a chance one will strike at
a passerby. They do not always give a warning; they may strike first and rattle
afterwards or not at all.
Rattlesnake venom causes thirst, nausea, vomiting, shock, numbing, paralysis,
swelling of lymph nodes, respiratory distress, anemia, drooping eyelids and
tissue death at the site of the bite. Kidney failure eventually causes death.

14.72.15 Sea Snake
There are over 50 species of sea snakes that belong the family Hydrophidae and
are found tropical oceans, chiefly the Indian and Pacific Oceans, are also found
in Vietnam, Philippine and Malayan waters. Members include the beaked sea
snake (Enhydrina schistose), yellow-lipped sea krait (Laticauda columbrina),
olive brown sea snake (Aipysurus laevis), yellow sea snake (Hydrophis piralis),
annulated sea snake (H. cyanocinctus), Hardwicke’s sea snake (Lapemis
hardwickii), Pelagic sea snake (Pelamis platrus). They rarely exceed 6 feet in
length, often with peculiarly small heads for their body-size. Properly prepared
and utilized sea snake venom will cause muscle pain, paralyzation of the mouth
and tongue, blurred vision, weakness, kidney and heart damage and eventually
death.

14.73 Solifugae
14.72.10 Habu
A habu (Trimeresurus flavoviridis) a.k.a., is a poisonous snake from the
Viperidae family that is found in Japan, Philippines, Taiwan, southeast China .
Habus are pit vipers, relatively small, not usually getting longer than 5 feet.
They are not typically aggressive but will bite if provoked. They are not as
deadly as cobras or mambas, but are more much more dangerous than most
North American venomous snakes. There are almost a dozen species of habu;
and they are marked with bold, dark green blotches that may merge to form a
wavy, longitudinal band. Properly prepared and used Habu venom caused pain
and bleeding at the injection site, bleeding gums, mouth and rectum. The blood
cannot clot and hemorrhages into the muscles and nervous system. The victim
eventually succumbs to shock, respiratory failure and death.

Solifugae is a group of arachnids, containing around 900 species. They are
frequently confused with spiders but are not venomous and do not have silkmaking capacity. Most Solifugae live in tropical or semitropical regions where
they inhabit warm and arid habitats, but some species have been known to live
in grassland or forest habitats.

14.73.1

Camel Spider

14.74 Spiders
There are over 4000 species of spiders, 30 of which can be considered
dangerous. Spiders are predatory invertebrate animals with two body segments,
eight legs, no chewing mouth and no wings. All spiders produce silk, a thin,
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strong protein strand extruded by the spider from spinnerets most commonly
found on the end of the abdomen. Many species use it to trap insects in webs,
although there are many species that hunt freely. Silk can be used to aid in
climbing, form smooth walls for burrows, build egg sacs, wrap prey, and
temporarily hold sperm.

14.74.1

Black Widow

Black widow (latrodectus mactans) inhabit most of the warmer regions of the
world to latitude of about 45 degrees north and south. The female Black Widow
is shiny black, usually with a reddish hourglass shape on the underside of her
spherical abdomen. Her body is about .5 inches long, 1.5 inches when the legs
are spread. Adult males are harmless to humans, about half the female's size,
with smaller bodies, and longer legs and usually have yellow and red bands and
spots over the back. Properly prepared and utilized the venom causes flu-like
symptoms that can last for several days, i.e., chills, sweating, nausea, vomiting,
and death from cardiac failure.

14.74.2

14.78 Tiger

14.79 Toad

14.80 Turtle

14.81 Urchin

Brown Recluse

Brown Recluse (Loxosceles recluse) a.k.a., violin spider, fiddle-back spider,
brown spider is found in North America. Their body (not including legs) is
usually between ¼ and ¾ inch in diameter but may grow larger. It is brown and
usually has markings on the dorsal side of its cephalothorax, with a black line
coming from it that looks like a violin with the neck of the violin pointing to the
rear of the spider resulting in the nickname "fiddleback spider" or "violin
spider". Coloring varies from light tan to brown and the violin marking may not
be visible. Properly prepared and utilized the venom causes pain, blister,
swelling, bleeding and ulceration at the injection site. Additional symptoms
include fever, chills, joint pain, skin rash, nausea, vomiting, delirium and death.

14.74.3

Funnel-web Spider

14.74.4

Mouse Spider

14.74.5

Redback Spider

14.74.6

Tarantula

14.82 Walrus

14.83 Wasp

14.84 Weasel

14.85 Whale

14.86 Wolverine

Tarantula (Locosa tarantula) a.k.a., wolf spider.

14.75 Squid

14.76 Thylacine
Is the largest known carnivorous marsupial of modern times. Native to Australia
and New Guinea, it is thought to have become extinct in the 20th century. It is
commonly known as the Tasmanian Tiger

14.77 Tick
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Section IV: Humans
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Presented here are the six standard ORS™ races and their attributes: Birdmen,
Dwarves, Elves, Goblins, Humans and Mermen. The above races are not
limited to any genotypic and/or phenotypic traits, i.e., each race could have
members of any ethnic group. Crossing a threshold of a home or consecrated
building uninvited can have serious negative ramifications for humans
attempting to cast spells. It should be understood there is a difference between a
home and a house. A house is just a building where a home has physical,
emotional, and spiritual connections to those who live and who have lived there.
Only someone who lives at a home can invite you to enter.

15 Birdmen
Birdmen have an average height of 62” and a weight of 78 pounds. As a race
they tend to have a deep chest (from spine to sternum), but are otherwise slim
and wiry. Their density is less than average. Their complexion varies from
brown to olive, with all shades of hair color, which tends to be naturally curly.
They have long graceful fingers and toes.
Birdmen have the natural ability to morph their bodies, effectively growing
wings with a 12-foot wingspan. Their body mass remains unchanged and their
visible exterior appearance, except for the wings, remains virtually unchanged.
This process takes several minutes modified by their natural abilities. Although
natural flyers Birdmen must still learn to fly. Their flying ability (speed, turning
rate, etc.) and the amount of weight they can carry depends on their skill and
abilities. In addition to normal vision, birdmen have excellent long distant
vision, with all other senses being average. Birdmen have an above average rate
of healing within their habitat and average outside their habitat. Birdmen have
an average resistance to disease. Birdmen have an affinity for magic dealing
with air, are considered average with respect to humanoid magic and below
average with all other forms of magic
Birdmen Talents/Flaws
Talent/Flaw
Agility
Endurance
Strength
Age Span
Body Density
Healing Rate
Height
Mana
Morphing
Reproductive Rate
Sleep Required
Codex, Air
Codex, Human
Codex, All others (-10 DP/Noun)
Flying
Vision, Binocular
Vision, Distance
Weight
TOTAL (must be zero)

Cost (DP)
50
10
25
-1
10
5
-1
31
25
-11
2
30
0
-210
20
0
20
-5
-512

Result
+0.5z
+0.1z
+0.25z
60 yr
-2.0z
+0.5z
62”
0.1z
50%
1/ yr
6hr/day
1.0z
-2.0z
-3.0z
+0.0z
0.0z
+2.0z
78#

Habitat
Birdmen inhabit dry, open country of the plains, prairies, grasslands, shrubsteppes and deserts, especially in those areas with accessible cliff ledges,
mountain ridges and persistent updrafts.

Ecology/Psychology
Birdmen have transformed overtime in a symbiotic relationship with their
environment. Birdmen have an average lifespan of 60 years and the female
comes into heat once per year during the summer with a gestation period of nine
months. Birdmen are considered mature at 14 years of age. During the third
trimester she is physically unable to fly. Birdmen tend to be most active during
the daylight hours and require on average six hours of sleep a night.

Society/Culture
Birdmen society is matriarchal. They tend to live in groups related by marriage.
Dozens of family groups often live in close proximity, forming a clan. Birdmen
tend to be monogamous. When an adult female reaches maturity she will leave
the family group and fly off to find a mate from another clan, returning only
when she has successfully found a mate. Birdmen only relate well with the
Elves and Dwarves, attempting to avoid all other races except for Goblins. As a
race, Birdmen despise Goblins and when possible attempt to exterminate them.
This genocidal tendency is due to the fact that Goblins consider Birdmen young
as a delicacy.
Birdmen architecture is made entirely of stone and is characterized by airy
lacelike patterns, overhanging balconies attached to steep rocky cliffs. It is said
that Birdmen designed their architecture but enlisted the aid of Dwarven masons
to execute the work. Birdmen education tends to focus on the sciences,
although history has shown the Birdman society has produced some remarkable
poets. Birdmen religious beliefs are vary depending on climate and habitat, but
all tend to focus on the wind and the air, e.g., Shu (Su) the Egyptian god of dry
air, wind and the atmosphere.

16 Dwarves
Dwarves have an average height of 55” and a weight of 157 pounds. As a race
they tend be strong, brave and bold, as well as determined, obstinate and
uncompromising. Their complexion varies from pale white to olive, with all
shades of hair color, which tends to be thick and straight. They have short
fingers and toes.
Dwarves have naturally strong bones and their body density is above average.
In addition to normal vision, dwarves have limited infrared vision, below
average long distance vision, with all other senses being average. Dwarves have
an average rate of healing within their habitat and below average outside their
habitat. Dwarves have an above average resistance to disease. Dwarves have an
affinity for magic dealing with earth, are considered average with respect to
humanoid magic and below average with all other forms of magic.
Dwarves Talents/Flaws
Talent/Flaw
Vitality
Strength
Age Span
Body Density
Disease Resistance
Healing Rate
Height
Mana
Natural Armor
Sleep Required
Reproductive Rate
Codex, Earth
Codex, Human
Codex, All others (-10 DP/Noun)
Vision, Binocular
Vision, Distance
Vision, Infrared
Weight
TOTAL (must be zero)

Cost (DP)
64
70
4
10
10
-5
-4
30
10
0
-10
30
0
-210
0
-10
10
1
-501

Result
+0.64z
+0.7z
160 yrs
+2.0z
+2.0z
-0.5z
55”
0.0z
+1.0z
8 hrs/day
1/ 6months
+1.0z
-2.0z
-3.0z
0.0z
-1.0z
-1.0z
157#
--

Habitat
Dwarves inhabit the hills and mountains of the upper latitudes, including the
sub-Arctic and sub-Antarctic.

Ecology/Psychology
Dwarves have transformed overtime in a symbiotic relationship with their
environment. Dwarves have an average lifespan of 160 years and the female
comes into heat twice per year during the summer and winter with a gestation
period of nine months. Dwarves are considered mature at 36 years of age. It is
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not uncommon for both sexes to sport long beards. Dwarves tend to be most
active during the daylight hours and require on average eight hours of sleep a
night.

Society/Culture
Dwarven society is patriarchal. They tend to live in large military communities
hewn out of the mountains, where each mountain range is considered a different
clan. Dwarves continuously train in the weapons and tactics of war. Dwarves
tend to be monogamous. When an adult dwarf reaches maturity they will leave
their family and spend years adventuring, serving as mercenaries, blacksmiths,
etc., only returning once they have made a substantial amount of wealth and or
fame. After returning they tend to find a mate within their own clan and then
work towards the good of the community. Dwarves tolerate humans but will
trade with all other races except Goblins. As a race, Dwarves distrust Goblins
and will never tolerate them living within their territory.
Dwarves are master masons and their architecture illustrates this. Entire cities
have been carved into the bedrock of the hills and mountains of Terra. In
addition, Dwarves are some of the best metal smiths upon the planet. Many of
the weapons and armor of myth and folklore have their roots based upon
Dwarven craftsmanship. Dwarves are second only to Elves on their education
level. It is said that not all Dwarven treasure is measured in gold and gems,
some of it reside in libraries thousands of years old. Dwarven religious beliefs
are based on ancestor worship. Ancestor worship is a variety of religious beliefs
and practices concerned with the spirits of dead relatives, some of whom may be
mythical. The core of ancestor worship is the belief in the continuing existence
of the dead and in a close relation between the living and the dead (who
continue to influence the affairs of the living).

17 Elves
Elves have an average height of 64” and a weight of 137 pounds. As a race they
tend to be well formed and handsome. Their complexion varies from light olive
to cream, with all shades of hair color. In addition to normal vision, elves have
low light vision, with all other senses being average. Elves have an average rate
of healing within their habitat and below average outside their habitat. Elves
have an average resistance to disease. Elves have an affinity for magic dealing
with plants and animals, are considered average with respect to humanoid magic
and below average with all other forms of magic.
Elves Talents/Flaws
Talent/Flaw
Agility
Comeliness
Empathy
Age Span
Healing Rate
Height
Mana
Reproductive Rate
Sleep Required
Fauna Lore
Flora Lore
Codex, Plant
Codex, Animals
Codex, Human
Codex, All others (-10 DP/Noun)
Vision, Binocular
Vision, Lowlight
Weight
TOTAL (must be zero)

Cost (DP)
50
30
20
10
-10
-1
40
-34
-2
14
14
30
30
0
-200
0
10
-1
-492

Result
+0.5z
+0.3z
+0.2z
320 yrs
-1.0z
64”
1.0z
~1/ 3 yrs
10 hrs
-0.6z
-0.6z
+1.0z
+1.0z
-2.0z
-3.0z
0.0z
+1.0z
137#
--

Habitat
Elves inhabit the forests and jungles of Terra, in all climatic conditions that
support moderate to dense growth.

Ecology/Psychology
Elves have transformed overtime in a symbiotic relationship with their
environment. Elves have an average lifespan of 320 years and the female comes
into heat randomly, rarely more than once every few years. The gestation period
is nine months. Elves are considered mature at 72 years of age. Elves tend to
be most active during the twilight hours near dawn and dusk and require on
average ten hours of sleep a night. Elves tend to take a long-term view of life
and situations. Humans and goblins view this as indecision. Elves are at home
in all manner of wooded territory.

Society/Culture
Elven society is neither matriarchal, nor patriarchal but instead depends on the
head of the ruling council. The head of the ruling council tends to be the eldest,
wisest and most experienced elf in a particular woodland. They tend to live in
large well-ordered communities either building on the ground or when
permitting, in the trees. Elves tend to be monogamous. Elves rarely leave their
woods and attempt to isolate themselves from all other races. The one exception
to this is a limited trade with human settlements for quality wine and
agricultural products. Even this is performed in such a way that the human
merchants are unaware of their client’s origin. Elven architecture is almost
exclusively constructed with wood and stone, with balconies and buttresses
intricately carved and engraved. Their traditions reflect their love of nature and
long life spans. Elves love performance art and many devote their lives to
singing, music, poetry, dance and acting. As a race they are highly educated in
all fields of study, including magic. Senior elves may be some of the most
powerful wizards on Terra. Their diet consists primarily of the plants and
animals that inhabit their habitat. Their religious beliefs are diverse depending
on locale having a common theme of nature and peace. Although peaceful by
nature all elves are required to train in the weapons and tactics of war.

18 Goblins
Goblins have an average height of 58” and a weight of 118 pounds. As a race
they tend to be slim and wiry. Their complexion varies from white to albino,
with all shades of hair color. They have long gnarled fingers and toes. In
addition to normal vision, Goblins have excellent low-light and infrared vision,
with all other senses being average. The intensity of normal daylight is painful
for Goblins to bear and they will avoid traveling above ground during the day.
Goblins have an above average rate of healing and above average resistance to
disease. Goblins are below average with all forms of magic.
Goblins Talents/Flaws
Talent/Flaw
Vitality
Speed
Intuition
Reasoning
Stability
Will
Age Span
Disease Resistance
Gestation Period
Healing Rate
Height
Natural Armor
Natural Weapons
Reproductive Rate
Sleep Required
Caving
Codex (-10 DP/Noun & Verb)
Vision, Binocular
Vision, Daylight
Vision, Infrared
Vision, Lowlight
Weight
TOTAL (must be zero)

Cost (DP)
150
50
90
-50
-50
-50
-2
17
5
20
-3
20
20
1
4
20
-280
0
-20
30
30
-2
-283

Result
+1.5z
+0.5z
+0.9z
-0.5z
-0.5z
-0.5z
40 yrs
+3.4z
8 months
+2.0z
58”
+2.0z
+2.0z
2/ month
4 hrs
+0.0z
-3.0z
0.0z
-2.0z
+3.0z
+3.0z
118#
--
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Habitat

considered mature at 18 years of age. Humans tend to be most active during the
daylight hours and require on average seven hours of sleep a night.

Goblins inhabit the subterranean spaces of Terra, e.g., caves and caverns.
Because of the unique properties of their habitat they can be found in all
climatic regions.

Society/Culture

Ecology/Psychology
Goblins have transformed overtime in a symbiotic relationship with their
subterranean environment. Goblins have an average lifespan of 40 years and the
female comes into heat every other week with a gestation period of eight
months. Goblins are considered mature at 9 years of age. Goblins tend to be
most active during the nighttime hours and require on average four hours of
sleep per day. Goblins as a race tend to be impatient and tend to make hasty
decisions.

Society/Culture
Goblins society is patriarchal. They tend to live in family groups led by a
dominate male. Dozens of family groups often live in close proximity, forming
a clan, ruled by the strongest male. Goblins tend to be polygamous. When an
adult male reaches maturity he is forced to leave the family or he will be
attacked by the dominant male. Goblins females of childbearing years tend to
live a harsh life being pregnant most of the time. For this reason females
occasionally flee and attempt to integrate into the underworld of human society.
Goblins do not relate well with any of the other races and barely tolerate each
other. As a race, Goblins fear Birdmen and avoid confrontation if at all
possible. Goblin communities have simple traditions that change based on the
whims of the dominant male. Goblins have very little technology and most
activities revolve around survival, eating and procreating.

19 Humans

Human society is patriarchal. They tend to live in cities and towns in both rural
and urban settings. Humans tend to be territorial, forming countries/nations
with a variety of governments, e.g., monarchy, theocracy, republic, democracy,
councils, etc. Humans tend to be monogamous. Human communities have
diverse traditions, religions, institutions, art, technology, activities and interests.

20 Mermen
Mermen have an average height of 72” and a weight of 190 pounds. As a race
they tend to be lean and homogeneous. Their complexion varies from olive, to
red with all shades of hair color, but black predominating. Their hands are
slightly larger than normal and their fingers have an almost imperceptible
webbing.
Mermen have the natural ability to morph their bodies, transforming their legs
into the tail of a dolphin. Their body mass remains unchanged and their visible
exterior appearance, except for the tail, remains virtually unchanged. This
process takes several minutes modified by their natural abilities. In general,
Mermen are superior swimmers, able to hold their breath for several minutes.
Although natural swimmers Mermen must still learn to swim to become
superior. Their swimming ability (speed, max depth, etc.) and the amount of
weight they can carry depends on their skill and abilities. In addition to normal
vision, Mermen have excellent under water vision, with all other senses being
average. Mermen have an above average rate of healing within their habitat and
average outside their habitat. Mermen have an average resistance to disease.
Mermen have an affinity for magic dealing with water, are considered average
with respect to humanoid magic and below average with all other forms of
magic.
Merman Talents/Flaws

Humans have an average height of 67” and a weight of 148 pounds. As a race
they encompass all the possible body sizes and builds seen in our modern
society. Their complexion and hair color includes everything found on present
day Earth. Humans as a group have no special abilities, but as individuals they
have the largest diversity. All human senses are average. Humans have an
average rate of healing and an average resistance to disease. Humans have no
special affinity or restrictions regarding magic.
Humans Talents/Flaws
Talent/Flaw
Abilities
Age
Height
Mana
Reproductive Rate
Sleep Required
Skills
Vision, Binocular
Weight
TOTAL (must be zero)

Cost (DP)
0
1
0
0
0
-1
0
0
0
-739

Result
0.0z
80 yrs
67”
-3.0z
1/month
7hrs/day
-2.0z
0.0z
148#
--

Habitat
Humans are the perpetual wanderers; they have spread to all landmasses on
Terra, excluding the Arctic and Antarctic.

Ecology/Psychology
Humans have changed very little over time, due primarily to that wandering
nature. Humans have an average lifespan of 80 years and the female comes into
heat once per month with a gestation period of nine months. Humans are

Talent/Flaw
Endurance
Memory
Age Span
Healing Rate
Height
Mana
Morphing
Reproductive Rate
Sleep Required
Codex, Water
Codex, Human
Codex, All others (-10 DP/Noun)
Swimming
Tale Telling
Vision, Binocular
Vision, Underwater
Weight
TOTAL (must be zero)

Cost (DP)
45
20
-1
5
1
30
20
-11
2
30
0
-210
30
6
0
30
3
-518

Result
+0.45z
+0.2z
60 yrs
+0.5z
72”
0.0z
40%
1/ yr
6 hrs
+1.0z
-2.0z
-3.0z
+1.0z
-1.4z
0.0z
+3.0z
190#
--

Habitat
Mermen inhabit the relatively shallow waters along the coasts and large inland
seas. They are found in all climates but the Arctic and Antarctic.

Ecology/Psychology
Mermen have transformed overtime in a symbiotic relationship with their
marine environment. Mermen have an average lifespan of 60 years and the
female comes into heat once per year during the summer with a gestation period
of nine months. Mermen are considered mature at 14 years of age. Mermen
tend to be most active during the daylight hours and require on average six
hours of sleep a night.
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Society/Culture
Mermen society is matriarchal. They tend to live in family groups related by
marriage called a pod. Numerous pods have joined resources to create fabulous
underwater cities under the sea surrounded by magically created air bubbles.
Others have chosen to inhabit isolated islands and shroud themselves from
unfriendly eyes by magic. Mermen tend to be monogamous. Mermen tend to
isolate themselves from all other races. As a race, they have no prejudices
towards any other race. Mermen architecture is reminiscent of classical Greek.
Their traditions combine the creatures and elements of the sea. Their art reflects
the materials and scenes of the oceans and sea. They tend to be educated by oral
tradition. Their diet consists primarily of the plants and animals of the sea.
Mermen religious beliefs vary but are universally associated with water e.g., the
Greek gods Oceanus and Tethys. Oceanus with his wife Tethys produced the
rivers and over three thousand ocean nymphs.
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Section V: Supernatural
This section includes creatures and monsters. For example: dragons, giants,
most undead and werewolves. Some supernatural creatures will find it difficult
to cross a threshold of a home or consecrated building uninvited. Should they
force their way in they will encounter serious negative ramifications for
performing actions, including spells. It should be understood there is a
difference between a home and a house. A house is just a building where a
home has physical, emotional, and spiritual connections to those who live and
who have lived there. Only someone who lives at a home can invite you to
enter.

21 Alerion
The alerion is a bird like an eagle; it is lord over all other birds. It is the color of
fire, is larger than an eagle, and its wings are as sharp as a razor. The is only one
pair in the world. When she is sixty years old, the female lays two eggs, which
take sixty days to hatch. When the young are born, the parents, accompanied by
a retinue of other birds, fly to the sea, plunge in, and drown. The other birds
return to the nest to care for the young alerion until they are old enough to fly.
This tale is told in the Bestiaire of Pierre de Beauvais; a similar tale is found in
the letter of Prester John on the marvels of the east.

27 Bean Sidh (Banshee)

28 Boggart
Boggart (or bogart, bogan, bogle or boggle) is a household spirit, sometimes
mischievous, sometimes helpful. In Northern England, at least, there was the
belief that the boggart should never be named, as when the boggart was given a
name, it would not be reasoned with or persuaded and become uncontrollable
and destructive.

29 Bonnacon
The bonnacon is a beast with a head like a bull, but with horns that curl in
towards each other. Because these horns are useless for defense, the bonnacon
has another weapon. When pursued, the beast expels its dung which travels a
great distance (as much as two acres), and burns anything it touches.

22 Al-mi’raj
30 Brownie
23 Amphisbaena
The amphisbaena is a two-headed lizard or serpent. It has one head in the
normal position, and another at the end of its tail. It can therefore run in either
direction. Its eyes shine like lamps, and has no fear of cold.

31 Bugbear

24 Bake-neko

32 Caladrius

A cat-like monster from japan.

The caladrius is an all-white bird that lives in the king's house. If it looks into
the face of a sick man, it means that he will live, but if the caladrius looks away,
the sick man will die of his illness. To cure the sick man, the caladrius looks at
him, and drawing the sickness into itself, the bird flies up toward the sun, where
the disease is burned up and destroyed.

25 Baku
Originally from China, this fantastic beast is said to be composed from the
parts of many different animals, the most common description giving it the body
of a bear, a trunk like an elephant, the eyes of a rhinoceros, the tail of a cow,
strong legs like a tiger's, and a spotted coat. Devours dreams, protection
against nightmares.

33 Catoblepas

26 Basilisk

34 Centaur
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35 Cerastes
Isidore of Seville [7th century CE] (Etymologies, Book 12, 4:18): The cerastes
is a snake with horns like a ram's on its head; from this it gets its name, fro the
Greeks call horns kerata. It has four horns, which it displays as bait, and
instantly kills the animals it attracts. It covers itself with sand, leaving exposed
only the part with which it catches allured birds and animals. It is so flexible
that it seems to have no spine.

36 Cerberus

37 Chimera

41.5 Marids (Arabic : ) درام

42 Doppelganger
German Folklore

43 Dragon
43.1 Celestial Dragons
Chinese mythology

43.2 Cloud Dragon

38 Cockatrice

Chinese mythology

43.3 European Dragons

39 Couatl

e.g., Siegfried

43.4 Gold Dragon
Chinese mythology

40 Cyclops
43.5 Mist Dragon
Chinese mythology

41 Djinn

43.6 River Dragon

Are a race of creature which include Jann, Jinn, Shaitan, Ifrit and Marids in
increasing power.

Chinese mythology

41.1 Jann

43.7 Sea Dragon
Chinese mythology

41.2 Jinn (Arabic: )نج

43.8 Tiamat
Babylonian mythology

41.3 Shaitan, (Arabic: )ناطيش
41.4 Ifrit (Arabic: ‘Afrīt: تيرفع, pl
‘Afārīt: تيرافع.)

44 Dryad
45 Echeneis
The echeneis is a fish, half a foot in length, that clings to ships and delays their
passage. When this fish attaches to a ship, even in the high winds of a storm the
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ship will not move, but seems to be rooted in the sea. The echeneis is found in
the Indian Sea.

52 Golem

46 Ettin

52.1 Clay

47 Gargoyle

52.2 Flesh

48 Geryon

53 Gorgon

In Greek mythology, Geryon (Geryones,Geyron), son of Chrysaor and Callirhoe,
was a fearsome titan who dwelt on the island Erytheia of the mythic Hesperides
in the far west of the Mediterranean. Geryon had three heads and three bodies
with a total of six arms. The three bodies were joined to one pair of legs, but
apart from this weird feature, his appearance was that of a warrior. He owned a
two-headed hound named Orthrus, which was the brother of Cerberus. After his
death by Heracles he was transformed into a winged beast with the tail of a
scorpion but the face of an honest man. Both his arms are covered with hair to
the armpits; while his back, chest and flanks are adorned with colorful tattoos in
the shape of knots and circles. He dwells at the cliff between the seventh and
eighth circles of Hell.

49 Gremlin
50 Giants

54 Griffon
55 Gyūki
Japanese mythology -- ferocious nature, a tendency to lurk in deep water, a
horned head like a fantastic, demonic ox, and a connection to apparitions of
women. While it loves raw meat and has been known to devour men and
livestock, it seems to have a slightly less bloodthirsty nature than its saltwater
cousin

56 Hags
Various Celtic varieties

50.1 Daidara-bocchi
Japanese mythology – a giant of great size and strength but also some amount of
humor.

50.2 Frost Giants
Norse mythology

57 Haku-taku (Bai Ze)
Japanese and Chinese Myth. bovine creature with nine eyes and six horns,
placed in sets of three and two on both his flanks and his man-like face. A wise
and holy animal, known for his capacity for human speech.

58 Harpy

51 Gnome
59 Hengeyokai
Shapeshifters of Eastern Asia

59.1 Kitsune
East Asian folklore. A troublesome shape shifting fox.

59.2 Mujina
Japanese shape shifting badger
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59.3 Tanuki
Japanese mythology – Shape shifting raccoon dog prone to mischief and
deception of humans.

60 Hippocampus

61 Hippogriff

62 Homonculus

69 Kama-itachi
Japanese mythology -- weasel-like creature that rides in a whirlwind, and is
equipped with very sharp sickle-like claws with which to attack humans

70 Kappa
Japanese mythology – It has a water-filled dish, or moist cap-like plate on top of
its head. The water in the kappa's head provides it with its supernatural power,
and if it dries up or spills the creature will lose its great strength or even become
too weak to move. kappa water imps have two forms. During the summer
months they are called gōrai or gorambo and live in rivers, but in the autumn
they begin climbing into the mountains for the winter and become kashambo.

71 Kelpie

72 Kijimunā
63 Hydra

64 Itsumaden

Okinawa folklore -- They are about the size and shape of a little boy, they have
red hair, which may or may not cover their bodies, and are associated with
mysterious fires.

73 Kraken

Japanese mythology --a chimeric beast with the body of a snake, a human-like
face, claws like daggers, and a wingspan of around five meters. Breathes fire.

65 Ittan-momen
Japanese mythology -- at first appears to be nothing more than a strip of white
cloth about ten meters long, until it drops onto its unsuspecting human victim
and wraps itself tightly aroujnd the head and neck, attempting to induce death
by suffocation.

66 Jormungandr
Norse mythology – Midgard serpent

74 Kirin
Japanese and Chinese myth.

75 Kobold
Cave dwelling evil sprites from German folklore.

76 Ko-dama
Japanese tree spirit.

67 Jorō-gumo
This eerie and dangerous spider shapeshifter takes the form of an attractive
woman by day, but her arachnid nature is revealed by night.

68 Jubokko
Japanese mythology -- appears to be nothing more than a normal tree, until
some unsuspecting person passing beneath is snatched up, murdered, and
sucked dry of blood by its rapacious branches.
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77 Lamia
78 Lammasu

88 Nue
Japanese mythology -- has the head of a monkey, the body of a racoon dog, the
limbs of a tiger, and a snake tail and can fly. Causes nightmares and illness to
those falling under it’s moon shadow.

89 Nymph
79 Leprechaun
80 Leucrotta
81 Manticore

90 Ogre

91 Oni
A type of supernatural monster encompasses a great variety of entities. They are
often confused with demons.

82 Medusa

91.1 Negoro-no-ushi-oni
Japanese mythology,-- It has a fur-covered, humanoid body, a bovine face with
long straight horns and enormous jutting fangs, and rapacious three-clawed
arms with spurred wrists and gliding membranes like a flying squirrel.

83 Minotaur

91.2 Sazae-oni

.

84 Naga

Japanese mythology – Old turban snails that can take on the form of humans
usually that of a beautiful and lecherous woman. One comical and risqué story
tells of how a pirate rescued a drowning woman from the sea and took her back
to his hideout, where the men fought over her attentions. She was willing to give
herself to all of them, but then one by one proceeded to remove their testicles.

Various types from Hindu myth.

91.3 Ushi-oni

85 Nereid

86 Ningyo

oceanic ushi-oni, an enormous and bloodthirsty beast usually drawn with a
horned head like a bull or an oni, and a body like a gigantic crab or spider.

92 Orthrus
two-headed hound, which was the brother of Cerberus

Japanese mythology -- looking something like a cross between a monkey and a
carp. But despite its grotesque appearance, the ningyo's scales are said to shine
like gold. Ningyo cannot speak, but its voice has a pleasant sound like a flute,
and if it ever sheds tears it will be transformed into a human. But it is most
famous for its flesh, a pleasant-smelling and delicious meat that is said to make
anyone who eats it nigh-immortal but has bad luck.

93 Pegasus

87 Nixie

94 Peryton
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95 Phoenix

106 Siren
These creatures have the face and breasts of a woman, but bodies ending in
either bird-like or fish-like shape. Their sweet singing lured men to leap
overboard and drown and then the Sirens would devour their bodies.

96 Piast
Enormous, lake-dwelling serpent in Irish legends

107 Sphinx

97 Rakasha
107.1 Androsphinx

98 Reptilian Humanoid

107.2 Criosphinx

These intelligent creatures from folklore and mythology, e.g., Lizard Men,
Troglodyte.

99 Roc

107.3 Gynosphinx
107.4 Hieracosphinx

100 Satyr
108 Sprite
101 Scorpion-man
109 Sune-kosuri
102 Selkie

103 Senmurv

Japanese folklore -- like a small furry animal rubbing against their shins or
coiling about their ankles. It is not often seen, but it is reported to look
something like a dog and maybe something like a cat but is not actually either.
It is especially fond of hindering the movement of people in a hurry, and if you
run too fast the sune-kosuri will send you tumbling.

110 Svirfneblin

A dog-headed, barking eagle in Persian folklore

104 Shedu

111 Swanmay

105 Simurgh

112 Sylph
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113 Tarasque

115.5 Were-jaguar

Dragon-like creature that lived in France

114 Tengu
Japanese mythology -- Strange and unpredictable creature said to make its home
deep in the mountains. Many believe that this bizarre combination of man and
bird still haunts remote forests, its unreal wings conveying it great distances in a
heartbeat, and its fearsome eyes shining with the mischief it still perpetrates
upon unwary humans. They are said to enjoy spreading chaos and confusion in
the human world

114.1 Konoha-tengu

115.6 Were-leopard

115.7 Were-lion

115.8 Were-shark

bird-like creatures with two-meter wingspans

115.9 Were-tiger

115 Therianthrope
Therianthropy, from the Greek therion, Θηριον, meaning "wild animal" or
"beast", and anthrōpos, ανθρωπος, meaning "man") refers to the metamorphosis
of humans into animals. Therianthropes have long existed in mythology all over
the world. The most commonly known form of therianthropy is lycanthropy
(from the Greek words lycos ("wolf") and anthropos ("man")), i.e., werewolf.
While in animal form therianthropes have a hunger for humanoid flesh, which
can only be restrained by the Control Therianthropy skill. Furthermore, while
in wereform the therianthrope can only draw upon the abilities and skills of their
human side based upon their Control Therianthropy skill. While in human
form the therianthrope can only draw upon the memories of their animal form.
This effectively means they have two sets of skills and abilities.

115.10

This section presents all the therianthropes from folklore and mythology around
the world. In theory any wild animal could be associated as a therianthrope, but
nature has so far been able to limit the variety to just a few. This means that
ORSTM potentially has thousands of were creatures available for use. In general
the initial potential for a therianthrope is the potential of a living humanoid and
an animal with the modifications of the were-disease, i.e.,, Allergy to Silver,
Control Therianthropy, Healing Rate, Immunity to Normal Weapons, Natural
Weapons, Spell-like trait of Speak with Animal, and Therianthropy.

In most cases after taking the form of a wolf, their mental and soul abilities are
reduced to that of a wolf. This may explain their illogical desire, to hunt, kill
and eat humans, and explain that they tend to be evil. Their teeth and claws can
penetrate armor. Their jaws can exert over 1600 lbs/sq inch pressure during a
bite. They have grey, white, red or black fur. A werewolves weight is the same
as their human half and their size is proportional to the humans weight relative
to the average wolf’s. In were form their speed and agility are those of a wolf,
and when Control Therianthropy skill has been developed potentially on the
skills and abilities of their human half. Werewolves have an above average rate
of healing and are virtually immune to normal weapons while in wolf form.

115.1 Were-bear

Werewolf

Werewolves have changed little since Zeus cursed (via Cause Disease) Lycaon
and his numerous sons. Werewolves have the natural ability to morph their
bodies into that of a Grey Wolf (Canis Lupus). This process takes several
minutes modified by their natural abilities. Although natural shape changers
werewolves must still learn to control their ability otherwise they will change
uncontrollably during times of stress and periods based on the fullness of the
moon. (100% on the evening of a full moon and –7% for each day
(accumulative) on either side to where they only have a 2% chance of changing
uncontrollable on a new moon.

115.2 Were-boar

115.3 Were-fox

115.4 Were-hyena

© Photographer unknown
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In Human Form
Werewolves have an average height of 67” and a weight of 148 pounds. As a
race they encompass all the possible body sizes and builds seen in our modern
society. Their complexion and hair color includes everything found on present
day Earth. They tend to have more body hair than average but still within the
human norm. Their hair color includes everything found on present day Earth.
They have bushy eyebrows that meet over the bridge of the nose and slightly
darker than normal fingernails that are almond shaped. One of the most
distinguishing features is their eyes which are always yellow-gold
The following table represents the additional talents/flaws of a Werewolf, not
including their normal wolf talents and flows, i.e., these stats along with a wolf
are used to define a Werewolf at birth. These stats add to those they have as a
wolf. Remember birth for a Werewolf can be actual birth or a poor human who
has contracted the disease a little over a month ago. This table is applicable
only when the werewolf is in wolf form.
The GM should not allow players to begin the game as a lycanthrope. Later
sections will provide guidelines on how to manage a character that has
contracted the disease during the course of play.
Werewolf Talents/Flaws
Talent/Flaw
Allergy to Silver
Control Therianthropy
Healing Rate
Immunity to Normal Weapons
Natural Weapons
Spell-Like Trait Speak with Wolves
Therianthropy
TOTAL (must be zero)

Cost (DP)
-10
-10
20
20
20
10
-50
0

Result
-2.5z
-3.0z
+2.0z
+2.0z
+2.0z
+2.0z
NA

should circumstances necessitate such a happening (death of the alpha, etc.).
More ambitious beta werewolves, however, will only wait so long before
challenging for the top spot; unless, of course, they choose to disperse and
create their own pack instead.
Loss of rank can happen gradually or suddenly. An older werewolf may simply
choose to give way when a motivated challenger presents itself, yielding its
position without bloodshed. On the other hand, the challenged individual may
choose to fight back, with varying degrees of intensity. The majority of
werewolf aggression is ritualized; but a high-stakes fight can easily result in
death for either or both parties.
As a group they tend to be on the fringes of human society, usually in the
criminal element. In general they despise authority and will only reluctantly
follow their pack leader.
In general werewolves contribute nothing to human society but crime. They can
mix with humans with ease but prefer the company of their own. Werewolf
religious beliefs are focused on ancestor worship.

116 T’ien Kou
Celestial dog-spirits. Flying creature that function as terrifying, meteoric omens
of catastrophe in Chinese mythology.

117 Troll

Habitat
Werewolves live in any habitat that includes humans, their prey.

Ecology/Psychology
They have the average lifespan, maturity, sleep requirements and reproduction
cycles of their humanoid half. They tend to be most active during the night.
Werewolves can communicate and are accepted by natural wolves although they
will never join the pack. Werewolves cannot procreate with wolves, only
humans or other werewolves.
As a group they view humans as prey and breeding stock. They completely
understand how the disease is transmitted and will rarely allow a human to live
after an initial attack is made. In fact if other members of the pack smell fresh
blood a feeding frenzy often results. Female werewolves tend to kill and devour
their human lover shortly after copulating.
Lycanthropy is transmitted by blood, saliva and semen. Should a werewolf ever
infect a human they only have at most one lunar cycle to seek a cure. After one
complete lunar cycle on the evening of the next full moon the disease will
manifest (become part of their DNA) and nothing short of a Wish or divine
intervention can return them to normal.

Society/Culture
Werewolves tend to be patriarchal. A pack rarely exceeds 220 adults and may
have a territory with a 100-mile radius. In larger packs, there may be two
separate hierarchies: the first consists of the males, led by the alpha male and
the other consists of the females, led by the alpha female. In this situation, the
alpha male usually assumes the "top" alpha position, though alpha females have
been known to take control over entire packs in some cases. The male and
female hierarchies are interdependent and are maintained constantly by
aggressive and elaborate displays of dominance and submission.
Next come the beta werewolves "second-in-command" to the alphas. Beta
werewolves are the most likely to challenge their superiors for the role of the
alpha, though some betas seem content with being second and will sometimes
even let lower ranking werewolves leapfrog them for the position of alpha

118 Umi-bōzu
Japanese mythology – An enormous sea monster can tower as much as thirty
meters over the surface of the ocean. Descriptions of the umi-bōzu are various,
but most commonly it appears as just the top of a great black head as smooth
and hairless as a monk's, with slippery black skin and huge glowing eyes.
Fishing is scarce when this beast is around, and it has been known to capsize
boats and drag people into the sea

119 Undead
Undead are derived from once living animal, humanoid, supernatural and
extraplaner entities. Undead are either created through arcane means, parasitic
infestation or via a fatal communicable disease. The transformation into undead
changes the entity’s Body, Mind and Soul. Once the transformation has taken
place they are categorized as supernatural entities. Each undead is unique, and
in general there is only a small set of traits that are common to all undead:
susceptibility to Undead type spells, they cannot procreate, they are almost
always evil, they have the traits of Immunity to Normal Weapons, increased
Healing Rate, and Porphyria. Unless otherwise indicated undead cannot
improve existing skills or learn new skills. Likewise there is no single method
that is guaranteed to destroy all undead. In general the cleansing effect of fire
destroys most corporeal undead. Because undead are not technically alive they
tend to be resistant to allergies, curses, disease and poison. A Cure Disease
spell will only help those undead that are spread through disease and only if cast
before the transformation is complete.
This section presents eleven categories of undead, each of which includes
numerous entities from the animal, humanoid, supernatural, and extraplaner
entities. In general, the initial potential for undead start at the point where the
living entity died. This means that ORS has literally thousands of undead
available for use.
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119.1 Ghost

119.2 Ghoul

Ghosts are non-corporeal manifestations of once living animal, humanoid,
supernatural, or extraplaner entities. Ghosts typically appear as "silvery",
"shadowy", "semitransparent", "misty", or "fog-like" entities in the form of their
previous corporeal body. Every culture in the world has ghosts although they go
by different names, e.g., the Sumerian Ekimmu.

Ghouls are a disease ridden supernatural shape shifting undead that exclusively
eat flesh and prefer the flesh of dead humanoids. It is said ghouls were once
living creatures that over time evolved into a strange race of undead by
continual eating humanoid flesh. Female ghouls tend to have long animated
black hair that end in rose-like thorns. Ghouls exist in many lands and are
known by different names. In Arabic they are called Ghūls, and Hari-onago, or
Harionna in Japanese. Arabic folklore mistakenly believes ghūls are the
offspring of Iblis, the Muslim prince of darkness and belong to a diabolic class
of jinn.

The initial potential of a ghost are those of an animal, humanoid, supernatural,
or extraplaner entity right before death that only depend on Mental and Soul
abilities. Their body ability z-scores are reduced to -4.0z or an additional -1.0z
whichever is less. Ghosts cannot improve any of their skills or traits; they are
fixed at their time of death. Ghosts have the spell-like traits of Fear, Possession
and Nightmare, which can affect animals, humanoids, supernatural and
extraplaner entities. They also have all the necessary prerequisite spells as well,
i.e., Link Mind, and the reverse of Memory Recall and Soul Recall. They tend
to use these powers to haunt those who are part of their unfinished business or
are interfering with their business. Unless they had the ability to use the Codex
in life these are the only spells they are able to manipulate. Should the ghost’s
Mind or Soul damage pool be reduced to zero it will dissipate for 24 hours at
which point it may return with full health. One way to permanently defeat a
ghost is to help it complete its unfinished business. Ghosts can communicate
normally. Ghosts have the following additional talents/flaws:
Additional Ghost Talents/Flaws
Talent/Flaw
Allergy Resistance
Curse Resistance
Disease Resistance
Healing Rate
Immunity to Normal Weapons
Poison Resistance
Porphyria
Fear
Link Mind
Memory Recall, (Reverse)
Nightmare
Possession
Soul Recall, (Reverse)

Cost (DP)
Δ
Δ
Δ
Δ
Δ
Δ
Δ
NA
NA
NA
NA
NA
NA

Result
+4.0z
+4.0z
+4.0z
+2.0z
+4.0z
+4.0z
-2.8z
+2.5z*
+2.5z*
+2.5z*
+2.5z*
+2.5z*
+2.5z*

*For purposes of these spells the ghost will have the indicated noun/verb z-score
or what they had in life, whichever is higher.

Habitat
Ghosts inhabit the general area, e.g., one mile radius sphere, where they died
and sometimes where they frequented when they were alive. The location and
condition of their corporeal body does not matter.

Ecology/Psychology
Ghosts will linger within their habitat until they resolve some unfinished
business. This business can be benevolent or malevolent. Their malevolent
nature is almost always seen by those not directly related to their unfinished
business. Ghosts are able to freely move in the Astral and Physical planes of
existence. Non-magical fire does not harm ghosts. Sun light is painful to
ghosts and they avoid exposure whenever possible. For this reason ghosts tend
to be active at night or when they are guaranteed darkness.

Society/Culture
Ghosts tend to be encountered individually although records exist of multiple
ghosts inhabiting the same areas. Ghosts have no society or culture, even when
they cohabit the same area individual ghost do not associate. The only
exception to this is when it is a family of ghosts or when the entities died during
the same event. Depending on when they died ghosts can be a valuable source
of history, religion, rituals, philosophy and politics.

Ghouls can learn and improve their skills through use. Ghouls are natural shape
shifters. Their natural forms are a virtually hairless hyena, jackal, wild dog,
(medium sized mammalian scavengers) and an emaciated humanoid with a
grayish complexion, i.e., one animal shape and human. Ghouls have the
following additional talents/flaws:
Ghoul Changes and Additional Talents/Flaws
Talent/Flaw
Comeliness
Speed
Vitality
Strength
Endurance
Eloquence
Quickness
Reasoning
Charisma
Creativity
Spirituality
Codex (-10 DP/Noun & Verb)
Allergy Resistance
Curse Resistance
Disease Resistance
Healing Rate
Immunity to Normal Weapons
Natural Armor
Natural Weapons
Mana
Morphing
Poison Resistance
Porphyria
Undead Cravings

Cost (DP)
Δ
Δ
Δ
Δ
Δ
Δ
Δ
Δ
Δ
Δ
Δ
Δ
Δ
Δ
Δ
Δ
Δ
Δ
Δ
Δ
NA
Δ
Δ
100

Result
-1.0z
+1.0z
+1.0z
+1.1z
+1.1z
-0.5z
-0.5z
-0.5z
-0.5z
-0.5z
-0.5z
-3.0z
+2.5z
+2.0z
+3.4z
+1.0z
+1.5z
+2.0z
+2.0z
-1.0z
100%
+2.5z
-0.8z
NA

Habitat
Ghouls tend to inhabit burial grounds and other deserted/uninhabited places.

Ecology/Psychology
Ghouls can be male or female but cannot procreate. They increase their
numbers via Ghul disease that is spread by contact. The disease manifests itself
in 1-7 days depending on the entity, only during this time will Cure Disease be
effective. Once complete, some of the entity’s abilities will change and some
new traits will be gained. Ghouls must eat humanoid flesh (Undead Craving) at
least once per day or their body z-score abilities will degrade 25% per day until
they reach 0z. Their z-score body ability ratings will return 25% per hour after
consuming humanoid flesh. This hunger may explain why they inhabit
graveyards as they provide a continual source of food. Ghouls have mild
sensitivity to light and prefer to hunt during the twilight and dark periods of the
day.

Society/Culture
Ghouls live in small groups often hunting and feeding as a pack. The strongest
tend to feed first. Ghoul ‘young’ are surprisingly independent and are capable
of surviving with little support. Ghouls rarely have a pack leader and tend to
make all decisions using herd-like behavior. The pack appears to act as a unit
in moving together, but its function emerges from the uncoordinated behavior of
self-seeking individuals. Female ghouls will hunt individually to obtain their
preferred victims, young males. Ghouls have never been known to create
anything.
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119.3 Mummy

Society/Culture

A mummy is simply a preserved once living animal, humanoid, supernatural, or
extraplaner body. There are a lot of different types of mummies that have been
intentionally or accidentally processed in sand, tar, mud, freeze-dried in a cave,
or sacrificed in a bog. An undead mummy has been preserved using ancient
magic rituals. On Terra, these type of rituals were commonly practiced in Egypt
but were also performed in China and possibly Peru.

Mummies have no society or culture unique to their own. Depending on the
quality of their preservation they can coexist as they did in life. Entities that
underwent mummification for eternal life and power tend to surround
themselves with minions to further their goals. These mummies tend to be evil
spell casters with an unhealthy desire to manipulate and control all aspects
around them

Undead mummies tend to have been powerful and influential individuals in life
who have undergone mummification for either religious or power related
reasons. Undead mummification is a permanent and expensive undertaking.
Unlike a Zombie, mummification halts the decay of all mind, soul and body
ability scores. Mummies are unable to improve skills, abilities or traits, they
were set at the time of mummification, i.e., there may be some degradation that
occurred before the process was started. After mummification is complete the
mummy has all the capabilities that it had during life (adjusted by any
degradation) and a few additional traits gained as part of the mummification
process.

119.4 Poltergeist

Traits gained thru the mummification process include immunity to normal
weapons and virtual immunity to internal organ damage. Beyond these two
points mummys are susceptible to the same type of damage and attacks as they
were when they were alive. In Egyptian mummies the immunity to normal
weapons is due to the hardening of the body’s tissues with natron. Immunity to
organ damage is due to the fact that their organs were removed and preserved in
Canopic jars. Should these preserved organs be damaged, corresponding
damage to the mummy will occur. Egyptian mummy wrappings are not
normally flammable due to the many sacred charms and amulets that were
placed in and around the mummy and the wrappings. These items protect the
mummy from harm and give good luck to the Ka of the mummy. Should these
charms and amulets be removed the wrappings and the mummy’s ritualistically
anointed body (oils, perfumes, bitumen) will be highly flammable.
Mummies cannot procreate and their condition is not communicative.
Frequently mummies have Aspergillus or Cephalosporium spores clinging to
their bodies which may prove poisonous to others. The initial potential of a
mummy are those of an animal, humanoid, supernatural, and extraplaner entity
right before death. Mummies cannot improve any of their skills or traits; they
are fixed at their time of death. As part of the mummification process the
mummy has the following additional talents/flaws:
Additional Mummy Talents/Flaws
Talent/Flaw
Allergy Resistance
Curse Resistance
Disease Resistance
Dismemberment Attack
Healing Rate
Immunity to Normal Weapons
Poison Resistance
Porphyria

Cost (DP)
Δ
Δ
Δ
NA
Δ
Δ
Δ
Δ

Result
+4.0z
+4.0z
+4.0z
NA
+2.0z
+1 to +3z
+4.0z
-1.6z

Habitat
Mummies can be encountered in any habitat. The habitat is not necessarily
limited to those in which the previously living entity resided.

Ecology/Psychology
Entities who have been mummified as part of religious purposes tend to lie
peacefully in their graves until disturbed, e.g., opening their sarcophagus.
These undisturbed mummies have either succeeded in joining their gods in
eternal life or are currently involved in a journey to achieve this condition.
Should they be awakened they will attempt to kill all those who disturbed them
and then return to their eternal rest. Even when dismembered the limbs of a
mummy will continue to attack.

Poltergeists are invisible, non-corporeal undead entities. They are derived from
an animal, humanoid, supernatural and extraplaner entity that was in a powerful
rage at the time of their death. Poltergeists have existed globally since ancient
times. The earliest known reports of poltergeists date back to the ancient
Romans. Other poltergeist records can be found in the medieval times of China,
England and Germany. Their name comes from the German poltern, "to
knock," and geist, "spirit." or simply noisy spirit. Reports of poltergeist activity
typically feature raps, bumps, thumps, knocks, footsteps, and bed shaking, all
without a discernible point of origin or physical reason for occurrence. Many
accounts also report objects being thrown about the room, furniture being
moved, water droplets or bursts have fallen from nowhere, stones have pelted
homes, and even people being levitated (Telekinesis).
Should the poltergeist’s Mind or Soul damage pool be reduced to zero it will
dissipate for 24 hours. One way to permanently defeat a poltergeist is to force it
to leave, e.g., have an extreme good outcome from a Repulse Undead Spell or
Control Undead Spell. The initial potential of a poltergeist are those of an
animal, humanoid, supernatural or extraplaner entity right before death that only
depend on Mental and Soul abilities. Their body ability z-scores are reduced to
-4.0z or an additional -1.0z whichever is less. Poltergeists cannot improve any
of their skills or traits; they are fixed at their time of death. Poltergeists have the
spell-like trait of Telekinesis, which can affect the elements of earth and water
as well as animals, humanoids, supernatural and extraplaner entities. These are
the only spells they are able to manipulate. As explained above poltergeists
have the following additional talents/flaws:
Additional Poltergeist Talents/Flaws
Talent/Flaw
Allergy Resistance
Curse Resistance
Disease Resistance
Healing Rate
Immunity to Normal Weapons
Poison Resistance
Porphyria
Telekinesis (Earth)
Telekinesis (Water)
Telekinesis (Animal)
Telekinesis (Humanoid)
Telekinesis (Supernatural)
Telekinesis (Extraplaner)

Cost (DP)
Δ
Δ
Δ
Δ
Δ
Δ
Δ
NA
NA
NA
NA
NA
NA

Result
+4.0z
+4.0z
+4.0z
+1.0z
+4.0z
+4.0z
-2.8z
+2.5z*
+2.0z*
+1.5z*
+1.5z*
+1.5z*
+1.5z*

*For purposes of these spells the poltergeist will have the indicated noun/verb zscore or what they had in life, whichever is higher.

Habitat
Poltergeists inhabit the general area, e.g., one hundred yard radius sphere, where
they died. The location and condition of their corporeal body does not matter.

Ecology/Psychology
Poltergeists will linger within their habitat until forced to depart. They tend to
be mischievous and sometimes malevolent. Their malevolent nature is almost
always seen by those related to the cause of their anger. Sometimes their
activity can be triggered by a living person's trauma within their habitat, at any
time. Activities build up over time to a climax and then start over. Poltergeist
energies can travel anywhere within their habitat. Nearing the climax of the
energy cycle poltergeists can become dangerous, inflicting mental terror and
physical damage in extreme cases. One case in England stated that stones,
bricks, and brick-bats of all sizes, with several other things such as hammers,
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mauls, iron-crows, spits, and other utensils tormented a family for the space of a
quarter of a year. Though rare, a few reported poltergeists have been purported
to speak. Poltergeists are able to freely move in the Astral and Physical planes
of existence. Non-magical fire does not harm poltergeists. Sun light is painful
to poltergeists and they are only active at night.

Shadow’s have no society or culture.

119.6 Skeleton

Society/Culture
Poltergeists tend to be encountered individually although records exist of
multiple poltergeists inhabiting the same areas.

119.5 Shadow
Shadows are once living animal, humanoid, supernatural or extraplaner entities
that were killed instantly with intense magical fire in which their corporeal
bodies were completely annihilated leaving only an ash shadow-like residue on
the ground. Shadows have the mental and spiritual z-score abilities they had in
life. Their Body ability traits will vary depending on the intensity of the light
growing to a maximum of 0.0z and decaying in darkness to -4.0z. Should the
shadow’s Mind or Soul damage pool be reduced to zero it will detach from its
host and drift in the wind for 24 hours, where upon it will affix to the ground
until a suitable host shadow overlaps. Should the host survive a shadow’s
attack his health will return at their normal rate.
The initial potential of a shadow are those of an animal, humanoid, supernatural
or extraplaner entity right before death that only depend on Mental and Soul
abilities. Their body ability z-scores are reduced to -4.0z. Shadows cannot
improve any of their skills or traits; as they are fixed at their time of death.
Shadows have the spell-like traits of Transfer (Body) which can affect animals,
humanoids, supernatural and extraplaner entities. This is the only spell they are
able to manipulate. As described above shadows have the following additional
talents/flaws:
Additional Shadow Talents/Flaws
Talent/Flaw
Allergy Resistance
Camouflage
Curse Resistance
Disease Resistance
Healing Rate
Immunity to Normal Weapons
Poison Resistance
Porphyria
Transfer Body
Undead Craving

Society/Culture

Cost (DP)
Δ
Δ
Δ
Δ
Δ
Δ
Δ
Δ
NA
NA

Result
+4.0z
+1.8z
+4.0z
+4.0z
+1.0z
+3.0z
+4.0z
+2.0z
+1.0 z*
NA

*For purposes of these spells the shadow will have the indicated noun/verb zscore or what they had in life, whichever is higher.

Habitat
Shadows can be encountered in any habitat. Initially the habitat will be that
where the shadows were formed but as the shadow jumps from host to host the
habitat may change. Shadows are difficult to detect as the host must notice a
discrepancy in their real shadow’s appearance.

Ecology/Psychology
Shadows are unaware that they are dead. They have lost virtually all their
memories. Shadows are parasitical in nature. Their nature is to find a host and
meld with their host’s shadow and slowly suck health (Undead Craving) from
their host via the Transfer spell. Shadows are able to transfer up to twice their
normal body damage pool as part of their feeding. The Shadow’s extra damage
pool dissipates at 5% per day until it reaches its original value. When a host’s
Body damage pool is totally depleted they will die. Shadows are unable to
communicate. Shadows are limited to the plane of existence of their host.
When their host becomes weak or a stronger host is nearby they will change
hosts as soon as their shadows overlap. Fire does not harm Shadows. Darkness
is painful to shadows and they attempt to minimize their exposure whenever
possible. Conversely sun light makes them stronger.

Skeletons are devolved zombies or dead animal, humanoid, supernatural, and
extraplaner entities whose bones have been re-animated using the Animate Dead
spell. Skeletons have virtually no mind and no soul. Skeletons are the lowest
form of undead. Skeletons cannot procreate, and unless the bones are consumed
by an entity of the same species, they will not transmit the disease. An entity
infected by a skeleton, contract the zombie virus and will die within 24 hours
and becomes a zombie unless cured.
The initial potential of a skeleton are those of an animal, humanoid,
supernatural, and extraplaner entity right before death. Skeletons cannot
improve any of their skills or traits; they are fixed at their time of death. A
skeleton’s ability to use their skills is dependent on their Mind, Body and Soul
abilities. Their Soul and Mind abilities are –9z. Their Body abilities are 50% of
what they were in life or 0z which ever is lower. Smashing, breaking and/or
burning the bones are some of the best ways to terminate their existence.
Attacking skeletons with edged weapons is like chopping a dead tree, i.e., it is a
slow and tedious process. Even dismembered, the various parts may still attack
if possible. Blunt weapons tend to work better. As described above skeletons
have the following additional talents/flaws:
Additional Skeleton Talents/Flaws
Talent/Flaw
Allergy Resistance
Curse Resistance
Disease Resistance
Dismemberment Attack
Healing Rate
Immunity to Normal Weapons
Poison Resistance
Porphyria

Cost (DP)
Δ
Δ
Δ
NA
Δ
Δ
Δ
Δ

Result
+4.0z
+4.0z
+4.0z
NA
+0.1z
+1.0z
+4.0z
-1.6z

Habitat
Skeletons live in any habitat. Temporarily, skeletons will also be found near the
spell caster who has animated them.

Ecology/Psychology
Skeletons are part of the natural process of decay of dead animals, humanoids,
supernatural, and extraplaner entities. Skeletons consist of the bones and
sometimes the tendons and ligaments of the dead. Undead skeletons are not
natural, they are the result of spell casters’ magic. Skeletons can be temporarily
animated using the Animate Dead spell or they can be devolved zombies. Some
types of skeletons are not really suitable for animation, e.g., a shark would only
be the jaws and teeth with no way to move.

Society/Culture
Skeletons have no society or culture unique to their own. While under the
control of the Animator (Master) they will follow his orders when needed and
rest peacefully in shallow graves or underground structures when they aren’t
needed. Skeletons have no leader and tend to follow mob rule. Unless
controlled, they will mindlessly attack any living entity.

119.7 Spectre
The Spectre has its origins in English folklore at least as far back as the middle
ages. Other cultures have similar entities which can be categorized as a spectre,
e.g., Huecuva from South America. A spectre is often confused with a ghost but
is a distinct type of undead. Spectres are non-corporeal manifestations of a dead
animal, humanoid, supernatural or extraplaner entity. The confusion is a result
of their similar appearance. They typically appear as "silvery", "shadowy",
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"semitransparent", "misty", or "fog-like" entities in the form of the previous
corporeal body. Should the spectre’s Mind or Soul damage pool be reduced to
zero it will dissipate for 24 hours, at which point they may return with full
health. One way permanently destroy a spectre is to dig up the body, cut it to
pieces and burn it.
The initial potential of a spectre are those of an animal, humanoid, supernatural
or extraplaner entity right before death that only depend on Mental and Soul
abilities. Their body ability z-scores are reduced to -4.0z or an additional -1.0z
whichever is less. Spectres cannot improve any of their skills or traits; they are
fixed at their time of death. Spectres have the spell-like traits of Fear and
Cause Disease, which can affect animals, humanoids, supernatural and
extraplaner entities. Unless they had the ability to use the Codex in life these
are the only spells they are able to manipulate. As explained above spectres
have the following additional talents/flaws:
Additional Spectre Talents/Flaws
Talent/Flaw
Allergy Resistance
Curse Resistance
Disease Resistance
Healing Rate
Immunity to Normal Weapons
Poison Resistance
Porphyria
Cause Disease (Body)
Cause Disease (Mind)
Fear

Cost (DP)
Δ
Δ
Δ
Δ
Δ
Δ
Δ
NA
NA
NA

Result
+4.0z
+4.0z
+4.0z
+2.3z
+4.0z
+4.0z
-2.8z
+2.5z*
+2.5z*
+2.5z*

*For purposes of these spells the spectre will have the indicated noun/verb zscore or what they had in life, whichever is higher.

of a wolf. Vampires prefer live prey as the victims pumping heart assists in
their repast. Vampires are able to transfer up to twice their normal body and
mind damage pools as part of their feeding. The Vampire’s extra damage pool
dissipates at 5% per day until it reaches its original value. Should a vampire not
be allowed to feed it will grow visibly thinner even approaching the likeness of a
mummy over the course of a month. Within minutes of feeding it will regain its
original form. When bloated with blood some vampires have been known to
sweat blood and even cry tears of blood. One of the ways to permanently
destroy a vampire is to exhume the body, and impale it, cut off their head, tear
out their hearts, and burn them (Keyworth, 2006). As explained above vampires
have the following additional talents/flaws:
Additional Vampire Talents/Flaws
Talent/Flaw
Allergy Resistance
Curse Resistance
Disease Resistance
Healing Rate
Immunity to Normal Weapons
Poison Resistance
Porphyria
Elemental Merge (Fog)
Polymorph
Link Soul
Transfer Body
Transfer Soul
Undead Craving

Cost (DP)
Δ
Δ
Δ
Δ
Δ
Δ
Δ
NA
NA
NA
NA
NA
NA

Result
-1.0z
+4.0z
+4.0z
+3.0z
+4.0z
+4.0z
-5.0z
+2.5z*
+3.0 z
+3.0z*
+3.0z*
+3.0z*
NA

*For purposes of these spells the vampire will have the indicated noun/verb zscore or what they had in life, whichever is higher.

Habitat
Habitat
Spectres inhabit the general area, e.g., one mile radius sphere, where their
corporeal body rests. As long as the spectre exists its corporeal body will never
decay.

Ecology/Psychology
Spectres were evil/sinful entities who were originally buried in unconsecrated
ground that have refused to pass on. Spectres are almost always malevolent and
seem to enjoy causing fear and spreading disease. Spectres can communicate
normally. Spectres are able to freely move in the Astral and Physical planes of
existence. Non-magical fire does not harm a spectre’s non-corporeal body. Sun
light is painful to spectres and they avoid exposure whenever possible.

Society/Culture
Spectres tend to be encountered individually although feral and wild dogs are
often seen following them.

119.8 Vampire
Vampires a.k.a., Vampyres, Oupires, etc. are corporeal once living animal,
humanoid, supernatural, and extraplaner entities. Vampires appear as they did
in life with perhaps a bit paler complexion. Vampires tend to be one of the most
powerful undead entities known.
The initial potential of a vampire are those of an animal, humanoid,
supernatural, and extraplaner entity right before death. Vampires can improve
their existing skills and they can learn new ones. Vampires have the spell-like
traits of Elemental Merge (Fog), Link Soul, Polymorph, Transfer Body, and
Transfer Soul, which can affect animals, humanoids, supernatural and
extraplaner entities. Vampires can only use the Polymorph trait on themselves
preferring the forms of bats, bears, wolves and dogs (Burton, 1200). Unless
they had the ability to use the Codex in life these are the only spells they are
able to manipulate. Vampires have an undead craving of life’s essence and will
attempt to feed (drain blood) at least once per day. Feeding also involves the
transfer of life via the Transfer spells, which occurs simultaneously with
feeding. Before feeding the vampire’s canine teeth will morph similar to those

Unless controlled, vampires live in any habitat in which they desire.

Ecology/Psychology
Vampires are a symbiotic relationship between a once living entity and
microscopic parasite. The parasite is transmitted via bodily fluids, e.g., blood,
saliva, seminal fluids, or inhalation when in a gaseous state. The chance for
infection is dependent on the volume and contact time except when ingested
which always results in infection. After infestation the host body will die and
one night later be reborn as a vampire with access to all previous knowledge,
skills, and traits as well as new traits. A vampire will never age and will never
die by normal means. The body temperature of a vampire is room temperature
unless they have recently fed. A vampire is highly sensitive to light and will
only be active at night, spending the daylight hours in a deep sleep. They prefer
their own coffin with dirt from their grave but this is not required. Vampires
have a mild allergy to natural blood thinners, e.g., garlic and onions.

Society/Culture
Vampires usually share the society and culture of their prey, but cases have been
reported of vampires establishing societies unique to their needs.

119.9 Wight
Wights are corporeal once living animal, humanoid, supernatural, and
extraplaner entities whose bodies were killed by another wight of the same type,
i.e., animal, humanoid, supernatural or extraplaner. Wights often appear in the
clothes, armor and/or weapons of their victims. Their complexion is deathly
pale and their eyes glow with otherworldly hunger.
Wights have the spell-like traits of Paralysis, Transfer Mind and Link Mind,
which can affect animals, humanoids, supernatural and extraplaner entities.
Wights are able to transfer up to twice their normal mind damage pool as part of
their feeding. The Wight’s extra damage pool dissipates at 5% per day until it
reaches its original value. The initial potential of a wight are those of an animal,
humanoid, supernatural, and extraplaner entity right before death. Wights
cannot improve any of their skills or traits as they are fixed at their time of
death. Unless they had the ability to use the Codex in life these are the only
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spells they are able to manipulate. As explained above wights have the
following additional talents/flaws:
Additional Wight Talents/Flaws
Talent/Flaw
Allergy Resistance
Curse Resistance
Disease Resistance
Healing Rate
Immunity to Normal Weapons
Natural Weapons
Poison Resistance
Porphyria
Link Mind
Transfer Mind
Paralysis
Undead Craving

Cost (DP)
Δ
Δ
Δ
Δ
Δ
Δ
Δ
Δ
NA
NA
NA
NA

Result
+4.0z
+4.0z
+4.0z
+2.5z
+3.0z
+2.0z
+4.0z
-2.8z
+2.5z*
+2.5z*
+2.5z*
NA

*For purposes of these spells the wights will have the indicated noun/verb zscore or what they had in life, whichever is higher.

Habitat
Wights live in the habitat in which they first became a wight. After passing on
their foul gift they may wander or not as they see fit. This ensures that a wight
(unless destroyed) will always serve their original purpose which was to guard
burial mounds, crypts and tombs.

Ecology/Psychology

Society/Culture
Wights have no society or culture unique to their own

Wraith

Wraiths are semi-corporeal once living animal, humanoid, supernatural, and
extraplaner entities. Their genesis twists their soul making them despise all
living things. Wraiths appear as a pale gaseous-like form with glowing
malevolent eyes and only a minor resemblance to their previous life.
The initial potential of a wraith are those of an animal, humanoid, supernatural,
and extraplaner entity right before death. Wraiths can improve their existing
skills but they cannot learn new ones. Wraiths have the spell-like traits of
Change Heat (Rev), Transfer Soul and Link Soul, which can affect plants,
animals, humanoids, supernatural and extraplaner entities. Unless they had the
ability to use the Codex in life these are the only spells they are able to
manipulate. Wraiths are able to transfer up to twice their normal soul damage
pool as part of their feeding. The Wraith’s extra damage pool dissipates at 5%
per day until it reaches its original value. As explained above wraiths have the
following additional talents/flaws:
Additional Wraith Talents/Flaws
Talent/Flaw
Allergy Resistance
Curse Resistance
Disease Resistance
Healing Rate

Δ
Δ
Δ
NA
NA
NA
NA

+4.0z
+4.0z
-1.6z
+3.0 z
+3.0z*
+3.0z*
NA

*For purposes of these spells the wraiths will have the indicated noun/verb zscore or what they had in life, whichever is higher.

Habitat
Wraiths live in any habitat in which they are required to serve. Should their
master perish they are only limited by their own desires.

Ecology/Psychology
Wraiths are created by artifacts of power or extremely powerful entities to serve
as intelligent weapons and secondarily as servants. The victim was not forced
into this arrangement they are usually manipulated into agreeing through greed
or a lust for power. Wraiths cannot procreate. All living things are damaged by
the icy touch (~0°F via a permanent Change Heat spell) of a wraith.

Society/Culture
Wraiths have no society or culture unique to their own. They are bonded to
serve their creator for as long as they exist.

Wights are an abomination to the natural environment. It is said that the
original wights were created using a variety of spells, but today only a Raise
Undead is required. The only plants that grow around the lair of a wight are
weeds. They have a perpetual thirst for the mental essence of all living things.
A wight’s touch will cause paralysis, and mental health will be ripped from the
victim each time it makes a successful attack (treat as a serious wound). Should
the victim survive a wight’s attack their mental health will return at their normal
rate. They are bound to remain in the same habitat until they can pass their foul
gift to another entity of the same type. At this point they can leave or stay as
they wish. Due to the twisted nature of their mind they have a desire to seek out
life and attempt to transfer it to themselves or in the case of plants destroy it.
Wights cannot procreate; they can only pass along their twisted existence to
beings of their original type.

119.10

Immunity to Normal Weapons
Poison Resistance
Porphyria
Change Heat (Rev) Permanent
Link Soul
Transfer Soul
Undead Craving

Cost (DP)
Δ
Δ
Δ
Δ

Result
+4.0z
+4.0z
+4.0z
+2.8z

119.11

Zombie

Zombies, a.k.a., Revenant, Draugr, Vrykolakas, etc., are dead animal,
humanoid, supernatural, and extraplaner entities whose bodies have been killed
by a zombie of the same species or who have been re-animated using the
Animate Dead spell. Some drugs (pufferfish toxin & datura) used by
practitioners of the voodoo religion can mimic the condition but creatures under
the influence of these drugs are not ‘true’ zombies.
The origin of the zombie is unclear, the word itself is of west African origin.
What is clear is that true zombies occurred shortly after spell casters learned to
animate dead animals, humanoids, supernatural and extraplaner entities. The
epic story of Gilgamesh, (c2700 BC) is probably the first story mentioning the
dead that eat the living. The zombie appears in several cultures worldwide,
including Europe (Revenant), Scandinavia (Draugr), China, Japan, the Pacific,
India, and the Native Americans. Zombies had very little likelihood of
becoming a true menace until some unnamed Sorcerer inflicted an infectious
disease on his zombies and thus making it permanent. Those who understand
the threat (religious scholars and spell casters) will always attempt to
exterminate zombies before the virus spreads and the dead outnumber the living.
The initial potential of a zombie are those of an animal, humanoid, supernatural,
and extraplaner entity right before death. Zombies cannot improve any of their
skills or traits; they are fixed at their time of death. A zombie’s ability to use
their skills is dependent on their Mind, Body and Soul abilities. The soul
dissipates within a few minutes, and the abilities associated with the Soul decay
to (-9z) linearly over six minutes. The abilities associated with the Mind linearly
decay to (-9z) slower over the course of one hour. If zombies consume fresh
brain tissue at least once every half hour or so they can delay the loss of their
own mind until their body putrefies. The physical abilities seem to last the
longest, depending on the conditions a zombie could last a month as it slowly
putrefies. The abilities of the Body will decay linearly over this time to 50% of
their maximum or (0z) whichever is smaller. Putrefaction is the gradual
disintegration of the body into gases, liquids and salts by bacterial activity and
enzymes from their own bodies. After all the soft parts have putrefied there will
be nothing left but tendons, cartilage and bones. At this point the zombie will
become an animated skeleton. As described above zombies have the following
additional talents/flaws:
Additional Zombie Talents/Flaws
Talent/Flaw

Cost (DP)

Result
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Allergy Resistance
Curse Resistance
Dismemberment Attack
Disease Resistance
Healing Rate
Immunity to Normal Weapons
Poison Resistance
Porphyria
Undead Craving

Δ
Δ
Δ
Δ
Δ
Δ
Δ
Δ
NA

+4.0z
+4.0z
NA
+4.0z
+0.3z
+1.0z
+4.0z
-2.0z
NA

Habitat
Zombies live in any habitat that includes their prey, an entity of the same
species. Temporarily, zombies will also be found near the spell caster who
animated them.

124 Yasha
These Indian nature spirits, usually depicted as squat, ogre-like creatures, are
said to serve Kuvera, the god of wealth. In Hindu and Buddhist texts they are
ambivalent figures, sometimes benevolent and protective entities, sometimes
malicious demons that enjoy the taste of human flesh. They were brought to
Japan along with Buddhism, which considers them one of the eight kinds of
non-human beings that protect the Dharma.

125 Yeti

Ecology/Psychology
Zombies cannot procreate; they can only spread their condition. The zombie
virus is transmitted via blood and saliva. Those killed by a zombie will rise as a
zombie within a few minutes of their death. Entities wounded and infected by a
zombie will die within 24 hours due to the virus unless cured.
Zombies exist but a short time. They are dead but aware at some level of the
fate in store for them. The soul dissipates within a few minutes. The mind goes
in a few hours and the body putrefies in a few weeks. Zombies naturally
devolve into skeletons. Fire, crushing their bodies, and damaging what’s left of
their brains are the some of the best ways to terminate their existence. Even
dismembered the various parts may still attack if possible.

126 Yuki-onna
Japanese mythology - When the snow is falling heavily, those unlucky enough
to be caught outside are in danger of an encounter with the dreaded snow
woman.

Society/Culture
Zombies have no society or culture unique to their own. While under the
control of the Animator (Master) they will follow his orders when needed and
slowly putrefy in shallow graves or underground structures when they aren’t
needed. Fresh masterless zombies will attempt to associate with living members
of their own species although this rarely lasts more than a few hours before their
nature is discovered. Should they survive their discovery they tend to hide in
abandoned structures coming out only at night, or during the day if they have
sufficient numbers. Zombies have no leader and tend to follow mob rule. At
some level they realize their fate and understand they can only slow the process
by consuming fresh brain tissue.

120 Unicorn

121 Will-o’-Wisp

122 Wyvern

123 Yama-inu
Japanese mythology - mountain dog", is a creature that haunts travellers walking
through the mountain wilderness, waiting for an opportunity to rush upon the
human and tear them to pieces. But sometimes the beast can instead be called
upon to protect those who feel uneasy in the mountains, leading them to safety
in return for a meal.
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Section VI: Extraplaner
Extraplaner entities are those that have their origin beyond the planet. It is said
that there are an infinite number of planes of existence. Mortals in their
attempts to comprehend the nature of the Cosmos have categorized them in the
Upper planes, the Inner planes, and the Lower planes. The Inner planes consist
of the five classical elements (Earth, Air, Fire, Water and Ether), which is
surrounded by the Astral plane. The planets, e.g., Terra, are an intersection of
all the five classical elemental planes and are sometimes erroneously referred to
as the Physical Plane, Material Plane or the Prime Material Plane. The Upper
and Lower planes are frequently referred to as Heaven and Hell.
This section includes Extraplaner creatures and monsters. For example: devils,
demons, and others from other planes of existence. Some extraplaner creatures
will find it difficult to cross a threshold of a home or consecrated building
uninvited. Should they force their way in they will encounter serious negative
ramifications for performing actions, including spells. It should be understood
there is a difference between a home and a house. A house is just a building
where a home has physical, emotional, and spiritual connections to those who
live and who have lived there. Only someone who lives at a home can invite
you to enter.

127 Angels
An angel is a supernatural being found in many religions, e.g., Devas in Hindu
religion. The Western religions of Judaism, Christianity, and Islam have all
accepted the belief that there is, between God and mankind, a class of
intermediary beings called angels. (Latin angelus; Greek aggelos; from the
Hebrew for "one going" or "one sent"; messenger). Angels are considered to be
bodiless minds or spirits who perform various services for God or for people on
God's behalf. Angels are good spirits. They have their counterpart in demons,
or evil spirits.

Ezekiel describes them as: "... figures of human beings. However, each had four
faces, and each of them had four wings; the legs of each were [fused into] a
single rigid leg, and the feet of each were like a single calf's hoof; and their
sparkle was like the luster of burnished bronze. They had human hands below
their wings. The four of them had their faces and their wings on their four sides.
Each one's wings touched those of the other. They did not turn when they
moved; each could only move in the direction of any of its faces. Each of them
had a human face [at the front]; each of the four had the face of a lion on the
right; each of the four had the face of an ox on the left; and each of the four had
the face of an eagle [at the back]. Such were their faces. As for their wings, they
were separated: above, each had two touching those of the others, while the
other two covered its body." (Ezekiel 1:5-11).

127.1.3

Thrones (Ophanim or Galgallin)

The Ophanim seem to be God's actual chariots. The Hebrew Galgal has the
double meaning of wheels and of "pupil of the eye." Ezekiel describes them as
"with them was something that looked like burning coals of fire. This fire,
suggestive of torches, kept moving about among the creatures; the fire had a
radiance, and lightning issued from the fire. Dashing to and fro [among] the
creatures was something that looked like flares. As I gazed on the creatures, I
saw one wheel on the ground next to each of the four-faced creatures. As for the
appearance and structure of the wheels, they gleamed like beryl. All four had
the same form; the appearance and structure of each was as of two wheels
cutting through each other. And when they moved, each could move in the
direction of any of its four quarters; they did not veer when they moved. Their
rims were tall and frightening, for the rims of all four were covered all over with
eyes. And when the creatures moved forward, the wheels moved at their sides'
and when the creatures were borne above the earth, the wheels were borne too."
(Ezekiel 1:13-19 ). The thrones are said to reside either in the third or the fourth
heaven. They are said to inhabit a region in which Heaven meets Earth.
Raphael is thought to be the ruling Prince.

The number of angels is impossible to count (Revelation 5:11; Hebrews 12:22;
Daniel 7:10). The listed angles are those found in the Judeo-Christian
(Mesopotamian, Jewish) tradition as well as the goetian and magic books. They
are presented based upon their hierarchy. Future versions of the ORS Entity
Encyclopedia will include other listing from other traditions/religions.

127.2 Second Triad

127.1 First Triad

These angels are said to "regulate angels' duties" according to Dionysius. They
are described as Dominions, Lords, Kuriotetes, or Hashmallim. They have been
said to reside in the second heaven, where the celestial letters of the Holy Name
reside. The ruling Princes are said to be Zadkiel, Hashmal (aka Chasmal or the
"fire speaking angel"), Yahriel, and Muriel.

127.1.1

Seraphim

127.2.1

The Seraphs are generally accepted to be the highest order of God's Angelic
Servants. They are beings of pure light and thought and have direct
communication with God. There are four major princes who ruled over the
Seraphim. They include Metatron, Kemuel, Nathanael, and Gabriel who
correspond to the four winds or directions. They are described as each having
six wings: with two he covered his face, with two he covered his legs, and with
two he would fly (Isaiah 6:2).

127.2.2

127.1.2

127.2.3

Cherubim

The Hebrew word Kerub is translated by some scholars as "one who intercedes"
and by others as "knowledge." The original Karibu were the terrible and
monstrous guardians of the temples and palaces in Sumer and Babylon. There
were also similar guardians in the Near East, and there were winged, eagleheaded deities that guarded an Assyrian Tree of Everlasting Life. Genesis 3:24
says of that God placed "on the east side of the Garden of Eden cherubim and a
flaming sword flashing back and forth to guard the way to the tree of life."

The Domininons

The Virtues

These angels bestow blessings, usually in the form of miracles. They are also
known as Malakim, Dunamis, and Tarshishim. They are associated with heroes
and instill courage, and are known as "The Brilliant or Shining Ones." The
leaders are said to be Michael, Gabriel, Raphael, Bariel, Tarshish, and Satanel
(before his fall).

The Powers

The Powers are also known as the Dynamis, the Potentiates, and the Authorities.
They are said to be the first angels created by God, and are said to reside along
the border between the first and second heavens. Their job is to guard against
demons. Camael is the leader of the order. As Kemuel, he acts as a mediator
between Israel and the Hierarchs of the seventh heaven. The Powers are said to
be the angels who guide the soul. They try to balance the good with the bad in
hopes that the bad will not overpower the good, and hence, the individual will
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fall to the darker side. It is also said that they guide souls that have left the body
and have lost their way.

127.3 The Third Triad
127.3.1

Archangels

In Jewish and Christian sources, there are seven Archangels, while in the Koran,
there are said to be only four - only two are named: Jibril (Gabriel) and Michael.
The Jewish and Christian sources differ in who they name as their seven. All
agree on Michael, Gabriel, Raphael, and Uriel. The other three are either
Metatron, Remiel, Sariel, Anael, Raguel, and Raziel. These angels are the most
important intercessionaries between God and humans, and they are in constant
battle with the Sons of Darkness.

127.3.3

Basas'el

127.4.8

Betryal

127.4.9

Danyul

The Principalities

The Principalities are those angels who are in charge of nations and great cities
on Earth. Later they became the protectors of religion. Several possible leaders
are Anael, who is one of the seven angels of creation. He is associated with
human sexuality, and is also governor of the second heaven. Other
Principalities include Hamiel, who transported Enoch to Heaven (although he is
also known as the Chaldean deity Ishtar) and Cervill, the Prince of Strength,
who is said to have aided David when he slew Goliath.

127.3.2

127.4.7

Angels

127.4.10 Gader'el

127.4.11 Hanan'el

127.4.12 Kasadya

127.4.13 Kokba'el

The last order of the hierarchy is that of the Angels. They are intermediaries
between God and human mortals.

127.4.14 Neqa'el

127.4 Fallen Angels
The following angel are described and listed in (Enoch 69:4-12, Enoch 69:2) as
having fallen. They can be view a demons, but are listed here based upon their
origin. Listings for Satan and Belial will be found under demons.

127.4.15 Pinem'e

127.4.1

Armaros

127.4.16 Rum'el

127.4.2

Armen

127.4.17 Rumyal

127.4.3

Aristaqis

127.4.18 Semyaz

127.4.4

Asb'el

127.4.19 Sipwese'el

127.4.5

Azaz'el

127.4.20 Tuma'el

127.4.6

Baraqel

127.4.21 Tur'el
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127.4.22 Yeqon

128.7 Agaliarept

127.4.23 Yeter'el

128.8 Agares

128 Demons & Devils

128.9 Agiel

Devils and Demons are of antithesis of Angels. The idea of demons is as old as
religion itself, and the word demon seems to have ancient origins. The notion of
'demons' has existed for many centuries in the Iranian Avestan and Vedic
traditions as well as other branches of Indo-European. Ancient Egyptians also
believed in demonic monsters that might devour living souls while they traveled
towards the afterlife. The etymology of the word is from the Greek (δαίμων
daímon), probably from the verb daiesthai meaning "to divide, distribute.
Demons are supernatural beings that have a malevolent spirit. A demon is
frequently depicted as a force that may be conjured and insecurely controlled.
Devils are stronger than demons, and are smarter as well. You can't kill a devil,
but you can kill a demon. No power on earth, or above the earth, or under the
earth, can destroy Satan and his tribe of devils. They are, like the angels,
immortal: they live forever.
Demons are numerous. It is said there are 6 legions of 66 cohorts each, divided
into 666 companies of 6666 individuals which comes to 1,758 640,176 demons.
They are governed by an Emperor, 7 kings, 23 Dukes, 13 Marquees, 10 Counts
and 11 Presidents. The listed devils and demons are those found in the JudeoChristian (Mesopotamian, Jewish) tradition as well as the Goetian and magic
books. They are presented based upon their hierarchy. Future versions of the
ORS Entity Encyclopedia will include other listing from other
traditions/religions.
Evil gods from various mythologies will not be found here they will be
presented in a separate tome, e.g., Orcus was a Roman god of the underworld,
punisher of broken oaths.

128.10

Alocer

128.11

Ahriman

Aka: Arimanius or Angra Mainya

128.12

Amaymyon

128.13

Ammit

128.14

Amon

Aka: Ammon, Amaimon, Amoymon, Amaymon, Aamon

128.1 Abdiel
aka Arcade

128.15

Amy

128.16

Andras

128.17

Androalphus

128.18

Antichrist

128.2 Abbadon

128.3 Abigor
Aka Abigar

128.4 Abraxas
the second Beast in Revelation 13:11-8 ; Al-Daja in the Koran

128.5 Adramelech
128.19

Ariel

128.6 Af
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128.20

Arioch

of Paola; in this sense his name is translated as "Lord of Arrogance" or "Lord of
Pride" (Baal ial).

128.31
128.21

Asmodeus

Belphegor

Aka: Beelphegor, Belfagor

Aka: Asmodaï, Chammadaï, Sydonaï

128.32
128.22

Astaroth

Berith

Aka: Beal, Berithi, Bolfri, Bofi

Aka: Ashtaroth, Astaroth

128.23

128.33

Botis

128.34

Bifrons

128.35

Buer

128.36

Byleth

Azazel

Aka: Azazil, Azaël, Azazello

128.24

Baal

Aka: Bael

128.25

Balam

Aka: Balan, Balaam, and Balemm)

128.26

Baphomet

Aka: Beleth, Bilet

Aka: Goat of Mendes

128.37
128.27

Barbatos

Aka: Caim, Caym, Murmur

128.38
128.28

Beelzebub

Aka: Beelzebul - “lord of the dung,” Beelzebub - “lord of the flies.” Beelzeboul“ lord of the dwelling.” , Baalzebub

128.29

128.30

Camio

Cassiel

Aka: Casiel, Casziel, Kafziel, Qafziel)

128.39

Charon

128.40

Dagon

Behemoth

Belial

Fallen Angel – Belial (also Belhor, Baalial, Beliar, Beliall, Beliel; from Hebrew
Bliyaal  )לעילבis an evil being in Hebrew mythology. The name means "without
worth. In early Christian writings, Belial was identified first with an angel of
confusion and lust, created after Lucifer. Paradoxically, some apocrypha credit
Belial as being the father of Lucifer and the angel that convinced him to wage a
rebellion in Heaven against God, and that Belial was the first of the fallen angels
to be expelled. Belial is referred to as Satan when asked by St. Paul as to how
Christ and Belial can agree.
Since the Middle Ages he has been considered to be a powerful king of Hell that
gives excellent familiars to his followers, and rules fifty to eighty legions [2] of
demons, though no mention is made of this in the Pseudomonarchia
Daemonum. As a demon he was said to have an agreeable aspect, and to induce
to any type of sins, especially those related to sex and lust. Sebastian Michaelis
states that Belial seduces by means of arrogance and his adversary is St. Francis

Aka: Dagan, Great Fish

128.41

Demogorgon

An evil deity, the mention of whose very name supposedly brought down
disaster. Tales of Demogorgon go back to the 4th century, and he is also named
in John Milton's Paradise Lost, Lodovico Ariosto's Orlando Furioso, Spenser's
Faerie Queene, and Percy Bysshe Shelley's Prometheus Unbound.

128.42

Eurynome
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128.43

Flauros

128.56

Lilith

Aka: Faures, Fauras, Forras, Favres

Aka: queen of the succubi

128.44

128.57

Forcas

Aka: Forras

Lucifer

Aka: Dispater

128.45

Furfur

128.58

Lucifuges

128.46

Gaap

128.59

Malphas

Aka: Tap

128.47

Aka: Malpas

Gamygyn

128.60

Mammon

Aka: Maimon, Mamon, Bayon, Amaymon

128.48

Glasyalabolas

128.61

Aka: Caacrinolas, Cassimolar

Aka: Barbas, Marabas

128.49

128.62

Gremory

Marbas

Marchocias

Aka: Gormory, Gemory, Gromory, Gamori

Aka: Marchosias

128.50

128.63

Mastema

128.64

Malebranche

Gusoyn

Aka: Gusion, Gusayn, Guscaille

128.51

Imp

This is a type of demon not a specific demon

Inferno, by Dante Alighieri, Cantos XXI-XXII.

128.52

128.65

Incubi

This is a type of demon not a specific demon

128.53

Ipes

Mephistopheles

Aka: Mephistopheles, Miphostophiles, Mephisto, Mephostophiles and
Mephistophilis

128.66

Moloch

128.67

Morax

Aka: Ipos, Ayporos

128.54

Leviathan

Aka: Rahab
Aka: Foray

128.55

Leonard

128.68

Naberus

Aka: Naberius
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128.69

Orias

128.82

Stolas

Aka: Solas

128.70

Oze

128.83

Succubi

This is a type of demon not a specific demon

128.71

Paimon

128.84

Aka: Paymon, Baymon

Aka: Luxure

128.72

128.85

Pazuzu

Sytri

Tephros

Aka: Tuphras, Bultalla, Thallai, Melchal

128.73

Phoenix

128.86

Urobach

Aka: Orobas, Ukobach

128.74

Plutus

128.87

Uval

Aka: Uvall, Vuall, Vual or Voval

128.75

Pursan

Aka: Curson, Purson

128.76

Ronwe

128.89

Volac

Aka: Volac, Valak, Valu, Ualac, and Valac

Sabnac

Aka: Salmac

128.78

Vepar

Aka: Separ, Zepar

Aka: Ronove

128.77

128.88

128.90

Zagan

Aka Zagam

Sallos

128.91

Zepar

Sammael

129 Erinyes

Aka: Saleos

128.79

Aka: Samaël, Samiel,Satan, Satanael, Iblis

128.80

Satanachia

128.81

Scox

In Greek mythology the Erinyes or Eumenides (the Romans called them the
Furies) were female personifications of vengeance. They are often confused
with demons but are a separate race. Nevertheless their dwelling place is within
the Sixth circle of Hell.

130 Elementals

Aka: Shax,Shass or Shaz

130.1 Earth
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130.2 Air

130.3 Fire

130.4 Water

131 Salamander, Fire
132 Titans
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Section VII: Random Encounters
The section
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African Wild Dog. See Lycaons
Cape Hunting Dog. See Lycaons
Coyote, 28
Devil Dog. See Lycaons
Dingo, 29
Dog, 29
Draugr. See Zombie
Ekimmu. See Ghost
Fox, 30
Ghost, 53
Ghoul, 53
Ghūls. See Ghoul
Hari-onago. See Ghoul
Harionna. See Ghoul
Huecuva. See Spectre
Jackal, 31
lycanthropy. See Werewolf

Lycaons, 32
Mummy, 53
Oupires. See Vampire
Painted Dog. See Lycaons
Painted Wolf. See Lycaons
Poltergeist, 54
Revenant. See Zombie
Shadow, 55
Skeleton, 55
Spectre, 55
Vampire, 56
Vampyres. See Vampire
Vrykolakas. See Zombie
Werewolf, 51
Wight, 56
Wolf, 32
Wraith, 57
Zombie, 57
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