
Creature Endurance Point Types

Creatures Endurance points are determined by using different types of dice depending on the size of the creature. To determine the type of die used to roll for a creature’s Endurance points find the classification of the creature and on the appropriate sub-table locate the creature’s size  to determine the type of die needed to determine their hit points.

Creature type






Sub-table

Aberration, Beast, Construct, Humanoid, Magical beast


one

Animal, Vermin






two

Elemental, Outsider






three

Fey, Monstrous humanoid, Shape-changer, Undead, Cybernetic, Robot
four

Dragon (true)






five

Dragon-like, Giant






six

Ooze, Plant






seven

Sub-table: One 





Die used

Up to small





d8

Medium






d10

Large






d12

Huge






d20

Gargantuan





d20*

Colossal






d20**

Sub-table: Two





Die used

Up to small





d6

Medium






d8

Large






d10

Huge






d12

Gargantuan





d20

Colossal






d20*

Note that exceptionally fierce animals use a die as if they were one category larger than they actually are. 

Sub-table: Three 





Die used

Up to small





d10

Medium






d12

Large






d20

Huge






d20*

Gargantuan





d20**

Colossal






d20***

Sub-table: Four 





Die used

Up to small





d8

Medium






d10

Large






d12

Huge






d12*

Gargantuan





d20

Colossal






d20*

Sub-table: Five





Die used

Up to young





d20

Mature






d20*

Old






d20**

Ancient






d20***

Sub-table: Six





Die used

Up to Medium





d10

Large






d12

Huge






d20

Gargantuan





d20*

Colossal






d20**

Sub-table: Seven





Die used 

Up to small





d4  +  5hp

Medium






d6  +  10hp

Large






d8  +  20hp

Huge






d10 + 40hp

Gargantuan





d12 + 80hp

Colossal






d20 + 120hp

* All ones rolled are treated as two’s

** Rolling a 1 or 2 should be considered as rolling a 3

*** Rolling a 1, 2, or 3 should be considered as rolling a 4

Resistance Roll Tables
The following tables have been developed to allow an Administrator to generate Resistance rolls for creatures in the Frontier based on the type of creature that he is creating. This system does not replace the Resistance rolls as listed for each individual creature in the various Creature guides, but is included as a way for an Administrator to quickly generate Resistance rolls for new creatures that he creating, or for determining the base Resistance rolls for Zero Level characters that are exceptional. To determine the Resistance roll table used find the type of creature as listed and cross reference on the tables below:

Creature type






Sub-table

Aberration, Beast, Construct, Humanoid



one

Animal, Vermin






two

Elemental, Outsider






three

Fey, Monstrous humanoid, Shape-changer, Undead, Cybernetic, Robots
four

Dragon (true)






five

Dragon, Dragon-like, Giant





six

Ooze, Plant






seven

Non classed human/Non-Human




eight

Sub-Table One 




Sub-Table Two 
Endurance level
Fortitude     Reflex     Will

Endurance level
Fortitude     Reflex     Will 
up to 1 

+2
     +1
     +0

up to 1

+1
     +2
     +0 

1+to 2

+3
     +2
     +0

1+to 2

+2
     +3
     +0 

2+ to 3 

+3
     +2
     +1 

2+ to 3 

+2
     +3
     +1 

3+ to 4 

+3 
     +3
     +2

3+ to 4

+3
     +3
     +2 

4+ to 5 

+4
     +3
     +2 

4+ to 5 

+3
     +4
     +2 

5+ to 6

+4
     +3
     +3 

5+ to 6 

+3
     +4
     +3 

6+ to 7 

+4 
     +4 
     +3 

6+ to 7 

+4 
     +4 
     +3 

7+ to 8 

+4 
     +4 
     +3 

7+ to 8 

+4 
     +4 
     +3 

8+ to 9 

+5 
     +4 
     +4 

8+ to 9 

+4 
     +5 
     +4 

9+ to 10 

+5 
     +4 
     +4 

9+ to 10 

+4 
     +5 
     +4 

10+ to 11 
+5 
     +5 
     +4 

10+ to 11 
+5 
     +5 
     +4 

11+ to 12 
+5 
     +5 
     +4 

11+ to 12 
+5 
     +5 
     +4 

12+ to 13 
+5 
     +5 
     +5 

12+ to 13 
+5 
     +5 
     +5 

13+ to 14 
+6 
     +5 
     +5 

13+ to 14 
+5 
     +6 
     +5 

14+ to 15 
+6 
     +5 
     +5 

14+ to 15 
+5 
     +6 
     +5 

15+ to 16 
+6 
     +6 
     +5 

15+ to 16 
+6 
     +6 
     +5 

16+ to 17 
+6 
     +6 
     +5 

16+ to 17 
+6 
     +6 
     +5 

17+ to 18 
+6 
     +6 
     +6 

17+ to 18 
+6 
     +6 
     +6 

18+ to 19 
+6 
     +6 
     +6 

18+ to19 

+6 
     +6 
     +6 

19+ to 20 
+7 
     +6
     +6 

19+ to 20 
+6 
     +7 
     +6 

Sub-Table Three 




Sub-Table Four 
Endurance level
Fortitude     Reflex     Will

Endurance level 
Fortitude     Reflex     Will 
up to 1 

+4 
     +2 
     +2 

up to 1 

+2 
     +3 
     +2 

1+to 2 

+4 
     +3 
     +3 

1+ to 2 

+3 
     +3 
     +2 

2+ to 3 

+4 
     +3 
     +3 

2+ to 3 

+3 
     +3 
     +3 

3+ to 4 

+4 
     +3 
     +3 

3+ to 4 

+3 
     +4 
     +3 

4+ to 5 

+5 
     +4 
     +4 

4+ to 5 

+4 
     +4 
     +3 

5+ to 6 

+5 
     +4 
     +4 

5+ to 6 

+4 
     +4 
     +4 

6+ to 7 

+5 
     +4 
     +4 

6+ to 7 

+4 
     +4 
     +4 

7+ to 8 

+5 
     +4 
     +4 

7+ to 8 

+4 
     +5 
     +4 

8+ to 9 

+5 
     +5 
     +5 

8+ to 9 

+5 
     +5 
     +4 

9+ to 10 

+6 
     +5 
     +5 

9+ to 10 

+5 
     +5 
     +5 

10+ to 11 
+6 
     +5 
     +5 

10+ to 11 
+5 
     +5 
     +5 

11+ to 12 
+6 
     +5 
     +5 

11+ to 12 
+5 
     +5 
     +5 

12+ to 13 
+6 
     +5 
     +5 

12+ to 13 
+5 
     +6 
     +5 

13+ to 14 
+6 
     +6 
     +6 

13+ to 14 
+6 
     +6 
     +5 

14+ to 15 
+6 
     +6 
     +6 

14+ to 15 
+6 
     +6 
     +6 

15+ to 16 
+7 
     +6 
     +6 

15+ to 16 
+6 
     +6 
     +6 

16+ to 17 
+7 
     +6 
     +6 

16+ to 17 
+6 
     +6 
     +6 

17+ to 18 
+7 
     +6 
     +6 

17+ to 18 
+6 
     +6 
     +6 

18+ to 19 
+7 
     +6 
     +6 

18+ to 19 
+6 
     +7 
     +6 

19+ to 20 
+7 
     +7 
     +7 

19+ to 20

+7
     +7 
     +6 

Sub-Table Five 




Sub-Table Six 
Endurance level 
Fortitude      Reflex     Will 

Endurance level 
Fortitude     Reflex     Will 
up to 1

+8
     +3
      +5 

up to 1 

+4 
     +0 
     +0 

1+ to 2 

+8
     +4
      +6 

1+ to 2 

+5 
     +1 
     +0 

2+ to 3 

+8 
     +4
      +6 

2+ to 3 

+5 
     +2 
     +1 

3+ to 4 

+8 
     +4
      +6 

3+ to 4 

+5 
     +2 
     +2 

4+ to 5 

+8 
     +4
      +6 

4+ to 5 

+5 
     +3 
     +2 

5+ to 6 

+8 
     +5
      +6 

5+ to 6 

+5 
     +3 
     +3 

6+ to 7 

+8 
     +5
      +6 

6+ to 7 

+6 
     +3 
     +3 

7+ to 8 

+8 
     +5
      +7 

7+ to 8 

+6 
     +4 
     +3 

8+ to 9 

+9 
     +5
      +7 

8+ to 9 

+6 
     +4 
     +4 

9+ to 10 

+9 
     +5
      +7 

9+ to 10 

+6 
     +4 
     +4 

10+ to 11 
+9 
     +6
      +7 

10+ to 11 
+6 
     +4 
     +4 

11+ to 12 
+9 
     +6
      +7 

11+ to 12 
+6 
     +5 
     +4 

12+ to 13 
+9 
     +6
      +7 

12+ to 13 
+7 
     +5 
     +5 

13+ to 14 
+9 
     +6
      +7 

13+ to 14 
+7 
     +5 
     +5 

14+ to 15 
+9 
     +6
      +8 

14+ to 15 
+7 
     +5 
     +5 

15+ to 16 
+9 
     +6
      +8 

15+ to 16 
+7 
     +5 
     +5 

16+ to 17 
+9 
     +7
      +8 

16+ to 17 
+7 
     +6 
     +5 

17+ to 18 
+10 
     +7
      +8 

17+ to 18 
+7 
     +6 
     +6 

18+ to 19 
+10 
     +7
      +8 

18+ to 19 
+7 
     +6 
     +6 

19+ to 20 
+10 
     +7
      +8

19+ to 20 
+8 
     +6 
     +6
Sub-Table Seven 




Sub-Table Eight 
Endurance level 
Fortitude     Reflex     Will 

Endurance level
Fortitude    Reflex    Will 
up to 1 

+3 
     +0
      +0 

up to 1 

+0
    +0
    +0 

1+to 2 

+4 
     +0
      +0 

1+ to 2 

+1
    +0
    +0 

2+ to 3

+4 
     +0
      +0 

2+ to 3 

+2
    +1
    +0 

3+ to 4 

+4 
     +1
      +1 

3+ to 4 

+2
    +2
    +1 

4+ to 5 

+4 
     +2
      +2 

4+ to 5 

+3
    +2
    +2 

5+ to 6 

+5 
     +2
      +2 

5+ to 6 

+3
    +3
    +2 

6+ to 7 

+5 
     +3
      +3 

6+ to 7 

+3
    +3
    +3 

7+ to 8 

+5 
     +3
      +3 

7+ to 8 

+4
    +3
    +3 

8+ to 9 

+5 
     +3
      +3 

8+ to 9 

+4
    +4
    +3 

9+ to 10 

+5 
     +4
      +4 

9+ to 10 

+4
    +4
    +4 

10+ to 11 
+6 
     +4
      +4 

10+ to 11 
+4
    +4
    +4 

11+ to 12 
+6 
     +4
      +4 

11+ to 12 
+5
    +4
    +4 

12+ to 13 
+6 
     +4
      +4 

12+ to 13 
+5
    +5
    +4 

13+ to 14 
+6 
     +5
      +5 

13+ to 14 
+5
    +5
    +5 

14+ to 15 
+6 
     +5
      +5 

14+ to 15 
+5
    +5
    +5 

15+ to 16 
+6 
     +5
      +5 

15+ to 16 
+5
    +5
    +5 

16+ to 17 
+7 
     +5
      +5 

16+ to 17 
+6
    +5
    +5 

17+ to 18 
+7 
     +5
      +5 

17+ to 18 
+6
    +6
    +5 

18+ to 19 
+7 
     +6
      +6 

18+ to 19 
+6
    +6
    +6 

19+ to 20 
+7 
     +6
      +6 

19+ to 20 
+6
    +6
    +6
Combat bonuses

Hero Bonuses



Creature Modifiers

Level
Modifier



End Level
Bonus

01
+2



up to 1

+2

02
+2



1+ to 2

+3

03
+2



2+ to 3

+4

04
+2



3+ to 4

+5

05
+2



4+ to 5

+6

06
+2



5+ to 6

+8

07
+2



6+ to 7

+10

08
+2



7+ to 8

+12

09
+2



8+ to 9

+14

10
+2



9+ to 10

+16

11
+2



10+ to 11

+18

12
+2



11+ to 12

+20

13
+2



12+ to 13

+22

14
+2



13+ to 14

+24

15
+2



14+ to 15

+26

16
+1



15+ to 16

+28

17
+1



16+ to 17

+30

18
+1



17+ to 18

+32

19
+1



18+ to 19

+34

20 
+1



19+ to 20

+36

Experience Points

To determine experience points gained for successfully overcoming an encounter, cross reference the challenge rating of the Creature or encounter on the table below. For creatures with a challenge rating over 40 merely subtract 40 from the challenge rating and after cross referencing the result on the table below add that to 800,000. 
When determining the challenge rating of an NPC use their level as a base (8EP for 0 level characters equals 1 level) and add +2 if exceptional in combat, to determine their CR rating. If determining experience for an exceptional creature use its Endurance level as a base +1 CR/additional 8 Endurance points it has +2 if it is exceptional in combat. 
Determining Challenge ratings for newly created creatures 
When an Administrator is creating a creature for use in his campaign the Administrator must determine the creature‘s challenge rating. The first thing he must determine is the creature‘s base Challenge rating. This is based on the creature‘s Endurance level. The table below determines the creature‘s base challenge rating: 

Creature’s Endurance level 
CR 
Creature’s Endurance level 
CR 
1-3 



1 
13-15 



5 

4-6 



2 
16-18 



6 

7-9 



3 
19-21 



7 

10-12 



4 
22+ 



8
Once the base CR for the creature is found apply the highest of the following modifiers that applies to generate the creature‘s actual challenge rating and the experience for the creature. The modifiers are: 

Ability Category 






Modifier 
Additional Endurance points +8 or more
 


+2 

Attribute modifier +5 or better (applied once only) 


+1 

Attribute drain (temporary) 





+1 

Attribute drain (permanent) 





+2 

Blood drain 






+1 

Breath weapon 






+2 

Causes disease 






+1 

Causes fatal disease 





+2 

Damage resistance 






+1/10 points of resistance 

Defensive rating 20 or better 





+1 

Energy drain 






+5 

Exceptional creature 





+2 

Flies 







+1 

3 or more attacks /round 





+2 

Exceptional Logic (18+) 





+1 

Can only be hit by special weapon type 




+1 

Instant death attack (Saves allowed) 




+5 

Invisibility 






+1 

Missile/ranged attack 





+1 

Paralysis attack 






+2 

Petrifying ability 






+2 

Poison 







+2 

Regeneration 






+3 

Single attack causes 20+ points of damage 



+2 

Special abilities (not listed)* 





+2 

Special attack (not listed)* 





+1 

Special defenses (not listed)* 





+1 

Superior combat ability (weapon specialization, weapon of choice etc.) 
+2 

Swallows whole 






+2 

Weakness or fear generation 





+2 

* This modifier is for possessing the ability, and is not cumulative/ability possessed. 

Challenge Ratings 
Experience 
Challenge Ratings 
Experience 
up to CR: 1 

40 

CR: 21 


60,000 

CR: 2 


80 

CR: 22 


70,000 

CR: 3 


120 

CR: 23 


80,000 

CR: 4


250 

CR: 24 


90,000 

CR: 5 


500 

CR: 25 


100,000 

CR: 6 


1,000 

CR: 26 


120,000 

CR: 7 


2,000 

CR: 27 


180,000 

CR: 8 


4,000 

CR: 28 


240,000 

CR: 9 


8,000 

CR: 29 


320,000 

CR: 10 


10,000 

CR: 30 


360,000 

Challenge Ratings 
Experience 
Challenge Ratings 
Experience 
CR: 11 


12,000 

CR: 31 


400,000 

CR: 12 


15,000 

CR: 32 


440,000 

CR: 13 


18,000 

CR: 33 


480,000 

CR: 14 


21,000 

CR: 34 


520,000 

CR: 15 


25,000 

CR: 35 


560,000 

CR: 16 


30,000 

CR: 36 


600,000 

CR: 17 


35,000 

CR: 37 


640,000 

CR: 18 


40,000 

CR: 38 


680,000 

CR: 19 


45,000 

CR: 39 


720,000 

CR: 20 


50,000 

CR: 40 


760,000


Description:

Race:  


Profession: 

Level: 
 
EP: 

 
Str:  (  )   Ag:  (  )   Sta:  (  )      


Log:  ( )    Int:  (  )    Per:   ( )    App:   ( ) 

Psyche:





Reputation:

Combat Modifier:       


      
Initiative Modifier: 


Resistance Rolls: Fortitude:  
Reflex: 
 
Will:  
Armor Worn:




DR:   /(d)      

Ranged weapon:


Range: 

Damage:     In:       Hit:        Dmg:      DR:     

Ranged weapon:


Range: 

Damage:     In:       Hit:        Dmg:      DR:     

Primary weapon:




Damage:     In:       Hit:        Dmg:      DR:     
Secondary weapon:



Damage:     In:       Hit:        Dmg:      DR:     

Unarmed attack: Punch



Damage: 1-2   In:       Hit:        Dmg:      DR:     
Unarmed Attack: Kick



Damage: 1-3   In:       Hit:        Dmg:      DR:     

Combat Abilities: On a natural 20 the character gains a free attack against an off balanced opponent at +2 to hit.

Personalizations:

Skills: Computers, Drive, Listen, Search, Sense motive, Spot, (6 skill points)

Feats:

Languages: Pan-Gal
Special abilities
Racial Abilities

Move/round: 
Equipment carried: 1 Duraplas Identicard, Chronocom, Standard polyvox, Data pad/reader, Standard uniform for profession (100cr)

Personal wealth:

Special equipment

Notes:

______________________________________________________________________________

Name

Description: 

Size: 





Endurance Level: 

EP: 
Exp: 
Str:     (    )   Ag:   (    )   Sta:    (   )


Log:    (    )    Int:   (    )    Per:   (   )   App:   (   )

    

Psyche:





Reputation:
Combat Modifier: 



Initiative Modifier: 


Resistance rolls: Fortitude:

Reflex:

Will:  

Armor worn:  




DR:   /(d)
Ranged weapon:


Range: 

Damage:     In:       Hit:        Dmg:      DR:     

Ranged weapon:


Range: 

Damage:     In:       Hit:        Dmg:      DR:     

Primary weapon:




Damage:
     In:     Hit:     Dmg:     DR:      
Secondary weapon: 



Damage:
     In:     Hit:     Dmg:     DR:

Primary Attack:




Damage:
     In:     Hit:     Dmg:     DR:      
Secondary Attack: 



Damage:
     In:     Hit:     Dmg:     DR:

Combat Abilities: On a natural 20 the creature gains a free attack against an off balanced opponent at +2 to hit.. 

Skills: 
Feats: 
Special Abilities

Movement:  
Personal Wealth:  

Other Treasure: 
Equipment Carried:    

Notes
Ecology:
__________________________________________________________________________________________

Robots
Model

Profession:




Level: 


Cost:

Size: 





Endurance Level: 

EP: 
 
Str:     (+0)   Ag:   (+0)   Sta: 10 (+0)


Log: 12 (+1)    Int: 10 (+0)    Per: 8 (-1)    

Combat Modifier: +0



Initiative Modifier: +0 


Resistance rolls: Fortitude: +0
Reflex: +0
Will: +0

Defenses:




DR:

Ranged Weapon: 


Range:  0     
Damage: 0d0    In: +0    Hit: +0   Dmg: +0   DR:        

Ranged Weapon: 


Range:  0     
Damage: 0d0    In: +0    Hit: +0   Dmg: +0   DR:        

Primary Weapon: 




Damage:
0d0
In: +0
Hit: +0
Dmg: +0   DR:        
Secondary Weapon:



Damage:
0d0
In: +0
Hit: +0
Dmg: +0   DR:  

Primary Attack: Punch



Damage:
0d0
In: +0
Hit: +0
Dmg: +0   DR: 
Secondary Attack: Kick



Damage:
0d0
In: +0
Hit: +0
Dmg: +0   DR:        
Combat Abilities: Robots are immune to Toxins, Paralysis, Stunning, and Disease. Robots are not subject to critical hits, subdual damage, ability damage, ability drain, or energy drain. They are immune to any effect that requires a Fortitude save unless it also affects objects. A robot is not subject to death from massive damage but is immediately destroyed when reduced to 0 Endurance points or less. Robots do not eat, drink, breathe, or sleep. Because a robot's brain is electronic and it has no sentient mind, it is immune to mind-influencing effects   
Skills: Use Technology +2
Feats: 
Languages: Pan-Gal, Robotic

Special Abilities

Low light vision (Ultravision)
Ambidexterity

Robots do not eat, drink, breathe, or sleep. 

Upgrades: 

Movement:  
Notes:

______________________________________________________________________________________________

Vehicles

Type

Size:





Cost:

Combat modifier:




EP:

Hardness:




DR:

Defenses:

Weapon:


Range:


Fire Arc:

Damage:

Slow:

Cruise:

Fast:

Top Speed:

Handling:

Stealth:


Fuel:

Stations:





Cargo:

Notes:

___________________________________________________________________________________

Creatures

Name






 

Planet of Origin:





Climate/Habitat:

Organization:





Number appearing:

Eating habit:





Hunting habit:

Description: 

Size: 





Endurance Level:
 
EP: 
Exp: 
Str:     (    )   Ag:   (    )   Sta:    (   )


Log:    (    )    Int:   (    )    Per:   (   )    

Psyche:





Reputation: 
Combat Modifier: 



Initiative Modifier: 


Resistance rolls: Fortitude:

Reflex:

Will:  

Armor worn:  




DR:   /(d)
Ranged attack:


Range: 

Damage:     In:     Hit:     Dmg:     DR:     

Ranged weapon: 


Range: 

Damage:     In:     Hit:     Dmg:     DR:     

Primary weapon: 




Damage:     In:     Hit:     Dmg:     DR:         
Secondary weapon: 



Damage:     In:     Hit:     Dmg:     DR:

Primary attack:




Damage:     In:     Hit:     Dmg:     DR:      
Secondary attack: 




Damage:     In:     Hit:     Dmg:     DR:    
Combat Abilities: On a natural 20 the creature gains free attack against off balanced opponent at +2 to hit. 

Skills: 
Feats: 
Special Abilities

Movement:  
Personal Wealth:  

Other Treasure: 
Equipment Carried:    

Notes:
Ecology: 
Races
Name

Average size:  tall

Average Mass: lbs

Average Life span:  Years

Body Temperature: 98.6 ° Fahrenheit

Reproduction: Heterosexual Viviparous

PHYSICAL DESRIPTION AND STRUCTURE

SENSES

SPEECH

SOCIETY AND ATTITUDES

SPECIAL ABILITIES

ATTRIBUTE ADJUSTMENTS

Str: +0
Ag: +0
Sta: +0

Log: +0
Int: +0
Per: +0
App:+0


Endurance points:
+0

Psyche: +0

Spacecraft

Type

Size:





Cost:

Combat modifier:




HP:

Armor:





DR:

Defenses:

Defensive Shield:

points/round:

Maximum points/absorbed:

Weapon:


Fire Arc:


Range:

Damage:

Weapon:


Fire Arc:




Missile type: 




Range:

Damage:

Engine type:


Maneuverability: 

Stealth
Atmospheric:


Acc/Dec:


Cruise:

FTL drive type:





Ly/day:
Life support capacity:

Sensor suite:

Range:

Power plant type: 


Surplus seu/day:

Storage capacity:

Crew Complement:

Cargo






Consumables: 







Notes:

___________________________________________________________________________________

Typical Space craft

Type

Size: Small




Cost: 79,000

Combat modifier:




HP: 10

Armor: 10




DR: 22
Defenses: Reflective hull (-2pts/die from lasers, -1pt/die from plasers), damage suppression systems (-1pt/die )

Defensive Shield: Type C
points/round: 10

Maximum points/absorbed: 40

Weapon:


Fire Arc:


Range:

Damage:

Weapon:


Fire Arc:




Missile type: 




Range:

Damage:

Engine type: Ion/Gravity flux (type F)
Maneuverability: +12
Stealth: +8

Atmospheric: Escape velocity
Acc/Dec: 3

Cruise: 6

FTL drive type:


Ly/day:
Life support capacity: 2

Sensor suite: Type A
Range: 10au
Power plant type: A

Surplus seu/day: 50
Storage capacity: 100

Cargo: 51-250lbs





Consumables: 2 weeks

Crew Complement: 1 Pilot (1 pilot, 1 navigator )

Notes: This ship comes equipped with standard communications, and sub-light communications, standard navigational package, main computer, and artificial gravity.

___________________________________________________________________________________

Type

Size: Medium




Cost: 216,000cr

Combat modifier:




HP: 20

Armor: 10




DR: 20 
Defenses: Reflective hull (-2pts/die from lasers, -1pt/die from plasers), damage suppression systems (-1pt/die )

Defensive Shield: Type D
points/round: 15

Maximum points/absorbed: 60

Weapon:


Fire Arc:


Range:

Damage:

Weapon:


Fire Arc:




Missile type: 




Range:

Damage:

Engine type: Ion/Gravity flux (type F)
Maneuverability: +10
Stealth: +6


Atmospheric: Escape velocity
Acc/Dec: 3

Cruise: 6

FTL drive type:


Ly/day:
Life support capacity: 16

Sensor suite: Type A
Range: 10au
Power plant type: B

Surplus seu/day: 100
Storage capacity: 500
Cargo 201-500 tons




Consumables: 6 months



Crew Complement: 1 pilot, 1 navigator/communications officer, 1 sensory/gunnery officer, 1 engineer

Notes: This ship comes equipped with standard communications, and sub-light communications, standard navigational package, main computer, and artificial gravity.

___________________________________________________________________________________

Type

Size: Large




Cost: 240,000cr

Combat modifier:




HP: 30

Armor: 10




DR: 18
Defenses: Reflective hull (-2pts/die from lasers, -1pt/die from plasers), damage suppression systems (-1pt/die )

Defensive Shield: Type D
points/round: 15

Maximum points/absorbed: 60
Weapon:


Fire Arc:


Range:

Damage:

Weapon:


Fire Arc:




Missile type: 




Range:

Damage:

Engine type: Ion/Gravity flux (type F)
Maneuverability: +8
Stealth: +4
Atmospheric: Escape velocity
Acc/Dec: 3

Cruise: 6

FTL drive type:





Ly/day:
Life support capacity: 65-100
Sensor suite: Type A
Range: 10au
Power plant type: B

Surplus seu/day: 100
Storage capacity: 500
Cargo: 201-500 tons




Consumables: 9 months


Crew Complement: 17-64 crewmembers

Notes: This ship comes equipped with standard communications, and sub-light communications, standard navigational package, main computer, and artificial gravity.

___________________________________________________________________________________

Type

Size: Huge




Cost: 332,000cr

Combat modifier:




HP: 50

Armor: 10




DR: 14
Defenses: Reflective hull (-2pts/die from lasers, -1pt/die from plasers), damage suppression systems (-1pt/die )

Defensive Shield: Type D
points/round: 15

Maximum points/absorbed: 60
Weapon:


Fire Arc:


Range:

Damage:

Weapon:


Fire Arc:




Missile type: 




Range:

Damage:

Engine type: Ion/Gravity flux (type F)
Maneuverability: +4
Stealth: +2
Atmospheric: Escape velocity
Acc/Dec: 3

Cruise: 6

FTL drive type:





Ly/day:
Life support capacity: 101-700
Sensor suite: Type A
Range: 10au
Power plant type: B

Surplus seu/day: 100
Storage capacity: 500
Cargo: 501-1,000 tons




Consumables: 1 year
Crew Complement: 65-100 crewmembers

Notes: This ship comes equipped with standard communications, and sub-light communications, standard navigational package, main computer, and artificial gravity.

___________________________________________________________________________________

Type

Size: Gargantuan




Cost: 1,080,000cr

Combat modifier:




HP: 70

Armor: 10




DR: 13
Defenses: Reflective hull (-2pts/die from lasers, -1pt/die from plasers), damage suppression systems (-1pt/die )

Defensive Shield: Type D
points/round: 15

Maximum points/absorbed: 60
Weapon:


Fire Arc:


Range:

Damage:

Weapon:


Fire Arc:




Missile type: 




Range:

Damage:

Engine type: Ion/Gravity flux (type F)
Maneuverability: +3
Stealth: +1
Atmospheric: n/a


Acc/Dec: 3

Cruise: 6

FTL drive type:





Ly/day:
Life support capacity: 701-1,000
Sensor suite: Type A
Range: 10au
Power plant type: B

Surplus seu/day: 100
Storage capacity: 500
Cargo: 1,001-5,000tons




Consumables: 1 year


Crew Complement: 101-700 crewmembers

Notes: This ship comes equipped with standard communications, and sub-light communications, standard navigational package, main computer, and artificial gravity.

___________________________________________________________________________________

Type 

Size: Colossal




Cost: 1,529,000

Combat modifier:




HP: 90

Armor: 10




DR: 12

Defenses: Reflective hull (-2pts/die from lasers, -1pt/die from plasers), damage suppression systems (-1pt/die )

Defensive Shield: Type D
points/round: 15

Maximum points/absorbed: 60
Weapon:


Fire Arc:


Range:

Damage:

Weapon:


Fire Arc:




Missile type: 




Range:

Damage:

Engine type: Ion/Gravity flux (type F)
Maneuverability: +2
Stealth: +0
Atmospheric: n/a


Acc/Dec: 3

Cruise: 6

FTL drive type:





Ly/day:
Life support capacity: 1,001-2,500
Sensor suite: Type A
Range: 10au
Power plant type: D

Surplus seu/day: 1,000
Storage capacity: 5,000
Cargo: 5,001-20,000tons




Consumables: 1 year


Crew Complement: 701-1,000 crewmembers

Notes: This ship comes equipped with standard communications, and sub-light communications, standard navigational package, main computer, and artificial gravity.

___________________________________________________________________________________

Type

Size: Colossal II




Cost: n/a

Combat modifier:




HP: 100

Armor: 10




DR: 10
Defenses: Reflective hull (-2pts/die from lasers, -1pt/die from plasers), damage suppression systems (-1pt/die )

Defensive Shield: Type D
points/round: 15

Maximum points/absorbed: 60
Weapon:


Fire Arc:


Range:

Damage:

Weapon:


Fire Arc:




Missile type: 




Range:

Damage:

Engine type: Ion/Gravity flux (type F)
Maneuverability: +0
Stealth: -2
Atmospheric: n/a


Acc/Dec: 3

Cruise: 6

FTL drive type:





Ly/day:
Life support capacity: 2,501-15,000
Sensor suite: Type A
Range: 10au
Power plant type: D

Surplus seu/day: 1,000
Storage capacity: 5,000
Cargo: 20,001-35,000 tons




Consumables: 1 year



Crew Complement: 1,001-2,500 crewmembers

Notes: This ship comes equipped with standard communications, and sub-light communications, standard navigational package, main computer, and artificial gravity.

___________________________________________________________________________________

Type

Size: Colossal III




Cost: n/a

Combat modifier:




HP: 150

Armor: 10




DR: 8
Defenses: Reflective hull (-2pts/die from lasers, -1pt/die from plasers), damage suppression systems (-1pt/die )

Defensive Shield: Type D
points/round: 15

Maximum points/absorbed: 60
Weapon:


Fire Arc:


Range:

Damage:

Weapon:


Fire Arc:




Missile type: 




Range:

Damage:

Engine type: Ion/Gravity flux (type F)
Maneuverability: -2
Stealth: -4
Atmospheric: n/a


Acc/Dec: 3

Cruise: 6

FTL drive type:





Ly/day:
Life support capacity: 15,001-30,000
Sensor suite: Type A
Range: 10au
Power plant type: D

Surplus seu/day: 1,000
Storage capacity: 5,000
Cargo: 35,001-50,000 tons




Consumables: 1 year


Crew Complement: 2,501-15,000 crewmembers
Notes: This ship comes equipped with standard communications, and sub-light communications, standard navigational package, main computer, and artificial gravity.

___________________________________________________________________________________

Type

Size: Colossal IV




Cost: n/a

Combat modifier:




HP: 200

Armor: 10




DR: 6
Defenses: Reflective hull (-2pts/die from lasers, -1pt/die from plasers), damage suppression systems (-1pt/die )

Defensive Shield: Type D
points/round: 15

Maximum points/absorbed: 60
Weapon:


Fire Arc:


Range:

Damage:

Weapon:


Fire Arc:




Missile type: 




Range:

Damage:

Engine type: Ion/Gravity flux (type F)
Maneuverability: -4
Stealth: -6
Atmospheric: n/a


Acc/Dec: 3

Cruise: 6

FTL drive type:





Ly/day:
Life support capacity: 30,001-50,000
Sensor suite: Type A
Range: 10au
Power plant type: D

Surplus seu/day: 1,000
Storage capacity: 5,000
Cargo: 50,001-65,000 tons




Consumables: 1 year


Crew Complement: 15,001-30,000 crewmen
Notes: This ship comes equipped with standard communications, and sub-light communications, standard navigational package, main computer, and artificial gravity.

___________________________________________________________________________________

Type

Size: Colossal V




Cost: n/a

Combat modifier:




HP: 300
Armor: 10




DR: 4
Defenses: Reflective hull (-2pts/die from lasers, -1pt/die from plasers), damage suppression systems (-1pt/die )

Defensive Shield: Type D
points/round: 15

Maximum points/absorbed: 60
Weapon:


Fire Arc:


Range:

Damage:

Weapon:


Fire Arc:




Missile type: 




Range:

Damage:

Engine type: Ion/Gravity flux (type F)
Maneuverability: -6
Stealth: -8
Atmospheric: n/a


Acc/Dec: 3

Cruise: 6

FTL drive type:





Ly/day:
Life support capacity: 50,000
Sensor suite: Type A
Range: 10au
Power plant type: D

Surplus seu/day: 1,000
Storage capacity: 5,000
Cargo: 65,000-80,000 tons




Consumables: 1 year


Crew Complement: 30,001-50,000 crewmen
Notes: This ship comes equipped with standard communications, and sub-light communications, standard navigational package, main computer, and artificial gravity.

___________________________________________________________________________________

Type

Size: Colossal VI




Cost: n/a

Combat modifier:




HP: 400

Armor: 10




DR: 2

Defenses: Reflective hull (-2pts/die from lasers, -1pt/die from plasers), damage suppression systems (-1pt/die )

Defensive Shield: Type D
points/round: 15

Maximum points/absorbed: 60
Weapon:


Fire Arc:


Range:

Damage:

Weapon:


Fire Arc:




Missile type: 




Range:

Damage:

Engine type: Ion/Gravity flux (type F)
Maneuverability: -8
Stealth: -10
Atmospheric: n/a


Acc/Dec: 3

Cruise: 6

FTL drive type:





Ly/day:
Life support capacity: 50,000
Sensor suite: Type A
Range: 10au
Power plant type: D

Surplus seu/day: 1,000
Storage capacity: 5,000
Cargo: 80,001-100,000 tons




Consumables: 1 year 


Crew Complement: 30,000-50,000 crewmen
Notes: This ship comes equipped with standard communications, and sub-light communications, standard navigational package, main computer, and artificial gravity.

___________________________________________________________________________________

Type

Size: Colossal VII




Cost: n/a

Combat modifier:




HP: 800

Armor: 10




DR: 0
Defenses: Reflective hull (-2pts/die from lasers, -1pt/die from plasers), damage suppression systems (-1pt/die )

Defensive Shield: Type D
points/round: 15

Maximum points/absorbed: 60
Weapon:


Fire Arc:


Range:

Damage:

Weapon:


Fire Arc:




Missile type: 




Range:

Damage:

Engine type: Ion/Gravity flux (type F)
Maneuverability: -10
Stealth: -12
Atmospheric: n/a


Acc/Dec: 3

Cruise: 6

FTL drive type:





Ly/day:
Life support capacity: 50,000
Sensor suite: Type A
Range: 10au
Power plant type: D

Surplus seu/day: 1,000
Storage capacity: 5,000
Cargo: 80,001-100,000 tons




Consumables: 1 year 


Crew Complement: 30,000-50,0000 crewmen

Notes: This ship comes equipped with standard communications, and sub-light communications, standard navigational package, main computer, and artificial gravity.

___________________________________________________________________________________

Space Stations

Type

Size: Small




Cost: n/a

Combat modifier:




HP: 20

Armor: 10




DR: 18
Defenses: Reflective hull (-2pts/die from lasers, -1pt/die from plasers), damage suppression systems (-1pt/die )

Defensive Shield: Type C
points/round: 10

Maximum points/absorbed: 40

Weapon:


Fire Arc:


Range:

Damage:

Weapon:


Fire Arc:




Missile type: 




Range:

Damage:

Engine type: n/a


Maneuverability: +8
Stealth: +8


Life support capacity: 10

Sensor suite: Type A
Range: 10au
Power plant type: A

Surplus seu/day: 50
Storage capacity: 100

Cargo: 251-1,000lbs




Consumables: 6 months


Crew Complement: 1-10 crewmen

Notes: This space station comes equipped with standard communications, and sub-light communications, standard navigational package, main computer, and artificial gravity.

___________________________________________________________________________________

Type

Size: Medium




Cost: n/a

Combat modifier:




HP: 40

Armor: 10




DR: 16
Defenses: Reflective hull (-2pts/die from lasers, -1pt/die from plasers), damage suppression systems (-1pt/die )

Defensive Shield: Type D
points/round: 15

Maximum points/absorbed: 60

Weapon:


Fire Arc:


Range:

Damage:

Weapon:


Fire Arc:




Missile type: 




Range:

Damage:

Engine type: n/a


Maneuverability: +6
Stealth: +6


Life support capacity: 20

Sensor suite: Type A
Range: 10au
Power plant type: B

Surplus seu/day: 100
Storage capacity: 500
Cargo 201-500- tons




Consumables: 6 months


Crew Complement: 2-20 crewmen
Notes: This space station comes equipped with standard communications, and sub-light communications, standard navigational package, main computer, and artificial gravity.

___________________________________________________________________________________

Type

Size: Large




Cost: n/a

Combat modifier:




HP: 60

Armor: 10




DR: 14
Defenses: Reflective hull (-2pts/die from lasers, -1pt/die from plasers), damage suppression systems (-1pt/die )

Defensive Shield: Type D
points/round: 15

Maximum points/absorbed: 60
Weapon:


Fire Arc:


Range:

Damage:

Weapon:


Fire Arc:




Missile type: 




Range:

Damage:

Engine type: n/a


Maneuverability: +4
Stealth: +4


Life support capacity: 100

Sensor suite: Type A
Range: 10au
Power plant type: B

Surplus seu/day: 100
Storage capacity: 500
Cargo: 501-1,000 tons




Consumables: 1 year

Crew Complement: 40-80 crewmen

Notes: This space station comes equipped with standard communications, and sub-light communications, standard navigational package, main computer, and artificial gravity.

___________________________________________________________________________________

Type

Size: Huge




Cost: n/a

Combat modifier:




HP: 100

Armor: 10




DR: 12
Defenses: Reflective hull (-2pts/die from lasers, -1pt/die from plasers), damage suppression systems (-1pt/die )

Defensive Shield: Type D
points/round: 15

Maximum points/absorbed: 60
Weapon:


Fire Arc:


Range:

Damage:

Weapon:


Fire Arc:




Missile type: 




Range:

Damage:

Engine type: n/a


Maneuverability: +2
Stealth: +2


Life support capacity: 4,000

Sensor suite: Type A
Range: 10au
Power plant type: B

Surplus seu/day: 100
Storage capacity: 500
Cargo: 1,001-5,000 tons




Consumables: 1 year


Crew Complement: 100-1,000 crewmembers

Notes: This space station comes equipped with standard communications, and sub-light communications, standard navigational package, main computer, and artificial gravity.

___________________________________________________________________________________

Type

Size: Gargantuan




Cost: n/a

Combat modifier:




HP: 140

Armor: 10




DR: 11
Defenses: Reflective hull (-2pts/die from lasers, -1pt/die from plasers), damage suppression systems (-1pt/die )

Defensive Shield: Type D
points/round: 15

Maximum points/absorbed: 60
Weapon:


Fire Arc:


Range:

Damage:

Weapon:


Fire Arc:




Missile type: 




Range:

Damage:

Engine type: n/a


Maneuverability: +1
Stealth: +1


Life support capacity: 8,000

Sensor suite: Type A
Range: 10au
Power plant type: B

Surplus seu/day: 100
Storage capacity: 500
Cargo: 5,001-20,000tons




Consumables: 1 year


Crew Complement: 1000-4,000 crewmembers

Notes: This space station comes equipped with standard communications, and sub-light communications, standard navigational package, main computer, and artificial gravity.

___________________________________________________________________________________

Type 

Size: Colossal




Cost: n/a

Combat modifier:




HP: 180

Armor: 10




DR: 10

Defenses: Reflective hull (-2pts/die from lasers, -1pt/die from plasers), damage suppression systems (-1pt/die )

Defensive Shield: Type D
points/round: 15

Maximum points/absorbed: 60
Weapon:


Fire Arc:


Range:

Damage:

Weapon:


Fire Arc:




Missile type: 




Range:

Damage:

Engine type: n/a


Maneuverability: +0
Stealth: +0
Life support capacity: 16,000
Sensor suite: Type A
Range: 10au
Power plant type: D

Surplus seu/day: 1,000
Storage capacity: 5,000
Cargo: 20,001-35,000tons




Consumables: 1 year


Crew complement: 4,000-8,000 crewmembers

Notes: This space station comes equipped with standard communications, and sub-light communications, standard navigational package, main computer, and artificial gravity.

___________________________________________________________________________________

Type

Size: Colossal II




Cost: n/a

Combat modifier:




HP: 200

Armor: 10




DR: 10
Defenses: Reflective hull (-2pts/die from lasers, -1pt/die from plasers), damage suppression systems (-1pt/die )

Defensive Shield: Type D
points/round: 15

Maximum points/absorbed: 60
Weapon:


Fire Arc:


Range:

Damage:

Weapon:


Fire Arc:




Missile type: 




Range:

Damage:

Engine type: n/a


Maneuverability: +0
Stealth: -2



Life support capacity: 32,000
Sensor suite: Type A
Range: 10au
Power plant type: D

Surplus seu/day: 1,000
Storage capacity: 5,000
Cargo: 35,000-50,000 tons



Consumables: 1 year





Crew Complement: 8,000-16,000 crewmembers

Notes: This space station comes equipped with standard communications, and sub-light communications, standard navigational package, main computer, and artificial gravity.

___________________________________________________________________________________

Type

Size: Colossal III




Cost: n/a

Combat modifier:




HP: 300

Armor: 10




DR: 8
Defenses: Reflective hull (-2pts/die from lasers, -1pt/die from plasers), damage suppression systems (-1pt/die )

Defensive Shield: Type D
points/round: 15

Maximum points/absorbed: 60
Weapon:


Fire Arc:


Range:

Damage:

Weapon:


Fire Arc:




Missile type: 




Range:

Damage:

Engine type: n/a


Maneuverability: -4
Stealth: -4


Life support capacity: 60,000
Sensor suite: Type A
Range: 10au
Power plant type: D

Surplus seu/day: 1,000
Storage capacity: 5,000
Cargo: 50,000-65,000 tons




Consumables: 1 year


Crew Complement: 16,000-32,000 crewmembers
Notes: This space station comes equipped with standard communications, and sub-light communications, standard navigational package, main computer, and artificial gravity.

___________________________________________________________________________________

Type

Size: Colossal IV




Cost: n/a

Combat modifier:




HP: 400

Armor: 10




DR: 4
Defenses: Reflective hull (-2pts/die from lasers, -1pt/die from plasers), damage suppression systems (-1pt/die )

Defensive Shield: Type D
points/round: 15

Maximum points/absorbed: 60
Weapon:


Fire Arc:


Range:

Damage:

Weapon:


Fire Arc:




Missile type: 




Range:

Damage:

Engine type: n/a


Maneuverability: -6
Stealth: -6


Life support capacity: 120,000
Sensor suite: Type A
Range: 10au
Power plant type: D

Surplus seu/day: 1,000
Storage capacity: 5,000
Cargo: 65,001-80,000 tons




Consumables: 1 year


Crew Complement: 32,000-60,000 crewmen
Notes: This space station comes equipped with standard communications, and sub-light communications, standard navigational package, main computer, and artificial gravity.

___________________________________________________________________________________

Type

Size: Colossal V




Cost: n/a

Combat modifier:




HP: 600
Armor: 10




DR: 2
Defenses: Reflective hull (-2pts/die from lasers, -1pt/die from plasers), damage suppression systems (-1pt/die )

Defensive Shield: Type D
points/round: 15

Maximum points/absorbed: 60
Weapon:


Fire Arc:


Range:

Damage:

Weapon:


Fire Arc:




Missile type: 




Range:

Damage:

Engine type: n/a


Maneuverability: -8
Stealth: -8


Life support capacity: 120,000
Sensor suite: Type A
Range: 10au
Power plant type: D

Surplus seu/day: 1,000
Storage capacity: 5,000
Cargo: 80,000-100,000 tons




Consumables: 1 year




Crew Complement: 60,001-120,000 crewmen
Notes: This space station comes equipped with standard communications, and sub-light communications, standard navigational package, main computer, and artificial gravity.

___________________________________________________________________________________

Type

Size: Colossal VI




Cost: n/a

Combat modifier:




HP: 800

Armor: 10




DR: 0

Defenses: Reflective hull (-2pts/die from lasers, -1pt/die from plasers), damage suppression systems (-1pt/die )

Defensive Shield: Type D
points/round: 15

Maximum points/absorbed: 60
Weapon:


Fire Arc:


Range:

Damage:

Weapon:


Fire Arc:




Missile type: 




Range:

Damage:

Engine type: n/a


Maneuverability: -10
Stealth: -10


Life support capacity: 120,000
Sensor suite: Type A
Range: 10au
Power plant type: D

Surplus seu/day: 1,000
Storage capacity: 5,000
Cargo: 80,001-100,000 tons




Consumables: 1 year 




Crew Complement: 60,001-120,000 crewmen

Notes: This space station comes equipped with standard communications, and sub-light communications, standard navigational package, main computer, and artificial gravity.

___________________________________________________________________________________

Type

Size: Colossal VII




Cost: n/a

Combat modifier:




HP: 1,600

Armor: 10




DR: -2
Defenses: Reflective hull (-2pts/die from lasers, -1pt/die from plasers), damage suppression systems (-1pt/die )

Defensive Shield: Type D
points/round: 15

Maximum points/absorbed: 60
Weapon:


Fire Arc:


Range:

Damage:

Weapon:


Fire Arc:




Missile type: 




Range:

Damage:

Engine type: n/a


Maneuverability: -12
Stealth: -12


Life support capacity: 120,000
Sensor suite: Type A
Range: 1ly

Power plant type: D

Surplus seu/day: 1,000
Storage capacity: 5,000
Cargo: 80,001-100,000 tons




Consumables: 1 year 


Crew Complement: 60,001-120,000 crewmen
Notes: This space station comes equipped with standard communications, and sub-light communications, standard navigational package, main computer, and artificial gravity.

___________________________________________________________________________________

Generic Stats

Size: Tiny




Endurance level: ½ -1
EP: 
Exp: 10

Str: 2 (-4)   Ag: 16 (+3)   Sta: 8 (-1)


Log: 2 (-4)   Int: 12 (+1)   Per: 6 (-2)   App: 8 (-1)    

Psyche: 2




Reputation: +0

Humanoid:

Str: 2 (-4)   Ag: 16 (+3)   Sta: 8 (-1)


Log: 6 (-2)   Int: 10 (+0)   Per: 6 (-2)   App: 8 (-1)
 

Psyche: 0




Reputation: +0

Combat Modifier:
-4



Initiative Modifier: +3


Resistance rolls: Fortitude: +0
Reflex: +5 
Will: +1 
Armor: None




DR: 15 /(d) 12    

Attack: Bite




Damage: 1-2   In: +3   Hit: -4   Dmg: -2   DR:     
Attack: Claw




Damage: 1-2   In: +3   Hit: -4   Dmg: -2   DR: 

Attack Gore




Damage: 1-2   In: +3   Hit: -4   Dmg: -2   DR: 
Attack Wing buffet




Damage: 1-2   In: +3   Hit: -4   Dmg: -2   DR: 
Primary attack: Punch



Damage: 1pt    In: +3   Hit: -4   Dmg: -2   DR:

Secondary attack:
Kick



Damage:  1-2   In: +3   Hit: -4   Dmg: -2   DR:

Combat Abilities: On a natural 20 a         gains a free attack against an off balanced opponent at +2 to hit.

Skills: Climb -2, Hide +5, Listen +4, Move silently +5, Spot +4, Swim -2, Wilderness lore +2

Base Skills: Climb +2, Hide +2, Listen +3, Move silently +2, Spot +3, Swim +2, Wilderness lore +1

Feats: 
Languages: 
Special Abilities

Low light vision: A     can see using Low light vision up to 120 yards in moonlight or 100 yards on a moonless night

Darkvision: A     can see using Darkvision up to 60’ away.

Vision: A    can see using Darkvision up to 60’ away, and possesses Low light vision allowing it to see up to 120 yards in moonlight or 100 yards on a moonless night.

Alertness: A     is very resistant to surprise. The     gains a +4 bonus to its Spot checks to avoid surprise. The     gains a +2 to any Reflex saves that it makes.

Move/round: 33’, Climb 10’, Swim 10’, Fly 40’ 
__________________________________________________________________________________________

Generic Stats

Size: Small




Endurance level: 1 -1
EP: 
Exp: 20

Str: 6 (-2)   Ag: 14 (+2)   Sta: 8 (-1)


Log: 2 (-4)   Int: 12 (+1)   Per: 6 (-2)   App: 8 (-1) 
Psyche: 2




Reputation: +0

Humanoid:

Str: 6 (-2)   Ag: 14 (+2)   Sta: 8 (-1)


Log: 6 (-2)   Int: 10 (+0)   Per: 6 (-2)   App: 8 (-1)

Psyche: 0




Reputation: +0

Combat Modifier:
-2



Initiative Modifier: +2


Resistance rolls: Fortitude: +0
Reflex: +4 
Will: +1 
Armor: None




DR: 14 /(d) 11    

Attack: Bite




Damage: 1-3   In: +2   Hit: -2   Dmg: +0   DR:     
Attack: Claw




Damage: 1-3   In: +2   Hit: -2   Dmg: +0   DR: 

Attack Gore




Damage: 1-3   In: +2   Hit: -2   Dmg: +0   DR: 
Attack Wing buffet




Damage: 1-3   In: +2   Hit: -2   Dmg: +0   DR: 
Primary attack: Punch



Damage: 1-2   In: +2   Hit: -2   Dmg: +0   DR:

Secondary attack:
Kick



Damage: 1-3   In: +2   Hit: -2   Dmg: +0   DR:

Combat Abilities: On a natural 20 a         gains a free attack against an off balanced opponent at +2 to hit.

Skills: Climb +0, Hide +5, Listen +4, Move silently +5, Spot +4, Swim +0, Wilderness lore +2

Base Skills: Climb +2, Hide +2, Listen +3, Move silently +2, Spot +3, Swim +2, Wilderness lore +1

Feats: 
Languages: 
Special Abilities

Low light vision: A     can see using Low light vision up to 120 yards in moonlight or 100 yards on a moonless night

Darkvision: A     can see using Darkvision up to 60’ away.

Vision: A    can see using Darkvision up to 60’ away, and possesses Low light vision allowing it to see up to 120 yards in moonlight or 100 yards on a moonless night.

Alertness: A     is very resistant to surprise. The     gains a +4 bonus to its Spot checks to avoid surprise. The     gains a +2 to any Reflex saves that it makes.

Move/round: 33’, Climb 10’, Swim 10’, Fly  40’ 
__________________________________________________________________________________________

Generic Stats

Size: Medium




Endurance level: 1 
EP: 
Exp: 40

Str: 10 (+0)   Ag: 14 (+2)   Sta: 10 (+0)

Log: 2 (-4)   Int: 12 (+1)   Per: 6 (-2)   App: 8 (-1)    
Psyche: 2




Reputation: +0

Humanoid:

Str: 10 (+0)   Ag: 14 (+2)   Sta: 10 (+0)

Log: 6 (-2)   Int: 10 (+0)   Per: 6 (-2)   App: 8 (-1)

Psyche: 0




Reputation: +0

Combat Modifier:
+0



Initiative Modifier: +2


Resistance rolls: Fortitude: +2
Reflex: +4 
Will: +1 
Armor: None




DR: 14 /(d) 11    

Attack: Bite




Damage: 1-4   In: +2   Hit: +0   Dmg: +0   DR:     
Attack: Claw




Damage: 1-4   In: +2   Hit: +0   Dmg: +0   DR: 

Attack Gore




Damage: 1-4   In: +2   Hit: +0   Dmg: +0   DR: 
Attack Wing buffet




Damage: 1-4   In: +2   Hit: +0   Dmg: +0   DR: 
Primary attack: Punch



Damage: 1-2   In: +2   Hit: +0   Dmg: +0   DR:

Secondary attack:
Kick



Damage: 1-3   In: +2   Hit: +0   Dmg: +0   DR:

Combat Abilities: On a natural 20 a         gains a free attack against an off balanced opponent at +2 to hit.

Skills: Climb +2, Hide +5, Listen +4, Move silently +5, Spot +4, Swim +2, Wilderness lore +2

Base Skills: Climb +2, Hide +2, Listen +3, Move silently +2, Spot +3, Swim +2, Wilderness lore +1

Feats: 
Languages: 
Special Abilities 
Low light vision: A     can see using Low light vision up to 120 yards in moonlight or 100 yards on a moonless night

Darkvision: A     can see using Darkvision up to 60’ away.

Vision: A    can see using Darkvision up to 60’ away, and possesses Low light vision allowing it to see up to 120 yards in moonlight or 100 yards on a moonless night.

Alertness: A     is very resistant to surprise. The     gains a +4 bonus to its Spot checks to avoid surprise. The     gains a +2 to any Reflex saves that it makes.

Move/round: 33’, Climb 10’, Swim 10’, Fly 40’ 
__________________________________________________________________________________________

Generic Stats

Size: Large




Endurance level: 2 +4 
EP: 
Exp: 80

Str: 18 (+4)   Ag: 14 (+2)   Sta: 14 (+2)

Log: 2 (-4)   Int: 12 (+1)   Per: 6 (-2)   App: 8 (-1)

Psyche: 2




Reputation: +1
Humanoid:

Str: 18 (+4)   Ag: 14 (+2)   Sta: 14 (+2)

Log: 6 (-2)   Int: 10 (+0)   Per: 6 (-2)   App: 8 (-1)

Psyche: 2




Reputation: 1(-5)
Combat Modifier:
+6/+0



Initiative Modifier: +2


Resistance rolls: Fortitude: +4
Reflex: +4 
Will: +1 
Armor: None




DR: 15 /(d) 11    

Attack: Bite




Damage: 1-6   In: +2   Hit: +6/+0   Dmg: +5   DR:     
Attack: Claw




Damage: 1-6   In: +2   Hit: +6/+0   Dmg: +5   DR: 

Attack Gore




Damage: 1-6   In: +2   Hit: +6/+0   Dmg: +5   DR: 
Attack Wing buffet




Damage: 1-6   In: +2   Hit: +6/+0   Dmg: +5   DR: 
Primary attack: Punch



Damage: 1-3   In: +2   Hit: +6/+0   Dmg: +5   DR:

Secondary attack:
Kick



Damage: 1-4   In: +2   Hit: +6/+0   Dmg: +5   DR:

Combat Abilities: On a natural 20 a         gains a free attack against an off balanced opponent at +2 to hit.

Skills: Climb +4, Hide +5, Listen +4, Move silently +5, Spot +4, Swim +4, Wilderness lore +2

Base Skills: Climb +2, Hide +2, Listen +3, Move silently +2, Spot +3, Swim +2, Wilderness lore +1

Feats: 
Languages: 
Special Abilities

Low light vision: A     can see using Low light vision up to 120 yards in moonlight or 100 yards on a moonless night

Darkvision: A     can see using Darkvision up to 60’ away.

Vision: A    can see using Darkvision up to 60’ away, and possesses Low light vision allowing it to see up to 120 yards in moonlight or 100 yards on a moonless night.

Alertness: A     is very resistant to surprise. The     gains a +4 bonus to its Spot checks to avoid surprise. The     gains a +2 to any Reflex saves that it makes.

Move/round: 32’, Climb 14’, Swim 14’, Fly 40’ 
__________________________________________________________________________________________

Generic Stats

Size: Huge




Endurance level: 5 +20 
EP: 
Exp: 120

Str: 26 (+8)   Ag: 12 (+1)   Sta: 18 (+4)

Log: 2 (-4)   Int: 12 (+1)   Per: 6 (-2)   App: 8 (-1)

Psyche: 2




Reputation: +6 (-2)
Humanoid:

Str: 26 (+8 )   Ag: 12 (+1 )   Sta: 18 (+4 )

Log: 6 (-2 )   Int: 10 (+0 )   Per: 6 (-2 )   App: 8 (-1 )

Psyche: 0




Reputation: +0

Combat Modifier:
+9/+5



Initiative Modifier: +1


Resistance rolls: Fortitude: +7
Reflex: +4 
Will: +3 
Armor: None




DR: 15 /(d) 11    

Attack: Bite




Damage: 1-8   In: +1   Hit: +9/+5   Dmg: +9   DR:     
Attack: Claw




Damage: 1-8   In: +1   Hit: +9/+5   Dmg: +9   Dr: 

Attack Gore




Damage: 1-8   In: +1   Hit: +9/+5   Dmg: +9   DR: 
Attack Wing buffet




Damage: 1-8   In: +1   Hit: +9/+5   Dmg: +9   DR: 
Primary attack: Punch



Damage: 1-4   In: +1   Hit: +9/+5   Dmg: +9   DR:

Secondary attack:
Kick



Damage: 1-6   In: +1   Hit: +9/+5   Dmg: +9   DR:

Combat Abilities: On a natural 20 a         gains a free attack against an off balanced opponent at +2 to hit.

Skills: Climb +10, Hide +4, Listen +4, Move silently +4, Spot +4, Swim +10, Wilderness lore +2

Base Skills: Climb +2, Hide +2, Listen +3, Move silently +2, Spot +3, Swim +2, Wilderness lore +1

Feats: 
Languages: 
Special Abilities

Low light vision: A     can see using Low light vision up to 120 yards in moonlight or 100 yards on a moonless night

Darkvision: A     can see using Darkvision up to 60’ away.

Vision: A    can see using Darkvision up to 60’ away, and possesses Low light vision allowing it to see up to 120 yards in moonlight or 100 yards on a moonless night.

Alertness: A     is very resistant to surprise. The     gains a +4 bonus to its Spot checks to avoid surprise. The     gains a +2 to any Reflex saves that it makes.

Move/round: 22’, Climb 18’, Swim 18’, Fly 40’ 
__________________________________________________________________________________________

Generic Stats

Size: Gargantuan




Endurance level: 11 +66 
EP: 
Exp: 500

Str: 34 (+12)   Ag: 12 (+1)   Sta: 22 (+6)

Log: 2 (-4)   Int: 12 (+1)   Per: 6 (-2)   App: 8 (-1)

Psyche: 2




Reputation: 18 (+4)
Humanoid:

Str: 34 (+12)   Ag: 12 (+1)   Sta: 22 (+6)

Log: 6 (-2)   Int: 10 (+0)   Per: 6 (-2)   App: 8 (-1)

Psyche: 0




Reputation: 18 (+4)
Combat Modifier:
+16/+10



Initiative Modifier: +1


Resistance rolls: Fortitude: +9
Reflex: +4 
Will: +3 
Armor: None




DR: 15 /(d) 11    

Attack: Bite




Damage: 2d6   In: +1   Hit: +16/+10   Dmg: +15   DR:     
Attack: Claw




Damage: 2d6   In: +1   Hit: +16/+10   Dmg: +15   DR: 

Attack Gore




Damage: 2d6   In: +1   Hit: +16/+10   Dmg: +15   DR: 
Attack Wing buffet




Damage: 2d6   In: +1   Hit: +16/+10   Dmg: +15   DR: 
Primary attack: Punch



Damage: 1-6   In: +1   Hit: +16/+10   Dmg: +15   DR:

Secondary attack:
Kick



Damage: 1-8   In: +1   Hit: +16/+10   Dmg: +15   DR:

Combat Abilities: On a natural 20 a         gains a free attack against an off balanced opponent at +2 to hit.

Skills: Climb +14, Hide +4, Listen +4, Move silently +4, Spot +4, Swim +14, Wilderness lore +2

Base Skills: Climb +2, Hide +2, Listen +3, Move silently +2, Spot +3, Swim +2, Wilderness lore +1

Feats: 
Languages: 
Special Abilities 

Low light vision: A     can see using Low light vision up to 120 yards in moonlight or 100 yards on a moonless night

Darkvision: A     can see using Darkvision up to 60’ away.

Vision: A    can see using Darkvision up to 60’ away, and possesses Low light vision allowing it to see up to 120 yards in moonlight or 100 yards on a moonless night.

Alertness: A     is very resistant to surprise. The     gains a +4 bonus to its Spot checks to avoid surprise. The     gains a +2 to any Reflex saves that it makes.

Move/round: 22’, Climb 18’, Swim 18’, Fly 40’ 
__________________________________________________________________________________________

Generic Stats

Size: Colossal




Hit Die: 23 + 184
HP: 
Exp: 500

Str: 42 (+16)   Ag: 12 (+1)   Sta: 26 (+8)

Log: 2 (-4)   Int: 12 (+1)   Per: 6 (-2)   App: 8 (-1)

Psyche: 2




Reputation: 45 (+17)
Humanoid:

Str: 42 (+16)   Ag: 12 (+1)   Sta: 26 (+8)

Log: 6 (-2)   Int: 10 (+0)   Per: 6 (-2)   App: 8 (-1)

Psyche: 0




Reputation: 45 (+17)
Combat Modifier:
+26/+15



Initiative Modifier: +1


Resistance rolls: Fortitude: +12
Reflex: +6 
Will: +5 
Armor: None




DR: 15 /(d) 11    

Attack: Bite




Damage: 2d8   In: +1   Hit: +26/+15  Dmg: +20   DR:     
Attack: Claw




Damage: 2d8   In: +1   Hit: +26/+15  Dmg: +20   DR: 

Attack Gore




Damage: 2d8   In: +1   Hit: +26/+15  Dmg: +20   DR: 
Attack Wing buffet




Damage: 2d8   In: +1   Hit: +26/+15  Dmg: +20   DR: 
Primary attack: Punch



Damage: 1d8   In: +1   Hit: +26/+15  Dmg: +20  DR:

Secondary attack:
Kick



Damage: 2d6   In: +1   Hit: +26/+15  Dmg: +20  DR:

Combat Abilities: On a natural 20 a         gains a free attack against an off balanced opponent at +2 to hit.

Skills: Climb +18, Hide +4, Listen +4, Move silently +4, Spot +4, Swim +18, Wilderness lore +2

Base Skills: Climb +2, Hide +2, Listen +3, Move silently +2, Spot +3, Swim +2, Wilderness lore +1

Feats: 
Languages: 
Special Abilities 

Low light vision: A     can see using Low light vision up to 120 yards in moonlight or 100 yards on a moonless night

Darkvision: A     can see using Darkvision up to 60’ away.

Vision: A    can see using Darkvision up to 60’ away, and possesses Low light vision allowing it to see up to 120 yards in moonlight or 100 yards on a moonless night.

Alertness: A     is very resistant to surprise. The     gains a +4 bonus to its Spot checks to avoid surprise. The     gains a +2 to any Reflex saves that it makes.

Move/round: 22’, Climb 18’, Swim 18’, Fly 40’ 
__________________________________________________________________________________________

Creature Name

Number:
Move:

IM/RS:

Stamina:
Attack:

Damage:

Special attack:

Special defense:

Native world:

Description:


