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Sheet of handy monster & bad guy information

Beguiler int5/s2/d2, HR9: These big grubs use mental powers to alter the way
one person sees them. Often they will try to look like a beautiful female, pile of
gold, etc. Their goal is to get their proboscis into the victims ear to suck
their brains out. They steal space ships. They are solitary.
Bug-Eyed Monster (BEM) int0/s15/d4, HR11, sizemod +1: Claws & bites for hv kill
Cloudworm int0/s12/d3, HR11, sizemod +3: Bites for megastun + md Kill. Flies,
can damage vehicles. Lives in clouds, mists, & vapors. They are slow, but are
hard to see in a cloud. Hard to kill but easy to flee. They have a snaky dragon-
like appearance. Vehicle stats: slow & very maneuverable.
Dinosaurs of one kind or another are on a lot of planets. Once they have you
in their mouth they will keep chewing (guaranteed hit every turn). Swords do +1
damage to them and bullets do -1 damage.

Small predator int0/s4/d4, HR11: Bites for Lt kill. Velociraptor size.
Medium predator int0/s8/d3, HR10, sizemod +2: Bites for Md kill.

Allosaur size.
Large predator int0/s16/d2, HR9, sizemod +4: Bites for Hv kill.

Tyrannosaur size.
Herbivore: Similar stats to carnivores. Can do damage by charging or tail-

whipping when provoked.
Humanoids: At least half of intelligent life is humanoid of one kind or another.
Most of them stay on their own planet.
Insectoid: They are always trying to conquer some helpless community, take the
land, and enslave the inhabitants. There are a lot of them, and they would be a
major threat if they did not spend most of their efforts fighting other
insectoids. They use a mix of high- and low-tech equipment; they have high tech
but produce mostly a mix of archaic equipment. Insectoids follow orders
without fear or questions. They have many castes, but here are the ones you
might meet:

Worker int2/s3/d2, HR9, sizemod -1: Lots of these. Hits for wimp kill, but may
have crude weapons.

Soldier int2/s6/d4, HR11: Claws for Lt kill, can have any weapon.
Juggernaut int1/s18/d4, HR11, sizemod +2: Claws for hv kill, cannot hold

weapons, 1 point armor.
Smart int3/s3/d3, HR10: These crew space ships. Hits for wimp kill, but may have

any weapon.
Kakido int3/s2/d3, HR10: The Kakido empire came apart after attacking Earth too
many times. The princes carry on independently with small hidden forces. They
engage in piracy, terrorism, and crime while dreaming of conquering the galaxy.
They are short bald grey humanoids.
Kraken int5/s4/d4, HR11: These malevolent relics of a shattered high-tech empire
are bent on conquest. They look like a big black octopus and only breathe
water. Their vehicles are less maneuverable than air-filled ones. They have excellent
scientists and military planners. Kraken are few in number, so they allow some
planets to become vassals, bolstering the Kraken forces. If they get you with
their tentacles they hold on and bite for lt kill every turn.
Mimi int0/s3/d5, HR12, sizemod -1: Small and fuzzy. Bites for lt kill. Comes in
screaming packs on many worlds. How they spread is a mystery.



Mollizoon int2/s3/d3, HR10: They want to conquer everything, starting with each
other. Mollizoon are hampered by impatience and having to buy most of their
advanced technology. They often show up among pirates and mercenaries. They
look like a fat worm with sucker-feet beneath, spines on top, and a ring of
short manipulatory tentacles around their mouth. Bites for 1 kill. Breathes both
air & water.
Mutant rat int1/s3/d4, sizemod -1, HR11: Dog-sized. Bites for lt kill, but some use
crude weapons. A mad scientist genetically engineered them, but they escaped
and spread from planet to planet by hiding on ships.
Orc int2/s5/d3, HR10: Humanoid wannabe conquerors. Their tech is not as
advanced as Earths, and they fight each other a lot. They often show up amidst
mercenaries, slavers, and pirates.
Predator: Predators are part of the balance of nature. Big ones can be
dangerous.

Wol f - l i k e : in t0/s3 /d5 , HR12 : B i t es for l t k i l l . Tiger-like: int0/s9/d5,
HR12: Bites for Md kill.

Crocodile-like: int0/s12/d3, HR10: Bites for Md kill.Shark-like: int0/s15/d4,
HR11: Bites for Md Kill.

Psio int6/s2/d3, HR10: These sinister relics of a fallen empire are always up to no
good. They have mental powers and are very tricky. Hairless pointy-eared
humanoids. They have whatever mental powers the game master wants them to,
but only one at a time and it takes all their concentration. Their powers are
short range and stop affecting the victim once concentration or contact ceases.
Psios often use space apes & mercenaries.
Psyren int3/s2/d3/lks3, HR10: Sinister green haired female. They can sing a beautiful
psycosonic song that stuptifies men (but not women). Victims are addicted man-
slaves after a month or so of repeated exposure. After a few years their
intelligence has been so damaged the men die. The defense is earplugs or loud
music. Because the song is 50% mental powers, it does not work if recorded,
amplified, broadcast, etc. Psyrens are catty and do not cooperate well, and
usually use their power for personal advantage on a small scale. Looks do not
work on them. A woman with singing skill can sing loud into an ear to protect
a man, or make a skill roll to protect everyone nearby.
Salamander int2/s4/d3, HR10: The salamanders want to be conquerors. Their only
problems are pride, poor planning, comically unreliable technology, and the fact
they spend most of their time trying to conquer each other. They look like a
big white 6-legged salamander and bite for lt kill. They breathe air and water.
They eat prisoners, except for beautiful stereotype women, who they enslave.
Shelk int3/s3/d3, HR10: Evil wannabe conquerors. They enslave vulnerable
communities, forcing them to work and slowly slaughtering the victims to feed
on blood. They look like spiders with fanged humanoid heads, 8 spider-legs
that look like fingers, and a pair of small humanoid arms tucked under the head.
Looks do not work on them. Can bite for lt kill.
Space ape int1/s9/d2, HR9, sizemod +1: Genetically engineered soldiers by the
Psios, now working as thugs & mercenaries. They do md stun with fists, do Hv
Stun + Lt kill with batons, and can use splat guns as rifles.
Space pirates: Hijackers, slavers, thieves and kidnappers. Some are multi-species
groups, often led by an evil earthman.
Tentacle monster int0/s12/d4, HR11, sizemod +1: You cannot move once grabbed.
Tentacle monsters usually have Hv kill fangs for eating you (the fangs cannot miss
once you are held).
Thark int3/s5/d4, HR11, sizemod +1: 4-armed green barbarian humanoids. They
acquire technology when they can and become raiders. They get two attacks per
turn if using fists, batons, or swords. They sometimes work as mercenaries.



Tigerman int3/s5/d4, HR11: Genetically engineered humanoid warriors made by an
extinct people. Purposeless, they attempt to conquer and enslave hapless
communities. They are not good at governing or empire building. Claws for Lt
kill, can have any weapon. They sometimes work as mercenaries.
Void shark (vehicle size 1-6, fast & very maneuverable): These huge critters live in
space and occasionally tear open space ships to eat a crewman or two. It bites
ships for damage equal to its size. It usually takes 3*size hits to drive it off, and
you cannot outrun it. The only tactic it uses is close attack, and it always
works. DEX & pilot skill for attacking is usually 3. Void shark attacks are
terrifying but uncommon. Jettisoning the food often works.
Wanderers int3/s2/d5, HR12: They were genetically engineered to be space workers
by an extinct race. A target for conquerors, they try to live in peace and stay
out of the way by building space stations in systems with no habitable planets.
They look like multi-armed monkeys, and bite for 1 kill. They only live in zero-G
and never land on planets (they only live in space ships and stations).


