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ABOUT – I’m obviously a He-Man fan, and I’m also big into role-playing games. So, I was shocked to discover that the last MOTU RPG was produced (poorly) in 1985 by Fasa Games, Inc. The other thing an internet search for a MOTU RPG uncovered was a ton of A.I.-generated RPG stat cards for all of the MOTU characters. The cards list the stats as strength, magic, intelligence, and courage. It seemed like a fun challenge for myself to try to make a game with those four abilities, and below is my attempt. From the 1985 RPG, I’ve tried to incorporate several ideas, including that of backfires, where an attacker may inflict damage and/or take the defender’s damage. Lastly, I’m a rules-lite type-o-guy. This is an RPG for everyone, including dads gamemastering for young kids. So, no hit points to keep track of, only the one die size, overall built for casual play. Your suggestions are welcome!

BASICS – This is a role-playing game, in which the players choose one player to be the “Gamemaster” and the rest are normal players. The Gamemaster has the big job of making up the adventure that the other players’ characters must face. He or she does not have to work alone, but can ask the players what type of challenge they would like to face. There is plenty of great advice about “gamemastering” online. So don’t be afraid to look at it before a game. The Gamemaster also “role-plays” all of the characters (other than the other Players’) and creatures. Each player, other than the Gamemaster, creates one character to “be.” Players control almost every aspect of their characters, including their thoughts and actions. The exception to a player’s control of his or her character is when the character’s actions are contested. Then, a die is rolled to see what happens. The only die rolled in this game is a 20-sided die or “d20.”

CONTESTS – Roll a d20 against a number the rules say or a number the Gamemaster says (the Contest Rating or “CR”). Only one d20 is rolled per contest. So, if you are rolling to best another character or creature, the Player whose character’s turn it is rolls against the other sides CR (usually an Ability or its Attack + 10). Roll over the CR to succeed and under to fail. On a tie, both sides suffer roughly equal consequences, decided by the Gamemaster. When the roll result is less than half the CR, or more than double, you Critical (which can be good or bad). If the die lands on a 1, the roller always Critically loses. If it lands on a 20, the roller always Critically wins. Successes and failures are qualified unless a Critcal is rolled. For instance, you may defeat a monster, but because you did not critical, the Gamemaster may decide that it will not be defeated for long, or that it is only defeated in the sense that it can no longer use one of its attacks.

ABILITIES – Roll a d20 five times (subtract 10 from your roll if you roll over 10). Drop the lowest result. Assign the remaining four results, one each, to your Strength, Magic, Intelligence, and Courage.
 
· Strength – Your weapon Attack and Damage are limited to your Strength. Use for all athletic rolls.

· Magic – Makes your Magic Effects more powerful. Use for defense rolls against all hostile Magic/Tech Effects.

· Intelligence – Determines the number of Tech Items you have. Use for defense when countering Magic/Tech Effects, with Tech Items. Roll when tricking someone or trying to detect tricks.

· Courage – How difficult you are to defeat. (Think toughness and willpower.) If successfully attacked, your attacker immediately makes a Damage roll against your Courage. If he, she, or it succeeds, you are defeated and either pass out or must surrender or flee.

To resolve conflict between two characters, the initiator rolls 1d20 and adds either their Strength, Magic, Intelligence, or Courage, OR your weapons Attack or Damage. The CR is the other character’s Ability or Attack, +10.

COMBAT & MOVEMENT – If you’ve ever had any MOTU toys, maybe you’ve noticed that the MOTU characters are all of similar leg length. That’s quite the coincidence! It also means that every character or creature has Movement 5, unless the rules state otherwise. Crossing a space or zone boundary costs 1 movement, or 2 if climbing or rough terrain. When any combat begins, divide the place around the combatants into spaces (square or hexagonal) or roughly 100 to 300 sq. ft. “zones” of roughly equal area and boundaries that make sense. Then, every player (not character) rolls a d20, and the players take turns roleplaying their characters or creatures in order of highest to lowest die rolls. Reroll ties. A character or creature can move and take one, simple, action per turn, with the action before, after, or between its movement. There are no double-moves or double-actions.

Ties in Combat – In a tied roll result in combat, the die is rolled again and both combatants apply their Damage, and both defend with their Courage against the other’s damage.

Specials – Whenever you try to injure someone with an especially dangerous environment feature (a rampart, a collapsable mine, a slime pit, etc.) that is resolved with an Ability roll (Strength versus Strength when overpowering, and Intelligence versus Intelligence when acting quickly such as two characters lunging at an airlock release lever), and the indirect “Damage” is a number, 1 through 10, decided by the Gamemaster. But be careful, because unless you tactically position yourself, a failed roll means your target has turned the tables on you, and you are thrown off a rampart or blown out into space. 

POWERS – Powers give your character bonuses to rolls or allow your character to do things that other characters cannot.

To start, choose one of the following Powers:

· Chosen – Artifacts are sentient magic items that choose their user, thereby allowing those without the Sorcery Power to use them. You have a morally Good artifact as one of your starting items. You can “activate” your artifact with magic words for 15 minutes at a time. While activated, add 5 to two of your Abilities (which are always the same) and gain the ability to perform any one Magic Effect at Magic 7, at will, so long as you are doing Good. Add 1 to each Ability and the at-will Magic Effect’s Magic level for every Moral you spend on your Chosen Power. Or save up some Morals and spend three to add another at-will Magic Effect instead.

· Driven – You have mastered three weapons and do +5 Attack and Damage with them. Add +1 to each weapons Attack and Damage for every Moral you spend on your Driven Power. Every fifth Moral spent, also add another Weapon at the same Attack and Damage bonus-level.

· Techy – So long as it would be possible for someone to do, you can solve any technological problem in the nick of time with an Intelligence roll. You can also do “techy” versions of any Magic/Tech Effect (including countering other Magic or Tech Effects). After a day in a laboratory, you can make up to your Intelligence rating in “Tech Items.” (As Magic Items. Can be separate items or installed in your other equipment). Your “X” is “1” when using your Tech Items. Increase your X by 1, up to double your Intelligence, for every Moral you spend on your Techy Power. 

· Sorcery – Unlike everyone else, you can use any Magic Item you obtain in-game. Pick three Effects that you do not need a Magic Item for. Two of your starting Items may be Magic Items with one Effect each. Learn a new Magic Effect that you do not need a Magic Item to perform for every Moral you spend on your Sorcery Power.

· Cyborg – Two of your starting Items may be Tech Items and/or may be built-in to your body. After a good night’s rest, you also have a pool of 10 points to use to increase any roll with your built-in Weapon or Tech Item. (So if you have a built-in blaster pistol and want to make an Attack and then Damage roll with it at +3 each, you would have 4 points left because 10 – 3 – 3 = 4.) Gain 1 after learning a moral. Add another built-in Tech Item, or another pool point, for every three Morals you spend on your Cyborg Power.

· Mutant – Choose up-to three Creature Features, from one Creature, to start with. Gain a Creature Feature for every Moral you spend on your Mutant Power. You must gain all of a Creature’s Features before gaining a Feature from another Creature.

ITEMS – Your character begins with the “Unarmed” item, a wrist communicator, and any other four items. 

Weapons have Attack and Damage ratings. When attacking someone, add your weapons Attack rating to your dice rolls. Beat your opponent’s Attack+10 to succeed. If you successfully attack someone, immediately roll again, with your Damage against his or her Courage+10.

Unless otherwise stated, melee weapons can attack targets in the same space as the attacker or an adjacent space. Ranged weapons can attack targets, in any space, in line of sight. 

Using two single-handed weapons, one in each hand, gives the wielder +1 Attack. Wielding a one-handed melee weapon in two hands gives +1 Damage.

	Item
	Attack
	Damage
	Rules

	Unarmed
	1
	1
	A successful attack allows you to move a target-character into any space adjacent to his or her current space.

	Hook
	1
	6
	Is instead of hand. Cannot use one-handed items with hook.

	Knife
	2
	4
	Can be carried in belts, boots.

	Scepter
	3
	5
	Often also a Magic Item.

	Staff
	4
	2
	Attack at +4 or two attacks at +2., +1 movement.

	Spear
	4
	4
	Can attack as normal or from one space away for a free attack (no risk of Dmg).

	Trident
	4
	4
	Can attack as normal or from one space away for a free attack (no risk of Dmg). On a 19+, disarms opponent. On a 1, wielder is disarmed.

	Whip
	5
	1
	Can be used to grab loose items or swing from horizontal beams. On an 18+ can a) disarm or b) grab opponent for a Strength Special.

	Nunchaku
	3
	3
	A successful attack allows you to move a target-character into any space adjacent to his or her current space.

	Sword
	5
	5
	On a 19+, do one free Special.

	Katana
	6
	4
	Eternian katanas are made with steelium. (You wouldn’t want to make a katana out of Eternian steel.) It has slight anti-gravity properties. +1 movement.

	Axe
	3
	6
	On a 19+, break target’s weapon.

	Mace
	3
	6
	On a 19+, break target’s armor, including helmets or shields.

	Flail
	1
	6
	On a 19+, disarm or deal +1 Damage.

	Flail (huge)
	-3
	9
	On a 19+, disarm or deal +1 Damage.

	Glaive
	4
	5
	Can attack as normal or from one space away for a free attack (no risk of Dmg). On a 20+, disarms opponent. On a 1, wielder is disarmed.

	Crossbow
	4
	2
	Can be used one-handed. Silent.

	Bow
	5
	2
	Must be used two-handed. Silent.

	Blaster pistol
	5
	5
	On a roll of 3 or less, one more attack may be made before becoming inoperable for 15 minutes.

	Laser rifle
	6
	6
	On a roll of 4 or less, no more attacks may be made for 15 minutes. Start with one less item.

	Helmet
	n/a
	n/a
	Adds +3 to your Courage defense if attacker’s attack roll was 20. -2 Intelligence rolls to notice things.

	Harness
	n/a
	n/a
	Adds +3 to your Courage defense unless attacker’s attack roll was 16+. Can store one item.

	Battle armor
	n/a
	n/a
	Adds +3 to your Courage defense unless attacker’s attack roll was 19 or 20. -1 Movement. Can store one item. Start with one less item.

	Shield
	2
	n/a
	Cannot use shield hand.

	Belt
	n/a
	n/a
	Like Trap-Jaw’s. Can store two items.



MAGIC/TECH EFFECTS – Only the Magic/Tech Effects are specified below. It is up to the players what Magic or Tech Items produce these effects. For instance, your character may discover a Magic Cape of Flying. Or create a Tech Freeze Blaster Pistol. 
“X” is equal to the Magic Ability of a Magic Item’s user.
	Fly
	Fly 10’ per X.

	See
	See extremely well through 10’ per X of opaque material. 

	Know
	As an X-word question and get a “yes” or “no” answer from the Gamemaster or a player, if about his or her character.

	Find
	You know the general direction of a specific thing for X turns. 

	Detect
	Detect danger, deception, or ill will towards you for X turns.

	Shrink
	Shrink anything in size a number of times plus for a number of turns equal to X.

	Grow
	Grow anything in size a number of times plus for a number of turns equal to X.

	Disguise
	Make yourself or a willing target look like someone else for X turns.

	Sleep / coma
	X creatures close to you fall into a light sleep for five turns.

	Disappear
	Disappear in a cloud of smoke and reappear 10X feet away. 15min cooldown.

	Teleport
	Speak 10 minus X magic words to instantly transport yourself somewhere you have recently been or can see.

	Invisibility
	Turn invisible for X turns, but only in the light. In darkness, your silhouette is visible. 

	Reanimate
	Once per X turns, turn X remains into skeleton minion(s) for X turns with X in all Abilities.

	Animate
	Once per X turns, turn X pieces of inorganic matter into minion(s) for X turns, with X in all Abilities.

	Multiply
	Once per X turns, make X half-sized copies of a single target with Abilities equal to half (rounded up) of the target’s, for X turns.

	Clone
	Take 10 minus X turns to make a morally-inverted clone of a Good or Evil thing in your possession, that can either look the same but be half as functional in all aspects or look shadowing and be functionally the same. Use two Magic/Tech items with this effect at the same time to make a clone of the same moral alignment. Use as a counter-Effect anytime on the clone or original to make the clone disappear. Only one of your clones may exist at any given time.

	Booming voice
	Make your voice boom in the skies for X words.

	Illusion
	Make someone or something appear (with sound effects) for X turns, except it is completely insubstantial.

	Scare
	Choose one target per turn and roll Magic against its Courage. Success means the target freezes, faints, or flees (target’s player’s choice) for X turns.

	Force field / trap
	Make a transparent bubble around up-to three adjacent targets. The bubble is impervious to X attacks, from inside or outside, then disappears.

	Hypnotize
	One target follows an X-word, PG-13 command. 15 minute cooldown. 

	Energy Blast
	Once per good night’s sleep, make a ranged attack at Attack and Damage of X minus prior Energy Blasts.

	Shapeshift
	Choose one creature. This Item will change you into it at will, for X turns.

	Telepathy
	Speak X words into the mind of any creature you know or can see. You are identified to the target.

	Zap
	Attack all you wish, within M spaces of you, at 2 Attack and Damage. 



CREATURES – Creatures are role-played by the Gamemaster, even if they are friendly to a player’s character (such as Cringer to Prince Adam).
	Crabulus
 
Strength: 8
Magic: 5
Intelligence: 1
Courage: 6
 
Attack: 1
Damage: 5
	A Crabulus is a cross between a giant crab and an octopus. https://he-man.fandom.com/wiki/Crabulus This creature could create a Clawful-like mutant.
Features:
·       Crush – When you succeed at an unarmed attack, your target cannot move until you let them go, he or she defeats you, or he or she successfully Contests your Strength.
·       Snip – You can cut objects like a blade while unarmed.
·       Armor – You are treated as always wearing Battle Armor and a Helmet.
·       Amphibious – You can breathe air or water and your swim speed is 10 spaces.

	Skunk
 
Strength: 1
Magic: 1
Intelligence: 1
Courage: 1
 
Attack: 1
Damage: 1
	A skunk. This creature could create a Stinkor-like mutant.
Features:
·       Sicken – Once per 15 minutes, you can make a sickening cloud that extends either 10 spaces away from you in a 5-space wide line, or surrounds you in a 7-by-7 space square. Anyone who breathes air in one of those spaces must succeed a Courage Contest, CR 15, or be defeated and unable to speak for 3 turns. If you also have the Burning Stench feature, the CR increases to 18 and turns increase to 6.
·       Burning Stench – Once per 15 minutes, you can make a sickening cloud that extends either 10 spaces away from you in a 5-space wide line, or surrounds you in a 7-by-7 space square. Anyone who breathes air in one of those spaces must succeed a Courage Contest, CR 15, or be defeated and unable to see for 3 turns. If you also have the Sicken feature, the CR increases to 18 and turns increase to 6.
·       Iron Gut – You cannot be poisoned by anything.

	Eternian Falcon
 
Strength: 2
Magic:4
Intelligence: 2
Courage: 2
 
Attack: 4
Damage: 2
	A big falcon. Like Screeech or Zoar. This creature could create a Stratos-like mutant.
Features:
·       Fly – Spend an action to take flight and your movement rate becomes 20 spaces.
·       Eagle Eyes – You always see dangerous things or things that you are looking for, even if they would be extremely difficult to see.
·       Screech - Once per 15 minutes, you can make a sonic attack that extends either 10 spaces away from you in a 5-space wide line, or surrounds you in a 7-by-7 space square. Anyone who hears in one of those spaces must succeed a Courage Contest, CR 15, or be defeated and unable to hear for 3 turns.
·       Talons – You can perch on anything that will support you and carry things while flying with your feet. Movement -5 if carrying a heavy object.

	Sea Mole
 
Strength: 8
Magic: 2
Intelligence: 1
Courage: 4
 
Attack: 4
Damage: 2
	Octopus-mole thing from vintage Mer-Man box art. This creature could create a Mer-Man-like mutant.
Features:
·       Camouflage – You can become invisible for a total of 10 rounds, per 15 minutes.
·       Amphibious – You can breathe air or water and your swim speed is 10 spaces.
·       Cold Resistance – Cold temperatures do not affect you, although being encased in ice still immobilizes you, etc.
·       Dark Vision – Owing to your hyper-sensitive eyes and undetectably luminescent skin, you can see perfectly in total darkness.

	Zeeb Ape
 
Strength: 8
Magic: 1
Intelligence: 3
Courage: 3
 
Attack: 3
Damage: 3
	The Zeeb Ape is a creature native to Denebria and is also known as Denebrian Zeeb Ape. They are very dimwitted primates. https://he-man.fandom.com/wiki/Zeeb_Ape. This creature could create a Beastman-like mutant.
Features:
·       Pounce – So long as you did not do it on your last turn, you can take a plus-three-spaces move. You can also, always, jump up to 4 spaces and climb without a movement penalty.
·       Extra Prehensile (Feet) – Succeed a CR 15 Intelligence Contest to take an extra action on your turn with your extra prehensile appendage such as pick up an item, pull a lever, or use a weapon.
·       Claws – Your Unarmed attacks Attack rating is equal to your Strength rating, and your unarmed Damage is 3.
·       Bloodhound - You always smell dangerous things or things that you are sniffing for, even if they would be extremely difficult to smell.

	Manticore
 
Strength: 9
Magic: 5
Intelligence: 3
Courage: 7
 
Attack: 7
Damage: 5
	The Manticore was a fearsome creature that had the head of a lion, a humanoid body and a spiked tail. It lived in a cave and towered over humans. https://he-man.fandom.com/wiki/Manticore_(Filmation) This creature could create a Whiplash-like mutant.
Features:
·       Slam – As a full turn (movement plus action) you can make an unarmed attack against multiple adjacent targets at Attack and Damage equal to your Strength. A successful attack knocks targets back 3 spaces and smashes most doors.
·       Crush – When you succeed at an unarmed attack, your target cannot move until you let them go, he or she defeats you, or he or she successfully Contests your Strength.
·       Extra Prehensile (Tail) – Succeed a CR 15 Intelligence Contest to take an extra action on your turn with your extra prehensile appendage such as pick up an item, pull a lever, or use a weapon.

	Scorpio
 
Strength: 8
Magic: 2
Intelligence: 1
Courage: 4
 
Attack: 4
Damage: 4
	https://he-man.fandom.com/wiki/Scorpio 
Features:
·       Crush – When you succeed at an unarmed attack, your target cannot move until you let them go, he or she defeats you, or he or she successfully Contests your Strength.
·       Sting (barb) – You can perform a special attack at Attack 0, Damage 10, that paralyzes (defeats) targets for only 5 turns (then they become un-defeated).
·       Sting (spray) – You can perform a special attack at Attack 10, Damage 0, that paralyzes (defeats) targets for only 5 turns (then they become un-defeated).
·       Bloodhound - You always smell dangerous things or things that you are sniffing for, even if they would be extremely difficult to smell.

	Killer Fuzz Bee
 
Strength: 2
Magic: 3
Intelligence: 1
Courage: 1
 
Attack: 2
Damage: 4
	https://he-man.fandom.com/wiki/Burbie This creature could create Buzz-Off or Sweet Bee-like mutant.
Features:
·       Fly – Spend an action to take flight and your movement rate becomes 20 spaces.
·       Medicinal – You can calm (one turn) and then heal (a second turn) and make un-defeated any defeated character you touch.
·       Sting – You can perform a special attack at Attack 0, Damage 10, that paralyzes (defeats) targets for only 5 turns (then they become un-defeated).
·       Direction Sense – You cannot become lost.

	Hairy Hybrid
 
Strength: 7
Magic: 1
Intelligence: 1
Courage: 9
 
Attack: 7
Damage: 3
	Cross between a bear and a rhinoceros. https://he-man.fandom.com/wiki/Hairy_Hybrid Could be used to make a Grizzlor-like mutant.
Features:
·       Bloodhound - You always smell dangerous things or things that you are sniffing for, even if they would be extremely difficult to smell.
·       Direction Sense – You cannot become lost.
·       Tough – When you fail a Courage defense, reroll the d20 once.
·       Claws – Your Unarmed attacks Attack rating is equal to your Strength rating, and your unarmed Damage is 3.

	Catcher Plant
 
Strength: 6
Magic: 1
Intelligence: 1
Courage: 3
 
Attack: 6
Damage: 1
	https://he-man.fandom.com/wiki/Catcher_Plant Could be used to make a Moss-Man-like mutant.
Features:
·       Camouflage – You can become invisible for a total of 10 rounds, per 15 minutes.
·       Sting – You can perform a special attack at Attack 0, Damage 10, that paralyzes (defeats) targets for only 5 turns (then they become un-defeated).
·       Regenerate – Twicer per day, every other turn while defeated, you may roll your Courage against CR 18 to see if you become un-defeated.
·       Medicinal – You can calm (one turn) and then heal (a second turn) and make un-defeated any defeated character you touch.

	Eternian Big Cat
 
Strength: 6
Magic: 4
Intelligence: 3
Courage: 5
 
Attack: 6
Damage: 3
	Such as Cringer or Panthor. Could be used to create a Thundercats style mutant.
Features:
·       Pounce – So long as you did not do it on your last turn, you can take a plus-three-spaces move. You can also, always, jump up to 4 spaces and climb without a movement penalty.
·       Claws – Your Unarmed attacks Attack rating is equal to your Strength rating, and your unarmed Damage is 3.
·       Bloodhound - You always smell dangerous things or things that you are sniffing for, even if they would be extremely difficult to smell.
·       Dark Vision – Owing to your hyper-sensitive eyes and undetectably luminescent fur, you can see perfectly in total darkness.

	Giant Jumping Mosquito
 
Strength: 1
Magic: 2
Intelligence: 1
Courage: 1
 
Attack: 6
Damage: 1
	Features:
·       Pounce – So long as you did not do it on your last turn, you can take a plus-three-spaces move. You can also, always, jump up to 4 spaces and climb without a movement penalty.
·       Bloodhound - You always smell dangerous things or things that you are sniffing for, even if they would be extremely difficult to smell.
·       Energy Drain – After successfully attacking another, his or her Movement is halved and you are immune from defeat for 2 turns.

	Viper
 
Strength: 2
Magic: 2
Intelligence: 1
Courage: 1
 
Attack: 4
Damage: 4
	Features:
·       Venom Spit – You can squirt up to 4 spaces a painful venom (Unarmed attack at Damage +2) that can melt objects or door locks, etc.
·       Speedy – Once every 15 minutes, you can take a “triple turn” with three actions and (if your base movement rate is 5) 15 movement.
·       Glide – You don’t take fall damage and can move horizontally up to 15 spaces while also falling.

	Big Constrictor
 
Strength: 7
Magic: 1
Intelligence: 1
Courage: 1
 
Attack: 3
Damage: 3
	Features:
·       Crush – When you succeed at an unarmed attack, your target cannot move until you let them go, he or she defeats you, or he or she successfully Contests your Strength.
·       Camouflage – You can become invisible for a total of 10 rounds, per 15 minutes.
·       Amphibious – You can breathe air or water and your swim speed is 10 spaces.

	Darkstalker
 
Strength:7
Magic: 7
Intelligence: 5
Courage: 7
 
Attack: 5
Damage: 5
	A Darkstalker is a very dangerous Etherian snake with five heads. https://he-man.fandom.com/wiki/Darkstalker Could be used to make a King Hiss-type of mutant.
Features:
·       Extra Prehensile (Snakeheads) – Succeed a CR 15 Intelligence Contest to take an extra action on your turn with your extra prehensile appendage such as pick up an item, pull a lever, or use a weapon.
·       Regenerate – Twicer per day, every other turn while defeated, you may roll your Courage against CR 18 to see if you become un-defeated.
·       Venom – You have painful venom (Damage +2) that can melt objects or door locks, etc.

	Giant Pink Swamp Hopper
 
Strength: 5
Magic: 1
Intelligence: 1
Courage: 3
 
Attack: 5
Damage: 3
	Plundor.
Features:
·       Rabbit Ears - You always hear dangerous things or things that you are listening for, even if they would be extremely difficult to hear.
·       Pounce – So long as you did not do it on your last turn, you can take a plus-three-spaces move. You can also, always, jump up to 4 spaces and climb without a movement penalty.
·       Speedy – Once every 15 minutes, you can take a “triple turn” with three actions and (if your base movement rate is 5) 15 movement.
·       Claws – Your Unarmed attacks Attack rating is equal to your Strength rating, and your unarmed Damage is 3.

	Vampire Bat
 
Strength: 2
Magic: 2
Intelligence: 1
Courage: 2
 
Attack: 2
Damage: 2
	Features:
·       Fly – Spend an action to take flight and your movement rate becomes 20 spaces.
·       Energy Drain – After successfully attacking another, his or her Movement is halved and you are immune from defeat for 2 turns.
·       Echolocation – With a light screech you know where everything is within a 10 space (100’) diameter. You also cannot see more than 10 spaces in daylight.
·       Screech – Once per 15 minutes, you can make a sonic attack that extends either 10 spaces away from you in a 5-space wide line, or surrounds you in a 7-by-7 space square. Anyone who hears in one of those spaces must succeed a Courage Contest, CR 15, or be defeated and unable to hear for 3 turns.

	Giant Leech
 
Strength: 3
Magic: 3
Intelligence: 1
Courage: 3
 
Attack: 3
Damage: 3
	Features:
·       Spider Climb – You can walk or climb on any surface that could support you at your normal movement rate.
·       Pounce – So long as you did not do it on your last turn, you can take a plus-three-spaces move. You can also, always, jump up to 4 spaces and climb without a movement penalty.
·       Energy Drain – After successfully attacking another, his or her Movement is halved and you are immune from defeat for 2 turns.

	Giant Spider
 
Strength: 4
Magic: 1
Intelligence: 1
Courage: 4
 
Attack: 4
Damage: 1
	Features:
·       Spider Climb – You can walk or climb on any surface that could support you at your normal movement rate.
·       You can create a super strong rope that sticks strongly to anything but you, once per turn. Fill a space completely with web, or make 50’ (5 spaces) of it.
·       Venom – You have painful venom (Damage +2) that can melt objects or door locks, etc.
·       Extra Prehensile (Arms) – Succeed a CR 15 Intelligence Contest to take an extra action on your turn with your extra prehensile appendage such as pick up an item, pull a lever, or use a weapon.

	Meteorb
 
Strength: 6
Magic: 6
Intelligence: 3
Courage: 6
 
Attack: 6
Damage: 3
	Could make Rockon or Stondar-type mutants.
·       Fly – Spend an action to take flight and your movement rate becomes 20 spaces.
·       Slam – As a full turn (movement plus action) you can make an unarmed attack against multiple adjacent targets at Attack and Damage equal to your Strength. A successful attack knocks targets back 3 spaces and smashes most doors.
·       Armor – You are treated as always wearing Battle Armor and a Helmet.

	Assassin Turtles
 
Strength: 2
Magic: 1
Intelligence: 1
Courage: 5
 
Attack: 10
Damage: 1
	Turtle power!
·       Speedy – Once every 15 minutes, you can take a “triple turn” with three actions and (if your base movement rate is 5) 15 movement.
·       Pounce – So long as you did not do it on your last turn, you can take a plus-three-spaces move. You can also, always, jump up to 4 spaces and climb without a movement penalty.
·       Amphibious – You can breathe air or water and your swim speed is 10 spaces.
·       Armor – You are treated as always wearing Battle Armor and a Helmet.


 

