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1.00 – Introduction

This document will provide details on the new monsters that are to be included in Rift World : Fallen Warrior. Creatures in Fallen Warrior are territorial and as such they will be grouped in this document by the primary continent they inhabit. This listing will be added to once the Fallen Warrior team is assembled.

1.01 – Kestahl

Rift Beasts : Rift Beasts are creatures whose form becomes so mangled while being displaced by The Rift that that their physical bodies cease to exist and their life force bonds with The Rift itself, creating a new form out of Rift Energy. Rift Beasts come in many shapes and sizes and are essentially altered versions of the other creatures in this document. Although they are composed of Rift Energy, Rift Beasts do not have an overwhelming ability to displace objects on their own. Gathered in large groups however, Rift Beasts can be very dangerous. They tend to keep to the northern regions of Keldana although they have been known to “migrate” during times of turmoil within The Rift. 

· HP Range : TBD

· Strengths : enhanced damage

· Weaknesses : no elemental or magical weaknesses

· Special : maintains special abilities of “base” creature

Snow Bears : These giant bears are natives to the pine forests of Kestahl and as such tend to come into contact with people on a regular basis. This contact has made them somewhat accustomed to having intruders around but this doesn’t mean they like to be bothered. Snow Bears can be seen roaming the forests hunting for food and minding their own business unless someone happens to disturb them or their hunting.

· HP Range : TBD

· Strengths : critical hits

· Weaknesses : weak against fire

· Special : has a very small melee attack circle.

Winter Hawks : Large birds of prey that hunt the smaller creatures of the continent. Winter Hawks often hunt in flocks and are very territorial. With a swooping attack that acts as both a melee and ranged weapon these birds can be quite a nuisance for the average swordsman. 

· HP Range : TBD

· Strengths : none

· Weaknesses : melee weapons

· Special : uses swooping attack 50% of the time.


1.02 – Cyrinia

Tribals : These are semi-sentient bipedal creatures that live deep in the tropical jungles of the Cyrinia continent. Despite their short stature they can be very deadly, using quick, coordinated melee and ranged attacks. Many an adventurer has lost their life by underestimating the incredible social bond between these miniscule terrors. Where there is one Tribal there are likely others waiting to pounce.

· HP Range : TBD

· Strengths : none

· Weaknesses : none

· Special : ranged attacks may inflict “poison” status


Beetles : These large, armored insects may be slow but they pack a powerful punch. Preferring to devour their prey alive, these bugs release toxins into the blood steam that will immobilize its target, making it easier to feed on. When attacked, as a last resort the beetles will sometimes draw themselves inside their shells, increasing their defense while stepping up their hp regeneration.

· HP Range : TBD

· Strengths : strong against fire

· Weaknesses : none

· Special : when using shell defense, armor rating and hp regeneration double.


Apes : These damn, dirty apes can’t keep their stinkin’ paws off you. Yet another social creature of the jungle, Apes come in varying sizes and abilities but all can be deadly. Ranged apes will hurl rocks while melee apes come in close for a more personal encounter. Like Tribals, the Ape’s strength lies mostly in numbers except for the occasional Great Ape who can give even a seasoned party a run for their money.

· HP Range : TBD

· Strengths : enhanced melee damage

· Weaknesses : weak against fire

· Special : none


1.03 – Doriel

Sand Worms : You know I hate ‘em. These large denizens of the desert can burrow in the sand and appear at different locations with ease. Sand Worms obviously only appear in areas with sand and are solitary creatures, preferring to hunt alone rather than in packs. Don’t let that fool you though, just one Sand Worm can wreck havoc on a party of adventurers. 

· HP Range : TBD

· Strengths : strong against fire

· Weaknesses : none

· Special : Can burrow/teleport to nearby locations


Husks : Mummy-like creatures incorporating sand and whatever other useful objects they can find lying around to make their bodies. No true motive has ever been discovered for the Husk’s attacking of passersby but it is believed that they embody lost souls searching for retribution before passing to the next plane of existence. 


· HP Range : TBD

· Strengths : none

· Weaknesses : none

· Special : none


Fire Mites : These airborne insects have evolved a unique defense in their use of a flame projectile. Relying heavily on numbers, Fire Mites are rarely found alone and can be quite dangerous when swarming. Found primarily near civilized areas, these mites are the number one source of crop loss on Doriel.

· HP Range : TBD

· Strengths : strong against fire

· Weaknesses : weak against ice and water

· Special : none


1.04 – Lanoi

Razor Beasts : Large sloth-like creatures with two long, sword-like claws for hands. These beasts rip through the forests hunting game like wolves and bears and are extremely aggressive. They are not known as social animals though they have been seen in small groups from time to time. Razor Beasts are very quick, have a long reach, and are very powerful.

· HP Range : TBD

· Strengths : none

· Weaknesses : weak against poison

· Special : has a long reach, meaning that it can hit a melee fighter before they can hit it.


Magic Spheres : These glowing orbs are rumored to be the creation of an insane magician who lost control of them, setting them loose on Keldana. The spheres are primarily docile until approached, only then do they begin their magical attacks. The spheres will change color, indicating the element it is attacking with. Only strong melee attacks or attacks using the opposite element can harm it.

· HP Range : TBD

· Strengths : variable

· Weaknesses : variable

· Special : changes its strengths and weaknesses at will.


Shadows : These dark, stealthy creatures tend to stay out of site and follow adventurers until they reach a preset ambush spot. While the ambush may be inevitable it is possible to even the odds if shadow followers are discovered before one meets their friends. Shadows have access to thief skills and can play traps and back stab.

· HP Range : TBD

· Strengths : none

· Weaknesses : none

· Special : can lay traps and use the back stab skill.
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