TOME

OF

MONSTERS, CREATURES,

 And

MYSTICAL BEINGS 
ANTARA

	Frequency: Uncommon
	NO. Appearing: Unknown

	Language: Common/Ancient
	Society: Solitary/Group

	Diet: N/A
	Habitat: Any – Night/Day

	Attack Methods: Weapon – bone/steel
	Best Defense: Non magical attacks – retreat 


Antara are undead creatures.  They are the offspring of Devils originating from the darkest of planes and realms.  Antara are often found to be at the service of Devils, Demons, Lich’s, and/or certain Torom followers.  Although they are primarily beings of the night found in dark places, they may also walk in complete daylight.  This is what differentiates them from their kin of common undead and/or skeletons.  Among the most feared of undead, these creatures under normal circumstance will not flee.  In fact, they have been known to continue their attacks upon victims until they are complete dead lifting their spirits to Vith the god of Judgment.

ARACHNIDS 

	Frequency: Rare
	NO. Appearing: 1

	Language:  N/A
	Society: Solitary

	Diet: Carnivore 
	Habitat: Any – Night/Day

	Attack Methods: Any non-poison
	Best Defense: Any 


Arachnids are very large spiders.  Although they can be hostile in nature, they tend to attach to meet their dietary needs.  If cornered arachnids can return with a server combat tactic delivering a serious paralyzing sting that may result in poisonous death.

AVATAR

	Frequency: Very Rare
	NO. Appearing: 1

	Language:  All
	Society: Solitary

	Diet: N/A 
	Habitat: N/A

	Attack Methods: Any Skill/Any Spell
	Best Defense: None – prayer 


Avatars are agents of the gods.  Each god elects a specific Avatar to represent him/her.  Avatars uphold the will of their specific deity.  Although they tend to refrain from engaging in worldly matters, they have been known to aid patrons of their deity.

AWTHORNE 

	Frequency:  Uncommon
	NO. Appearing: 1

	Language:  Common/Elf/Ancient
	Society: Tribal/Group/Solitary

	Diet: Carnivore
	Habitat: unknown 

	Attack Methods: Weapon (staff) / Magic
	Best Defense: unknown


Awthorne’s were once elves of long ago.  Originating from the ancient bloodline of high elves, these beings were the only elves that did not turn drow.  Although the Awthornes turned in appearance, they maintained their elvish qualities of harmony and respect for most creatures of the world…they remained good of will opposing their drow kin.
AWTHORNE - Elite

	Frequency:  Rare
	NO. Appearing: 1

	Language:  Common/Elf/Ancient
	Society: Tribal/Group/Solitary

	Diet: Carnivore
	Habitat: unknown 

	Attack Methods: Weapon (staff) / Magic
	Best Defense: unknown


Awthorne Elites are the tribal leaders of their kin.  When challenged, they are said to be more aggressive then their kinfolk.

BEHOLDER 

	Frequency: Rare
	NO. Appearing: 1

	Language: Common/Beholder/Telepathy
	Society: Tribal/Group/ Solitary

	Diet: Herbivore/Carnivore 
	Habitat:  Subterranean/Wilderness

	Attack Methods: Magic
	Best Defense:  Weapon/Magic


Beholders are calculating beings of the underworld.  Although mainly found underground, they have been known to take a liking to certain wilderness settings.  Among the most feared for their use of magic, these beings tend to do less combat commanding others to such deeds.  Masters of the mind magic, these creatures often communicate telepathically.  While few have outwitted these monsters, those who have reported seeing several stalk-like tentacles with small eyes protruding from a large body with an enormous eye in its center. 

BEHOLDER – Elite (Hive Leader)

	Frequency: Very Rare
	NO. Appearing: 1

	Language: Common/Beholder/Telepathy
	Society: Tribal/Group/ Solitary

	Diet: Herbivore/Carnivore 
	Habitat:  Subterranean/Wilderness

	Attack Methods: Magic
	Best Defense:  Weapon/Magic/Retreat


Beholders are calculating beings of the underworld.  Although mainly found underground, they have been known to take a liking to certain wilderness settings.  Among the most feared for their use of magic, these beings tend to do less combat commanding others to such deeds.  Masters of the mind magic, these creatures often communicate telepathically.  While few have outwitted these monsters, those who have reported seeing several stalk-like tentacles with small eyes protruding from a large body with an enormous eye in its center. Beholder elites are similar in size and appearance to their kin.  However, they have been known to attack opponents using magics of the shadows.

BELLADUNES 

	Frequency: Rare
	NO. Appearing: 1-9

	Language: All
	Society: Group/Solitary 

	Diet: N/A
	Habitat: N/A

	Attack Methods: Magic
	Best Defense:  Friendly gestures – no hostility


Belladunes were once Avatars of the gods.  Many ages ago, at the “Battle of Storm-Blade” the gods tested the authority and rule of each other.  Serving to rule by might and wit each sent forth their respective Avatar to the battlefield.  Unbeknownst to the gods, the magics used against each other caused a cataclysm destroying the fabric of balance.  Each Avatar suffered the consequence of becoming numb to the deeds of their deity.  Falling from grace they changed and could no longer uphold the will of their deity.  It is said, that they are in constant search for an unknown magical artifact that could restore their magic and allow them to once more find favor with their deity and service their honor once more. 

BLACK OOZE  

	Frequency: Very rare
	NO. Appearing: 1

	Language: N/A
	Society: Solitary

	Diet: Herbivore 
	Habitat: Damp places

	Attack Methods: Dropping on opponents – Eats
	Best Defense: Cold/Fire based attacks


Black Oozes are slithering slime like creatures that tend to be dark or black in color.  These creatures tend to fancy high damp places where they may drop down upon their victims.  Although it is unclear if these creatures are truly hostile in nature, the touch of one is said to vital.  Most black Oozes tend to be very small in size being no larger than a man’s fist.  To date, the larges known Black Ooze was reportedly the size of an infant Bugbear.  Although these creatures tend to resist skilled combat or even magics, simple cold or fire based attacks are said to be a strong defense.  Persons infected by the touch of a Black Ooze should seek immediate attention with clergy.

BUGBEAR 

	Frequency: Common
	NO. Appearing: 1-10

	Language: Bugbear
	Society: Tribal/Group/Solitary 

	Diet: Herbivore/Carnivore 
	Habitat: Wilderness

	Attack Methods: Any weapon type
	Best Defense: Any weapon/magic 


Bugbears are large bear-like creatures that can be found in most wilderness areas.  These creatures tend to partner with other tribal groups such as Orcs, Kobolds, and Hobgoblins alike.  These monsters are known to be chaotic in nature serving to better the tribal/group they are following.  Although both fire and cold based attacks do well against any monster, most general combat or magic based attacks serve as a good defense or offense against these foes.  It is said that those who find a Bugbear lair and live to tell will also acquire many spectacular gems…these creatures are said to be fascinated by gems.

BUGBEAR CHIEFTAIN

	Frequency: Uncommon
	NO. Appearing: 1

	Language: Bugbear/Common
	Society: Tribal/Group

	Diet: Herbivore/Carnivore 
	Habitat: Wilderness

	Attack Methods: Any weapon type - Florentine
	Best Defense: Any weapon/magic


Bugbears are large bear-like creatures that can be found in most wilderness areas.  These creatures tend to partner with other tribal groups such as Orcs, Kobolds, and Hobgoblins alike.  These monsters are known to be chaotic in nature serving to better the tribal/group they are following.  Although both fire and cold based attacks do well against any monster, most general combat or magic based attacks serve as a good defense or offense against these foes.  It is said that those who find a Bugbear lair and live to tell will also acquire many spectacular gems…these creatures are fascinated by gems.  Bugbear Chieftains are the rulers of their own tribal groups.  They are said to be more aggressive than their counterparts pursuing the death of their victims.  They are often easy picked out of the group and distinguished by the use of armor, shield, or even Florentine style fighting tactics.

CROWS - Large

	Frequency: Rare
	NO. Appearing: 1-3

	Language: Crow
	Society: Group/Solitary

	Diet: Herbivore
	Habitat: Wilderness/Other

	Attack Methods: Bite/Peck
	Best Defense:  Arrows/Bolts/Fire/Cold/Magic


Crows (large) are a rare sight.  Standing as large as an average man in size, these creatures are believed to be magically enlarged by the touch of Sprites.  Although it is uncertain how they service sprites, many believe there size was enhanced to provide faster delivery of secret messages to and from the lands.  Even though these birds have little tendencies for hostility, unjustified unwarranted attacks upon common folk have been reported.

DARK LORDS 

	Frequency: Very Rare
	NO. Appearing: 1

	Language:  Common/Ancient
	Society: Solitary/Group

	Diet: N/A
	Habitat: Unknown *Dark Realm

	Attack Methods: All
	Best Defense: Weapon/Magic/Poison/Flee


Dark Lords were once Arch Wizards.  Choosing to evolve from the darkest regions known to men, Dark Lords learn the ways of most hidden magics.  Becoming shallow of mind and spirit, they use ritualistic incants allowing beings of the dark realm to corrupt them and posses their entire being.  Dark Lords seek to model themselves in the likeliness of Torom; they desire nothing more than to rule through the suffering and pain of others.  Although combat with such beings is extremely dangerous even fatal, it is said that a small group of adventurers within the Elecsirt Stronghold banished such a foe sending it back to the dark realm.

DEMON 

	Frequency: Rare
	NO. Appearing: 1-3

	Language:  Unknown *Special
	Society: Solitary/Group

	Diet: Sacrifice / N/A
	Habitat: Dark Realm *Special

	Attack Methods: Magic
	Best Defense: Holy Water, Magic Weapons,Magic


Demons are the kin of Devils.  Although they are said to exist on in the Dark Realm, they have been known to frequent the material realm consisting of Trill and all the cosmos.  According to most historians, Demons can only enter our world through invitation.  This is often accomplished through ritualistic ceremonies involving Torom or some other relevant hierarchy i.e. a devil or arch-devil.  Although it is often wise to refrain from combat, it is said that holy water, magic, or the use of magical weapons must be used to defeat demons.

DEVIL 

	Language:  Unknown *Special
	NO. Appearing: 1

	Diet: Sacrifice / N/A
	Society: Solitary

	Attack Methods: Weapons/Magic
	Habitat: Dark Realm *Special

	Language:  Unknown *Special
	Best Defense: None


Devils are said to be spawned from the fury of the gods.  Residing deep within the Dark Realm, these beings are in constant struggle to control the realms within their reach.  Unlike demons who make their way to the World of Trill through invitation, devils can plane-shift into the material world or any other plane at will.  To date, there is truly no known offense or defense against them.  However, it is believed by most respected historians the only way to kill these beings is to do so within their realm of existence.  To destroy a devil on the material plane will only force it to remain captive to its own plane of existence for nine years.

DEVIL - ARCH

	Language:  Unknown *Special
	NO. Appearing: 1

	Diet: Sacrifice / N/A
	Society: Solitary *Group

	Attack Methods: Weapons/Magic
	Habitat: Dark Realm *Special

	Language:  Unknown *Special
	Best Defense: None


Arch-Devils are said to be the fiercest of all malevolent beings.  Controllers of the Dark Realm, they command the minions of Torom and those that would partake in the delights of pain and suffering.  Ordained with the same powers of their kind (devils), Arch-devils are said to be accompanied by one or more devils, three to five wraiths, and nine or more shadows.  Bringers of chaos, these beings are master-minds of warfare and are believed to be the dukes of Torom.

DOPPLEGANGER 

	Frequency: Uncommon
	NO. Appearing: 1-9

	Language: N/A *Telepathy
	Society: Solitary/Group

	Diet: Carnivore
	Habitat: Any

	Attack Methods: Claw or small weapon
	Best Defense: Any *Psionic magic


Dopplegangers are said to be the vile creations of mind flayers.  Although it is not exactly known how their lineage ties to mind flayers, their vulnerability to psionic magic tends to be a connection to mind flayers thus lending truth that the two are linked.  Even though these creatures may shape change at will, they tend to remain in the likeliness of their last victim.  However, once a doppleganger engages in combat, its true form is revealed.  To rule them out, it is believed that the slightest touch from a blade will reveal their true form.  Once their true form is revealed, dopplegangers resemble a brain like head with little to no facial characteristics.  

DOPPLEGANGER - ELITE

	Frequency:  Rare
	NO. Appearing: 1

	Language: N/A *Telepathy
	Society: Solitary

	Diet: Carnivore
	Habitat: Any

	Attack Methods: large or small weapon/magic
	Best Defense: Any *Psionic magic


Although rare in frequency, elite dopplegangers are believed carry the same characteristics and likeliness of their counterparts.  According to tale, elite dopplegangers only show their true form once slain.  In combat, it is rumored that they may wield large or small weapons.  Some may even posses the ability to cast psionic spells.  

DRYAD

	Frequency: Rare
	NO. Appearing:

	Language: Dryad
	Society: Solitary

	Diet: N/A
	Habitat: Wilderness/Silent Wood

	Attack Methods: Limb/magic
	Best Defense: Weapon/Fire/Cold/magic


Dryads are the guardians of Silent Wood.  Many druids believe dryads are the sole guards of the ancient treants found within Silent Wood.  Having leafed faces and stick-like limbs, these creatures tend to blend into their surroundings and are often difficult to spot or locate.  Although not aggressive in nature, dryads are said to be formidable opponents and will stop at nothing to prevent intruders/adventurers from getting to close to the legendary ancient treants.  

ELEMENTALS – (AIR, FIRE, WATER, EARTH)

	Frequency: Rare
	NO. Appearing: 1-3

	Language: Unknown
	Society: Solitary/Group

	Diet: N/A
	Habitat: Specific Plane

	Attack Methods: Elemental magic
	Best Defense: Opposing element magic


As told by ancient seers, elemental beings were originally conjured by the gods and charged to remain watchful of the doorways between each of the realms and outer worlds alike.  While it is uncertain, it has been reported that these beings can be passive or aggressive in nature.  Extreme caution is always suggested when dealing with these beings as they are very unpredictable.

AIR:  Of the elements, these creatures are said to be the single most feared.  Unlike their counterparts, air elementals are extremely difficult to combat.  Different from the other elementals, they have no real opposing element.

FIRE:  Fire Elementals are said to be the most aggressive by nature.  They tend to attack their opponents swiftly blasting them with fire at first chance.

WATER:  Water elementals are by believed by some to be the weakest of the elements.  Although it is truly uncertain, these elements are more-or-less confined or limited to actions involving water.

EARTH:  Beings of this element are most common.  Found almost anywhere on Trill, earth elementals have been known to reside near many well know portals.  Earth elementals are considered to be the most versatile of all the elements.    

ELF – (Woodland, Grey, High, Fire, Dark/Shadow)

	Frequency: Common
	NO. Appearing: 1 or more

	Language: Elf/Common
	Society: Group

	Diet: herbivore/Carnivore 
	Habitat: Varies

	Attack Methods: Weapon/magic
	Best Defense: Weapon/Magic


The elvish race various in many different ways.  Among the obvious, some are neutral and some are very chaotic.  Although they may vary by nature, all live approximately 300 years of age.  Elves can be found on every continent above ground and below as well.  Though most prevalent on their home land of Farlenia, elves make their home almost anywhere throughout Trill.  Elves are definitively known for their knowledge of magic.  The first race to be exposed to magic, elves were originally taught the craft by dragons before they mysteriously vanished from Trill.  The love for magic and weapons imbued with magic are evermore the interests of elves.  Of all the elves, the most known are the ancient high elves.  As history recounts, they were chiefly responsible for the Age of Chaos whereby the Shard of Immortality introduced itself to the world of men.  Some of these elves later became known as dark elves or shadow elves.

WOODLAND:  The most common of elves throughout Trill is the woodland elves.  These elves are found to be solitary dwellers or societal in large groups.  Of all the elves, these tend to be mostly neutral or good by nature.

GREY:  According to history, as it relates to the Shard’s of Immortality being separated and kept secretly hidden, the grey elves were the first to be turned in form from the shards mysterious aura.  They later became to be known as “dark elves” or “shadow elves.”

HIGH:  Being of the oldest lineage of elves, the high elves or ancient high elves are as old as the dawn of time…at least some historians would recount.  Using the magics taught to them by dragons, the high elves forged the shard of immortality.  Its purpose was to immortalize the high elves of Evermore.  Although historians record the time of elves well, it is uncertain how the shard found its way in to the legendary hands of Terengoth.  Many seers have sought answers to these questions, but no seer to date has been able to penetrate the elusive past…no knows how the elves lost the shard.

FIRE:  Fire elves are among the most aggressive of the elf race.  Being extremely chaotic in nature, these elves care for nothing more the societal endowments of their own.  Although very little is known about this particular race, historical works are still in progress.

DARK/SHADOW:  Once known as Grey elves, dark elves are the remnants of a good natured elf turned to shun all that is good in the world.  Being corrupted by the Shard, these elves are of the most feared.  It is said that they carry the highest resistances to all known spheres of magic, combat skills, and poisons alike.  It is said they are even resilient to things of a divine nature.  

GHOST

	Frequency:  Uncommon
	NO. Appearing: 1

	Language: Telepathy 
	Society: Solitary

	Diet: N/A
	Habitat: Any

	Attack Methods: Touch
	Best Defense:  Clergy 


Ghosts are the remains of the dead.  Even though they typically make their way to Vith, they have been found to frequent places of the dead i.e., graveyards or other dark places.  Despising the life essence of the living, ghosts have been known to haunt people and occasionally attack the living too.  By touching or passing through a living being ethereally, ghost have been known to cause those whom they come in contact a chilling touch causing damage.  Although difficult to combat, Clergy are often the best defense against them.  It is said that mere sight of a “Priest” will cause them to flee or dissipate altogether.  Adventurers claim that the use of enough holy water has had similar effects causing ghosts to dissipate.

GHOUL  

	Frequency: Uncommon
	NO. Appearing: 1 or more

	Language: None
	Society: Solitary/Group

	Diet: Carnivore – flesh eater
	Habitat: Any

	Attack Methods: 
	Best Defense:  Weapon/Magic


Ghouls are mindless undead creatures of the night.  Although it is still unclear how ghouls came to being, it is certain all ghouls were once a form of the living.  Mindless and without thought, ghouls attack by both claw and bite.  Extreme caution should be taken as the bite of two or more ghouls is said to transform the living to ghoul.  As reported by most clergy, ghouls are often in the company of a dark-lord or cleric/priest of Torom.  Many have also sighted Un-holy Avengers to be in the command of such monsters dispatching them to defile the living.

GIANTS 

	Frequency: Very Rare
	NO. Appearing: 1

	Language: Giant/Common
	Society: Solitary

	Diet: Herbivore/Carnivore 
	Habitat: Varies

	Attack Methods: Weapon
	Best Defense: Weapons/Magic


Giants are said to be great watchers of the realm.  Charged by the Elementals to be watchful of the realm portals, giants are often found guarding the elemental portals on their behalf.  Though most giants are chaotic and aggressive by nature, historians would have us remember the portal wars.  During these wars, giants held steadfast against the masses of trolls seeking to control the realm portals…historians would recount that giants fought alongside men.  Even though times have changed, it is best to sometimes remember the past and those whom once provided aid.  It is believed that giants carry the favor of Laroon and are therefore often left unscathed in battle.

GOBLIN

	Frequency: Uncommon
	NO. Appearing: 1-3

	Language:  Goblin/Common 
	Society: Group

	Diet: Unknown
	Habitat: Subterranean 

	Attack Methods: Weapon
	Best Defense: Weapon/Magic/*Light


Goblins are creatures that dwell in the night.  They are very societal and often travel in packs of three or more one being a chieftain.  Shunning the light, these creatures’ are fierce fighters at nighttime or in unlit places.  Although they take to any setting, goblins are usually spotted around caves or tunnels leading deep beneath the land.  In combat, these creatures do not fight well in lit areas.  It is recommended that the use of light be implemented when engaging in combat.  Both weapon type and magic works well against these foes.

GOBLIN CHIEFTAIN

	Frequency: Uncommon
	NO. Appearing: 1

	Language:  Goblin/Hobgoblin/Kobold 
	Society: Group

	Diet: Unknown
	Habitat: Subterranean 

	Attack Methods: Weapon
	Best Defense: Weapon/Magic/*Light


Goblins chieftains are very similar in characteristic to their kin.  Of the differences reported by adventurers, chieftains are unaffected by light.  Chieftains are superior in strength and skill and almost never fray in battle.  In fact, there disgust for men is so great, they are said to take great favor in their kills…some even mock watching the soul leave the body of the dead.  Should a goblin chieftain be slain, search them well as they are said to possess large gems some imbued with magic.

HASHINGON

	Frequency:  Rare
	NO. Appearing: 1

	Language: Telepathy
	Society: Solitary

	Diet: N/A *Absorbs Arcane Magic
	Habitat: Dream Realm

	Attack Methods:  Spell 
	Best Defense: Magical weapons/Psionic spells


Hashingons are mysterious beings of the dream realm.  These beings often enter the world when the spell “dream-control” is overly used.  Once a Hashingon enters the conscious realm, they are mysteriously drawn to arcane magic.  Eaters of all arcane magic, those that would cast from the arcane sphere should refrain from doing so.  Although it is unclear how to destroy such a being, rumors have it that a small band of adventurers residing in the Elecsirt Stronghold have banished one or killed it altogether…Historians are still seeking to confirm this.

HOBGOBLIN

	Frequency: Uncommon
	NO. Appearing: 1 or more

	Language:  Hobgoblin/Goblin/Ogre/Orc/Kobold
	Society: Solitary/Group

	Diet: Carnivore 
	Habitat: Any

	Attack Methods: Weapon
	Best Defense: Any


Hobgoblins are said to be cross-breads between Ogres and Goblins.  These monsters are extremely adept to fighting and can do so in sunlight or underground.  Very societal by nature, it is often likely that a chieftain will be in the company of two or more or any other combination of goblin, orc, or kobold.  Said to be very versatile, these creatures are very hierarchical and tend to follow an unwritten code of conduct instructed by their chieftain. Much like chieftains themselves, they are not known to flee in battle fighting until the very last.

HOBGOBLIN CHIEFTAIN

	Frequency: Uncommon
	NO. Appearing: 1

	Language:  Hobgoblin/Goblin/Ogre/Orc/Kobold
	Society: Group

	Diet: Carnivore 
	Habitat: Any

	Attack Methods: Weapon
	Best Defense: Any


Hobgoblin chieftains are very much like normal hobgoblins.  However, they are believed to be so fierce in battle they have been known to cause fear in the eyes of their enemy.  Chieftains are easily distinguishable by their armor.  If encountered in combat, chieftains will seek to ensure their victims are dead often setting them on fire in a ritualistic manner.

KOBOLD

	Frequency: Uncommon
	NO. Appearing: 2 or more

	Language: Kobold/Goblin/Hobgoblin
	Society: Group

	Diet: Carnivore
	Habitat: Any

	Attack Methods: Weapon
	Best Defense: Weapon/Magic


Kobolds are one of the least strongest of foes of the under-dark.  However, they possess a distinct ability to fight in both sunlight and at night.  Following their own chieftains, these monsters tend to also follow the doings of goblin and hobgoblin alike.  Much like goblins, they tend to be very societal and are not often found alone.

KOBOLD CHIEFTAIN

	Frequency: Uncommon
	NO. Appearing: 1

	Language: Kobold/Goblin/Hobgoblin/Common
	Society: Group

	Diet: Carnivore
	Habitat: Any

	Attack Methods: Weapon
	Best Defense: Weapon/Magic


Kobolds chieftains are almost no different from their kin.  Although they ordain armor and the like, their fighting styles are almost identical to their kin.  If a chieftain is slain in combat it is almost certain that its kin will flee lacking general direction.

LICH 

	Frequency: Very rare
	NO. Appearing: 1

	Language: Common
	Society: Solitary

	Diet: N/A
	Habitat: Labyrinths / Catacomb

	Attack Methods: Weapon/Magic
	Best Defense: Magic weapon/Magic


Recounted from the darkest tomes scribed by Torom worshipers, Lich’s were once Wizards or Priests.  Having aspired to the highest level of their order, it is said that they willed themselves into a state of being and became known to all as a Lich.  Undead in form, they have lost the essence of their human self, leaving behind a skeletal body controlled by the magic they once possessed.  That which controls them is said to be the best defense against them.  Only spells or magical artifacts are believed to be formidable against them.  In all accounts, the utmost caution needs to be adhered if encountered.  The very sight of one is said to cause some to flee in fear.  The touch of a Lich is said to cause a man to fall to the ground unconscious.  Although very few Lich’s are known to exist, to date no man has championed in battle over a Lich.  

Lizard Men

	Frequency:  Uncommon
	NO. Appearing: 1-5

	Language: Lizard 
	Society:  Group

	Diet: Carnivore
	Habitat: Marshes

	Attack Methods: weapon
	Best Defense: Fire /Electrical/magic 


Originating from the Varel Marshes, these creatures have migrated to many known marshlands on all contents.  In an effort to self preserve their most valuable possessions emeralds and life fruits, they have bound themselves to their homeland marshes.  In most accounts they are usually not found far from the comforts of the lair.  However, reports of them seen outside their lair indicate they travel in groups not less than five.  Although they are chaotic by nature, many druids have claimed them to less aggressive than reported.  

Lizard Men - Elite

	Frequency: Very Rare
	NO. Appearing: 1

	Language: Lizard / Common
	Society: Tribal

	Diet: Carnivore
	Habitat: Marshes

	Attack Methods: Magic
	Best Defense: Fire/Electrical/magic


Some Lizard men have been known to cast magic.  These creatures have been recorded to be the leaders of others and are viewed to be the most dangerous of them all.  Although there are many ways to combat these creatures they are said to be ruthless in their fighting tactics and tend to persevere until the battle is one.  Believed to be protected by the Greenwood Druids, Clerical lizard men have been sought after by raiding adventuring parties for their rare emerald gems and life fruits.

Medusa

	Frequency: Very Rare
	NO. Appearing: 1

	Language:  unknown
	Society: Solitary

	Diet: unknown
	Habitat: Unknown – guardian of tombs

	Attack Methods: Weapon/Magic
	Best Defense: Combat from a distance / no visual


Many ages ago, shortly before the “Battle of Storm-Blade,” two avatars converged upon the war field.  Through might and wit avatar of Raul and of Laroon clashed spilling their magic upon the earth.  For thirteen days their magic’s crossed.  Their struggle is said to be so devastating it spawned a most horrific creature…the creature was called medusa.  Although only one is recorded in tomes of legend, seers of long past have claimed there are others.  

From what is known, a Medusa can take life away by turning onlookers into stone.  Her bite is said to have caused permanent insanity upon the minds of men.  It is even written that the cry from her lips caused a retributive strike.  Although extremely hostile, she is said to have spoken only once to a man reportedly from an underground guild known as the Klors guild.    

Mind Flayer 

	Frequency: Rare
	NO. Appearing: 1-3

	Language: Telepathy
	Society: Group

	Diet: Carnivore / Herbivore 
	Habitat: catacombs – dwellings of the dark

	Attack Methods: Psionic Magic
	Best Defense: Magic/weapons of magic


Very little lineage is known about the Mind Flayers and the places of their dwelling.  From the dawn of time, rumors echoed about a strange creature dwelling in the under-dark with tentacles protruding from its face.  Its wit and use of psionic magic is legendary!  Speaking telepathically, Mind Flayers communicate without spoken words.  This can be a tactical advantage against those that would seek strife with the creature…it should not be overlooked in any encounter with them.  Their use of psionic magic is almost unmatched and their tentacles have reportedly robbed the memories of those whom they have come in contact with.  One misfortunate individual lost her memories for a span of three years...she could have lost more.  It is believed that once a mind flayer has begun to eat an individual’s brain the individual is certain to become a doppleganger.  Under best circumstances, the use of arcane or divine magic in combat may come to aid and tip the battle in favor.  

Mind Flayer - Elite

	Frequency: Rare
	NO. Appearing: 1-2

	Language: Telepathy
	Society: Group

	Diet: Carnivore / Herbivore 
	Habitat: catacombs – dwellings of the dark

	Attack Methods: Psionic Magic
	Best Defense: Magic/weapons of magic


Notorious for conspiring with the Beholder, Elite Mind Flayers also known as Great Mystics or Mystics are said to be plotting unfavorable worldly matters.  Residing deep within the regions of the underworld these creatures act on behalf their leader referred to as the oracle.  Known fiercely for quick strikes from afar, elite mind flayers can bring about chaos as quickly as a demon.  Conjurers of hidden magic these highly intelligent beings are said to possess the ability to summon both Giants and Elementals in battle.  Although these creatures are affected by means of magic, many believe the use of arcane magic is ones greatest defense.

MINOTAUR 

	Frequency: Very Rare
	NO. Appearing: 1-2

	Language: Minotaur / Common
	Society:  Solitary

	Diet: Carnivore/Herbivore  
	Habitat: Wilderness/Subterranean/Mountainous 

	Attack Methods: Weapon
	Best Defense: Weapon / Magic / Fire


A Minotaur may be seen as half human and half bull.  These monsters can be found in most settings where light is shunned. Chiefly sought after for their horns and the magic they contain many minotaurs have fled to Thorn Valley located in the Scourge Mountains.   Merchants have pledged to pay a high price to adventurers willing to combat a Minotaur for its horn.  It is rumored that the horn of a minotaur can be used to open portals.

Minotaurs are masters at weapon use and prefer axes over all other weapons.  Chaotic by nature, they are almost always found to be aggressive unless feeding.  In the service of none, it is whispered that these monsters are awaiting a leader an Elite Minotaur to carry their fury to victory over any rivalry.  In combat, weapons, magic, and fire have proven worthy against the mighty beasts.

OGRE 

	Frequency: Common
	NO. Appearing: 1-3

	Language: Ogre
	Society: Group

	Diet: Carnivore / Herbivore
	Habitat: Wilderness

	Attack Methods: Weapons / Thrown Boulders
	Best Defense: Fire / Cold 


Cousins of Giants, Ogres are seemingly large creatures.  Having no problem seeing in both daylight and dark, these creatures tend to turn up everywhere.  Ogres are extremely aggressive against humans and tend to pursue humans in search of food.  Although their skill with weapons is formidable, they are often seen throwing boulders at opponents crushing them.

OGRE - Elite

	Frequency: Uncommon
	NO. Appearing: 1

	Language: Ogre / Common
	Society: Group

	Diet: Carnivore / Herbivore
	Habitat: Wilderness

	Attack Methods: Weapons / Thrown Boulders
	Best Defense: Fire / Cold 


Elite Ogres carry the same characteristics as their kin.  However, it is very easy to identify an elite ogre as they commonly cast magic.  Controlling their brethren within an iron fist, these monsters tend to spend most of their time ruling their lairs.  Elite Ogres are most aggressive and will almost never flee from combat.  Those that have come across them have stated the best offense is fire or cold attacks.

ORC (Brown, Green, Long-Haired)
	Frequency: Common
	NO. Appearing: 3-30 unless eminent warfare

	Language:  Orc
	Society: Group

	Diet: Carnivore 
	Habitat: Underground

	Attack Methods: Weapon
	Best Defense: Any


Among the most common monsters found within the realm, Orcs tend to be the most resilient in warfare.  Their sheer numbers tend to win over many battles.  Because of this, Orcs find themselves in the service of others hierarchal orders for example Ogres or Hobgoblins.

Brown Orc:  Of the most common, Brown Orcs are found almost everywhere.  They are least organized in combat and tend to become easy discouraged once more than fifty percent of their war-party have been slain. 

Green Orc:  The second most common of their race, Green Ors are well organized tribally and fair well in battle.  Night dwellers, they prefer combat by night wining over most battles.

Long Haired Orc:  The race of orc referred to as “longhaired-orc” was recently discovered upon the continent of Nor.  These orc were discovered shortly after a mild quake opened the ground to the catacombs of the deep.  Of the most aggressive, longhaired orcs are reported to be the most vicious in battle.  Since it is unusual for a deeply rooted subterranean creature to favor both light and dark places, the longhaired orc is believed to be a descendant of Hobgoblin.  

ORC - Chieftain

	Frequency: Common
	NO. Appearing: 1 unless eminent warfare

	Language:  Orc
	Society: Group

	Diet: Carnivore 
	Habitat: Underground

	Attack Methods: Weapon
	Best Defense: Any


Orc chieftains are the leaders of their own kin.  Theses creatures are the most aggressive of their race often fighting until the end.   Much like other races, chieftains are easily seen to be the most armored some wielding two-handed weapons or possessing the ability of Florentine.  It is reported, that in combat where the chieftain is slain the battle is broken and often won over.  

PIG 

	Frequency: Common
	NO. Appearing: 1-20

	Language: Pig
	Society: Group

	Diet: Any
	Habitat: Wilderness

	Attack Methods: Weapon / Bite 
	Best Defense: Any


Throughout time the majority of pigs have been found to be harmlessly a part of our culture.  Living on farms, they provide to us the delicacy of good meals.  Until recently no one understood why certain pigs became angered and animate standing on two legs instead of four.  Some even collecting weapons to carry and violently attacking their owners or any common folk passerby.  It has been foretold that Coven witches are responsible for altering the common pig into beast of war.  Seers foretell that these witches use pigs in their heretic rituals spoiling the innocence of Laroon’s creatures. 

PIG – Boar 

	Frequency: Common
	NO. Appearing: 1

	Language: Pig
	Society: Group

	Diet: Any
	Habitat: Wilderness

	Attack Methods: Weapon / Bite 
	Best Defense: Any


Pigs/Boars are believed to carry similar characteristics as a pig.  Though stronger and certainly more aggressive, these creatures are believed to be the casualties of stronger witch rituals or incantations.    

RAT

	Frequency:  Common
	NO. Appearing:  1-20

	Language: Rat 
	Society: Group

	Diet: Any
	Habitat: Any

	Attack Methods: Weapons / Bite
	Best Defense:  Any


It is believe that rodents referred to as Rats suffer the same fate as do farm pigs.  Although it is uncertain, the creatures are also believed to be the spoils of heretic rituals cause by coven witches.  Much like farm pig, these creatures have gained the abilities to walk and carry weapons like common folk.  They are aggressive overall but seem to be much more aggressive towards humans and those in their company.

RAT - Elite

	Frequency:  Common
	NO. Appearing:  1

	Language: Rat / Common 
	Society: Group

	Diet: Any
	Habitat: Any

	Attack Methods: Weapons / Bite
	Best Defense:  Any


From time to time some rats have seemingly turned intelligent from the spoils of their un-welcomed rituals.  These intelligent beings are said to be much stronger than their brethren.  Some are said to even speak in the common tongue.  Referred to as chieftains or elites, these creatures are certainly ruling over their kin by intellect alone.  Found in any environment, chieftains or elites are often found to be with two or more kin.

SARRETH 

	Frequency: Rare
	NO. Appearing: 1-9

	Language: Sarreth / Drow / Common
	Society: Group

	Diet: Carnivore
	Habitat: Whispering Forest

	Attack Methods: Fire/Weapons/Spells
	Best Defense: Cold / Weapons/ Spells


Since the age of time, dragons are believed to be the ancestors of us all.  Of the most ancient of all beings these creatures are said to walk the lands of Trill alongside Avatars.  As legend foretells, magic was originally bestowed to ancient dragons by avatars.  This sphere of magic was intended to offset dark magic.  Although the intentions of the avatars were true, the ancient dragons were overcome by power and eventually became ruined.  Dragon after dragon became angered and twisted the magic’s taught to them.  They waged war against the avatars and themselves plummeting themselves toward extinction…almost every dragon faded with time itself.  From their wrath came their kin known as Sarreth.  Aside from their size Sarreth are believed to have many traits of their ancestors.  Extremely aggressive, these monsters are tactical and wise in combat and war.  Their wings allow them the versatility to fly over their opponents and attack from behind.  Extreme caution is encouraged when encountering them.
SARRETH - ELITE

	Frequency: Rare
	NO. Appearing: 1-3

	Language: Sarreth / Drow / Common
	Society: Group

	Diet: Carnivore
	Habitat: Whispering Forest

	Attack Methods: Fire/Weapons/Spells
	Best Defense: Cold / Weapons/ Spells


Of the most aggressive of all Sarreth are the elites.  These monsters are said to possess the very magics of their ancestors.  Extreme caution should be taken as their magic, the sphere of Dragon Magic, is said to be so powerful it could cause the earth itself to open up and swallow opponents in a devastating quake.

SCARECROW 

	Frequency: Very rare
	NO. Appearing: 1

	Language: unknown
	Society: Solitary

	Diet: None
	Habitat:

	Attack Methods: Weapon / *magic discharge
	Best Defense: Magic Weapon/Magic Fire


Scarecrows are believed to be the abominations of dark druids.  These animated beings act as the eyes for their creators and are thus found almost anywhere.  Although mindless, they tend to carry a certain level of intellect presumably to carry out instruction.  Vessels of a dark path, these beings will stop at nothing to fulfill the demands of their masters.  Fearless in combat, it is reported that Scarecrows do not even shun magic fire.  

Scarecrows are created by Grandmaster druids and are forged by crossing by both elemental magic and arcane magic.  Because of this, they tend to resist most magics associated with them…likewise, since they have no mind they tend to resist psionic based attacks as well.  In combat, it is reported that they discharge magic attacking opponents randomly.  Although scarecrows have little or no intelligence, they fight extremely well with both farm weapons and common weapons alike.  To date, the best defense is the use of magic fire or imbued magical weapons.

SHADOW / SHADE 

	Frequency: Rare
	NO. Appearing: 1-3

	Language: None
	Society: unknown

	Diet: None
	Habitat: Dark Places / Dark Realm

	Attack Methods: Spell
	Best Defense: Light *Preferably magic light


Little is known of Shadows and their existence. Many believe shadows are created by wraiths while others believe them to be the spoils of Torom rituals.  The overuse of Shadow Magic is said to draw shadows from both the Shadow Realm and the Dark Realm in to the world we live.  Once drawn to our world, Shadows remain trapped here.  Unable to return to their realm, shadows grow angered evermore and attack all day dwelling creatures during the night.

SKELETON 

	Frequency:  Common
	NO. Appearing: 1-9

	Language: None
	Society: Group

	Diet: N/A
	Habitat: Crypts / catacombs

	Attack Methods: Weapon
	Best Defense: Weapons/Magic/Cleric or Priest


Skeletons are the undead remains of humans once past.  According to most clergy, skeletons are the cause and effect of Torom followers and all those subscribing to the deeds of the dark.  Seeking to vengefully slay the living, these undead beings were the chief combatants in the “Dark-Wars” one thousand yeas ago.  Aside from some psionic spells, most magics and/or weapons preferably blunt weapons are effective against these foes.

SKELETON – DEATH KNIGHT

	Frequency:  Uncommon
	NO. Appearing: 1-3

	Language: None
	Society: Solitary

	Diet: N/A
	Habitat: Crypts / Catacombs

	Attack Methods: Weapon
	Best Defense: Weapons/Magic/Cleric or Priest


Skeleton warriors or elites are believed to be undead heroes or knights.  Tomes of legend and lore refer to them as Death Knights.  Carrying the same vengeance against the living, they seem to attack humans harder then any other race they come in contact with. Unlike skeletons, warriors or elites are mostly uncontrollable seeking to close the unfinished deeds of their normal life.  Extreme caution should be taken when confronting them as they are masterful in combat.  

SPECTRE

	Frequency: Very Rare
	NO. Appearing: 1

	Language: Common
	Society: Solitary

	Diet: None
	Habitat: Unknown

	Attack Methods: Magic
	Best Defense: Unknown


Spectres are undead beings that have refused to pass to Vith the god of judgment.  Haunting the memories of their past, spectres are often found in tombs or sacred places relating to the dead.  Although there aggression against the living is uncertain, priests would warn weary adventurers disrupting tombs to be very cautious. According to lore, all spectres that are banished or put to rest travel to the Spirit Realm and remain for all eternity.  

SPRITE 

	Frequency: Rare
	NO. Appearing:  1-2

	Language: Sprite / Common
	Society: Solitary or Group

	Diet: Herbivore
	Habitat: Wilderness

	Attack Methods:  Magic / weapon
	Best Defense: Unknown


Sprites are believed to be the ambassadors of Laroon.  Charged with protecting Laroon’s creations, sprites have often aided druids and users of elemental magics upholding Laroon’s will.  Although the historical lineage of sprites is a mystery, they are remembered for providing aid to Laroon’s Avatars during the battle of “Storm-Blade.”

These creatures are considered to be ultra intelligent and possess a high degree of magic.  According to most, they are viewed as good-natured beings that rarely engage in unprovoked hostilities against others.   When encountered, sprites should be left alone.  Providing gifts of magic is said to bring about a blessing from a sprite…stories even tell of wishes being granted by those providing gifts of magnificence. 

SUCCUBUS 

	Frequency: Very Rare
	NO. Appearing: 1

	Language: All
	Society: Solitary

	Diet: None
	Habitat: Dark Realm – Lower Planes

	Attack Methods: Weapon / Magic
	Best Defense: Magical Weapon / Magic


A Succubus is a female devil that resembles the likeliness of a human female.  Tactical in their methods of persuasion, these female devils are chiefly responsible for corrupting the minds of great men.  In the service of arch-devils, they tend to uphold the lawful evil ways of their hierarchal masters.  Although they reside on the lower planes, Succubus’ are said to make their way to the world of Trill more often than not.

TREANT 

	Frequency: Uncommon
	NO. Appearing: 1

	Language: Treant
	Society: Solitary

	Diet: Unknown
	Habitat: Wilderness or wooded area

	Attack Methods: Unknown
	Best Defense:  Unknown / Fire


Treants are the eyes of wisdom in the wilderness.  They are all knowing passing down their knowledge to their fellow kin.  In ancient text, they were referred to as Pillars of Laroon.  Most Treants are good by nature and avoid aggression whenever possible.  Among the Treants in the known world, those that have lived long lives are referred to as ancient and can often be found speaking with druids, rangers, and those who can commune with nature.  Even though they are not hostile, they reportedly possess the ability to summon storms of anger towards hostile foes.  In battle it is customary for Treants to be accompanied by one or more Sprites.  

TROLL

	Frequency: Common
	NO. Appearing: 1-5

	Language: Troll
	Society: Solitary

	Diet: Carnivore
	Habitat: Wilderness / Subterranean 

	Attack Methods: Weapon
	Best Defense: Fire / Weapon


Trolls are one of the most common monsters among all Trill.  Malevolent in all regards, they reside in both wilderness and subterranean areas.  Notoriously known for their ability to regenerate, Trolls have no fear leading raiding parties of troll or other lesser kin into battle. Though fearless, these monsters share a common concern against fire.  

To date there are two known troll races:

Wood Trolls:  Wood trolls or pillars of the night are the strongest and most feared of all.  They are said to be the creation of dark masters utilizing Treants as a source and/or main ingredient to their ill-minded rituals.  This would lend reason why wood trolls closely resemble Treants.  Although they are strong, in combat these creatures do not regenerate as fast as a Day Troll.    

Day trolls:  Day trolls are the most common of both races.  They are usually tall in height, have white skin, and green hair.  While they are not as strong as wood trolls, they are the faster of the two.  In combat, it is speed that is their greatest ally.  It is believed that they can regenerate faster than wood trolls.  

TROLL – Elites 

	Frequency: Uncommon
	NO. Appearing: 1-5

	Language: Troll
	Society: Solitary

	Diet: Carnivore
	Habitat: Wilderness / Subterranean 

	Attack Methods: Weapon
	Best Defense: Fire / Weapon


Elite trolls, also known as Trunts, are known as the most fearsome monsters on all of Trill.  Possessing an ability to walk in both daylight and night allows an advantage over most.  Cross breads between Dyads and Giants elite trolls tend fit well into almost any terrain.  While they are signified by their use of armor, elite trolls are easily distinguishable by their pale faces and white hair.  In ancient times, these beasts had extremely large war parties and were most renowned for their hostility in the portal wars.

VAMPIRE 

	Frequency: Rare
	NO. Appearing: 1-5

	Language: Common
	Society:  Group

	Diet: Blood
	Habitat: Subterranean – Shadow Realm 

	Attack Methods: Bite/Magic
	Best Defense: Priest/Holy Water/Magic/Silver


Vampires, often referred to as lesser vampires, are the spoils of men by Master Vampires.   They are in every account found wondering the nighttime.  Unlike Master Vampires who are believed to possess the ability to walk the day, lesser vampires shun the sunlight of the day.  In combat, it is wise to keep readily available holy water and light spells.  Ideally a priest with the ability to dispel evil will destroy lesser vampires altogether.

VAMPIRE - MASTER

	Frequency:  Very Rare
	NO. Appearing: 1

	Language: Common
	Society: Group

	Diet: Blood
	Habitat: Subterranean/crypt – Shadow Realm

	Attack Methods: Bite/Shadow Magic
	Best Defense: Divine Magic/Silver Holy Symbol


Although historians debate legends and the past, the history of Vampires is rarely subject of debate.  According to the tablets of truth, shadow magic was responsible for the dissension of man to vampire.  As it is foretold, shadow magic was inadvertently created by the malevolence of ancient dragons.  Deep within the ancient dragons lair known as the “Cave of Chaos” the aftermath of their twisted magic spawned wraiths.  According to legend, wraiths with all their malice spoiled the minds of men and turned the magic’s of elf to create shadow magic.  Their excrement of magic forced upon men created the fiendish race known as “vampires.”  Although it is unclear, many historians agree that a large adventuring party of thirty found their way in the Cave of Chaos and were the first to be turned by wraiths into vampire form; they were referred to as ‘Master-Vampires.”  Following the year of the Arising Chaos, it is believed that Master Vampires descended upon the lands of men turning some into the likeness of themselves…from time to time, they are referred to as lesser vampires.

WEREWOLF

	Frequency:  Rare
	NO. Appearing: 1-7

	Language:  None
	Society:  Pack

	Diet: Carnivore 
	Habitat: Any

	Attack Methods:  Claw/Bite 
	Best Defense:  Silver/Magic


Werewolves are the abominations of other werewolves often referred to as elite werewolves.  Being very agile in combat, these monsters can regenerate from damage sustained.   While they carry most of the characteristics of elites, there bite cannot turn victims.  Although often traveling in packs, werewolves have been known to scurry the night of a full moon alone.  As with all werewolves and most monsters in general, these creatures should be feared and not be approached…a careless mistake may cost one his life.  To date, silver or the use of magic is the best defense against them.

WEREWOLF - ELITE

	Frequency:  Very Rare
	NO. Appearing: 1-7

	Language:  None
	Society:  Pack

	Diet: Carnivore 
	Habitat: Any

	Attack Methods:  Claw/Bite 
	Best Defense:  Silver/Magic


Werewolves were originally created by the curses of witches upon man.  Elaborate rituals led by coven witches sought to garner an unbeatable army.  Seeking to penetrate the eastern arm of the Scourge Mountains, coven witches once used the might of the Elite Werewolf to facilitate the fabric of their will.  These monsters were/are fearless and possess the ability to sustain substantial amounts of damage through regeneration.  In combat, they are one of the nastiest creatures to confront as no damage can be afflicted with normal un-silvered weapons.  Extreme caution should be heeded, as they are known to shape-change themselves and can cause Lycanthrope to unwilling subjects by biting them.  Those bitten by an elite werewolf will turn in less than twenty-four hours time.
WILL-O-WISP

	Frequency:  Very Rare
	NO. Appearing:  1-9

	Language: N/A
	Society: Unknown

	Diet: Unknown
	Habitat:  Any wilderness place

	Attack Methods: Lightning Bolt
	Best Defense:  Unknown


Will-o-wisps are believed to be the remnants of wild magic areas.  Little is known of these beings as they are said to be mindless and unable to communicate.  Although they are generally not hostile, they have been known to attack weary travelers that enter their domain.  According to stories told by adventurers, will-o-wisps are said to gravitate towards elemental and arcane magic.  More often than not, they will attack anyone casting or possessing them items imbued with similar magics.  To date, the best defense against these beings is the use of normal weapons.

WITCH 

	Frequency: Uncommon
	NO. Appearing: 1-9

	Language: Common
	Society: Group

	Diet: Any
	Habitat: Any

	Attack Methods: Magic
	Best Defense: Any


Witches are humanoids that practice mostly dark and sinister magic often shunned by prevailing society.  These individuals are often viewed as the lesser witch to others in the coven.  Subservient to the coven, witches are charged to carry out their deeds through rituals.  In combat, witches are known for using elemental magic, shadow magic, and dark magic.

WITCH – COVEN / SORCERESS / WARLOCK

	Frequency: Very Rare
	NO. Appearing: 1

	Language: Common
	Society: Group

	Diet: Any
	Habitat: Any

	Attack Methods: Magic
	Best Defense: Any


Witches, sorceresses, and even the male version warlocks are humanoids that practice mostly dark and sinister magic often shunned by prevailing society.  In ancient times, these individuals were few in number keeping to themselves.  Since then, they have achieved a greater following securing their position by forming a hierarchy within a coven.  Within the hierarchy, the “inner circle” of the coven, an undetermined number of sorceresses rule the coven.  These witches are the most feared and reportedly yield life spans similarly to that of elves living 300 years or more.  Although powerful, sorceresses ruling the inner circle almost never leave the coven.  They carry out their deeds through rituals as well as lesser witches who in turn disseminate tasks to those beneath them.  In combat, witches are known for using elemental magic, shadow magic, and dark magic.  Additionally, they have sought the favor of Werewolves to accomplish feats of war and the like.   Those wishing to challenge them should be fair warned…coven witches never forget a face and are renowned for their revenge upon those that would cause ill will to anyone belonging to the coven.

WRAITH 

	Frequency: Very Rare
	NO. Appearing: 1-2

	Language:  N/A
	Society:  N/A

	Diet: N/A
	Habitat:  Shadow Realm

	Attack Methods: Unknown
	Best Defense:  Magic Light


According to the writings of ancient seers, Wraiths are created from Shadow Magic.  Although it is unknown, seers allege that these beings were once true in form and were once Shadow Wraiths.  Many believe that Shadow Wraiths once destroyed turn into wraiths or lesser wraiths.  Even though it is believed that they are the lesser of the two in power and/or might, wraiths are extremely chaotic and aggressive in everyway!  Adventurers seeking to loot the shadow realm have reported the best defense is magic light…it is also believed that magical items permanently imbued with light can permanently destroy a wraith in the shadow realm. 
WRAITH - SHADOW

	Frequency: Very Rare
	NO. Appearing: 1-2

	Language:  N/A
	Society:  N/A

	Diet: N/A
	Habitat:  Shadow Realm

	Attack Methods: Unknown
	Best Defense:  Magic Light


In a time whence dark magic distorted Trill, the Avatars of the gods sought to offset dark magic.  Intending to create balance Avatars bestowed magic to dragons.  Although some dragons channeled magic as it was intended, most became overcome by the power and eventually became ruined.  Unintentionally, dragon after dragon became angered and twisted the magics.  Their ruin altered magic and shaped it into what is known to many as “Shadow Magic.”  In turn, this spawned a being later identified as “Wraiths.”  The first of these beings were referred to as the “Shadow Wraiths.”  According to seers, shadow wraiths are much more fearful than other wraiths.  They are easily distinguishable by their glowing red eyes.  Although both shadow wraiths and wraiths can be found in the shadow realm and the spirit realm, they have been known to make their way in the material realm of Trill.  Ancient seers have alleged that shadow wraiths are connected to shadow magic and have been known to appear in areas whereby shadow magic is overused.  On one account scribed by an unknown seer, repeated use of shadow magic can cause shadow wraiths to haunt those casting their magic.  To date, the best defense against these malevolent beings is the use of magic light.  According to tale, one such being was destroyed by the use of a stone imbued with a permanent magical light.

ZOMBIE

	Frequency:  Rare
	NO. Appearing:  1-7

	Language:  None
	Society:  N/A

	Diet: N/A
	Habitat: Any

	Attack Methods: Claw/Bite
	Best Defense:  Divine Magic/Weapon


Zombies are the abomination of the dead.  Remnants of what was once living humanoids, Zombies are often the cause of evil witches, sorcerers, and/or warlocks.  Although they are often animated by means of ritual magic, they have been known to procreate by biting another living being.  Mindless, they wander in search of the living despising all.  
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