Welcome to the World of Terris! Or, at least, wetmto just a small part of the World of Terris! $IHDF contains
a handful of sample creatures and monsters takem Trerris and presents them for use withShgage Worlds
system. Over the coming months we'll be showingpoue and more bits and pieces that we're devaidpinthe
role-playing game. Along with the game stats yalib learn more about the world and why it's sagheat fit for
Savage Worldand how it's different from other fantasy settiagailable today.

The four critters below will work in any settingdagiou and the players will hopefully find them fdieni and alien
at the same time. It's always good when a monatettwow the players off a bit! So bust out theediad throw
these new threats at them! We're really hopingusmisome or all of them in your games! And if you lét us
know. We'd love to hear from you and your experé=nisoth running and fighting these little beasti@ur email
address is: info@redjuggernaut.com.)

Also, be sure to check out www.redjuggernaut.corméw updates on the RPG as well as for seriafizédn.
There's already a 15-chapter story from game desigmd writer Robin D. Laws that you can read engite or
download as a PDF. Plus we'll have more fictiorsopn. Check it out and we hope you enjoy the Wafl@erris.

None of the creatures below are designated as @étds. This is intentional. Instead of dictatingathcreatures
should be harder to kill and which should be easidill, we left that decision up to you. If youamwt to put the
heroes of your game up against a handful of marggcthat are all Extras, go right ahead! And thd time they
run into a manticore on its own you're free to méakeWild Card. This method of doing things giwesi a bit more
power and flexibility—and it keeps the players gieg, which is always a plus!
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A basilisk is a slow-moving, docile, four-leggeeature that grows up to eleven feet long, six &¢fe shoulder,
with a maximum weight of 2,000 pounds packed otgdarrel-like frame. It's covered in exceptiondigrd plates
of skin that protect it from all but the most sifigant damage. Unfortunately, basilisks have nertmice for pain
whatsoever, so when one is injured, it rampagedyriadup to an hour. This is particularly dangesatithere are a
few basilisks in close proximity because one magilis& could easy injure the others, thereby sgttirem off as
well. In addition to its incredible strength, angom basilisk’s eyes pass over becomes weakenta: target
remains in the basilisk’s line of sight it's podsilthat he’ll pass out or even die from the effect.

Attributes: Agility d6, Smarts d4 (A), Spirit d6, Strength d12+igor d8



Skills: Fighting d6, Guts d6, Notice d8

Pace:6; Parry: 5; Toughness:12 (2)

Special Abilities:

» Armor +2: The body of a basilisk is protected by thick ptaté hardened skin.

» Berserker Rage:When a basilisk is Shaken (or if it's a Wild CaislShaken or takes a Wound) it enters a
berserker rage. In this rage, the basilisk carclatip to two adjacent targets. Reduce the basiliBlrry by 2, but
add +2 to its Strength rolls and its Toughnesiginores all would modifiers while berserk, but canase any skills,
Edges, or maneuvers that require concentraticnGétize attack doe®t require concentration.) A basilisk in a
berserker rage that rolls a 1 on its Fighting dég#rdless of the Wild Die, if any) hits a randodjaaent target. If
there are no other targets around, the attack mi3$® basilisk can make a Smarts roll at —2 towexcfrom the
rage after ten minutes, if it fails it can try ag@ ten minutes. The basilisk automatically reaevfeom its rage
after an hour.

» Gaze: Weaken:Basilisks’ constantly emit a fatiguing ray frometheyes using the Cone Template. Every target
within this cone must make a Vigor roll at —2 tmalthe effect. Those who fail gain a level of Bag. A basilisk
can make other attacks while using its gaze anddiragt its gaze anywhere around it, but it usufduses on
whatever is threatening it. Basilisks are immunth&r own gaze and the gazes of other basilisks.

» Gore or Trample: Str+d6

» Hardy: A second Shaken result doesn’t cause a wound.

* Large: Attackers add +2 to their attack rolls when attiagla basilisk due to its large size.
* Size +4:Basilisks are very large creatures, up to 18lteeg and 8 feet tall.

* Slow: Due to their awkward gait and mass basilisks awlg 1d4” when they run.



A behemoth, as the name implies, is a large creatypically 18 to 20 feet tall, covered in thihaggy fur. It has
long, awkward limbs that it can use to scale chiifgl trees, but it's equally comfortable on theugich Although
huge, a behemoth moves slowly and deliberatelyesinitas no natural predators. A behemoth is tyigieacalm
creature, slow to provoke, but once it's angeradhighly destructive. The claws of a behemothlang, sharp, and
capable of magically cutting through solid rockbAhemoth isn’t very smart and rumors abound thartbe
tamed. Due to their size and power, behemoths deartmen and have been known to walk along roadsgen
wander into towns. Thankfully, behemoths are hemt@s (although they don’t eat domestic crops)hsa visits

are rarely more than troublesome and nerve-wracking

Attributes: Agility d6, Smarts d6 (A), Spirit d8, Strength d12+igor d10

Skills: Climbing d12, Fighting d6, Guts d8, Notice d8, &ted6

Pace:8; Parry: 5; Toughness:12

Special Abilities:

* Claws: Str+d8 AP4. A behemoth has supernaturally shaws|nearly the length of a full-grown man.
» Hardy: A second Shaken result doesn’t cause a wound.

« Large: Attackers add +2 to their attack rolls when attagla behemoth due to its large size.

* Size +5:A behemoth is up to twenty feet tall.



Chimera isn’t one creature, but two that live imsokind of strange symbiosis. The larger creatigesaber-tooth,
the other is a large lizard. The two creaturesedymaund together, never separate, although thellinaves around
the saber-tooth’s body freely; which makes the doetb creature even more unnerving. The saber-fomivides
strength, vitality, and hunting prowess, while lizard contributes unparalleled magical sensesesi@nces the
saber-tooth’s natural abilities. Together they Imeemne of the most feared hunters found on Tekrehimera has
nearly human-level cunning, never sleeps, and cagically detect and track prey. Chimera live andtho packs
and prefer to strike from surprise as opposednaing down prey. They often use their fearsome against
opponents that don’t drop immediately.

Attributes: Agility d10, Smarts d8 (A), Spirit d10, Strength2#2, Vigor d10
Skills: Climbing d8, Fighting d10, Guts d8, Notice d12,a#ed10, Tracking d12
Pace:8; Parry: 7; Toughness:10

Special Abilities:

* All-Around Vision: A chimera has incredible senses. In addition éortbrmal abilities of the large cat, the
attached lizard has psychic abilities that deteetrby living creatures. Combined, these sensew #ifle chimera to
sense all around it at all times. It is nearly irsgible to sneak up on or surprise a chimera.

» Claw: Str+d8.

 Fear: Anyone within 300 feet of a roaring chimera, aad tear it, must make a Spirit roll or be Shakahtake
a —1 penalty to all actions for the remainder efémcounter.

 Improved Frenzy: A chimera may make two Fighting attacks each aactiith no penalty to hit.
 Low-Light Vision: A chimera can see well in darkness, it ignoresafies for Dim and Dark lighting.

» Maul: A chimera that succeeds in a Grapple attack haskad its prey to the ground and may make a Fightin
attack with no multi-attack penalty. Subsequersackis and grapple checks made by the chimera ge2nb@nus to
Fighting. The chimera deals Str+d8 AP 2 damage whauling an opponent.



» Pounce:Chimera often pounce on their prey to gain suepaisd take advantage of their mass and natural
weapons. It can leap up to 6” and gains +4 toigggtihg roll and damage. When it pounces it take® genalty to
Parry until the start of its next action.

» Size +3:Chimera are about the same size as other largetatweigh twice as much; up to 880 pounds. Chdme
also carry the additional weight of the symbiogepent attached to them, which makes their combiveight over
1,000 pounds.

* SleeplessChimera never sleep, or at least a chimera nevaplately falls asleep because the cat and the iserpe
trade off, with one keeping watch while the othests.

» Tracking SensesThe normal and psychic senses of the chimera maleincredible tracker, able to ferret out
prey that other trackers would normally miss. Chisnget a +2 bonus to Tracking rolls.

A cockatrice is a small winged creature that Idkk b small, flying, feathered lizard. Its plumagaps it to blend
into its surroundings and it becomes incrediblyiclilt to see when standing still. A cockatriceaisaggressive
hunter, but relies mostly on its keen hearing tate prey since it can’t see clearly more thanrd gaso. When it
hears prey in the area—and the cockatrice consiasmsyanythingprey—it moves closer as quietly as possible
toward the creature, then charges by making shopping flights and tries to clamp on with its pafuétalons.
Once the cockatrice is attached to its prey isttieparalyze the poor creature by mesmerizingntce paralyzed,
the cockatrice feasts on the living creature. Gheecockatrice has had its fill, it leaves the festscavengers.
Cockatrice are solitary hunters, but they run aclfls, so where there’s one cockatrice on the hmote are never
far behind and they often attack the same prelyeasame time because they hear the tell-tale safraisattacking
flock-mate.

Attributes: Agility d8, Smarts d4 (A), Spirit d8, Strength digor d6
Skills: Fighting d6, Guts d8, Notice d8, Stealth d8
Pace:6; Parry: 5; Toughness:4 (1)



Special Abilities:
« Armor +1: A cockatrice is covered in tough, scaled skin.
« Claw or Bite: Str+d4. A cockatrice hits paralyzed opponenth@irtmost lightly armored area.

* Paralyze: Any creature that a cockatrice can see clearthatrthe cockatrice has grabbed with its talonstmus
make an Agility roll; on a success the creaturdds/the mesmerizing gaze of the cockatrice. Orilaré the
creature must make a Vigor roll or be paralyzedfi rounds.

* Leap: A cockatrice can't fly, but it can make leaps adltd6”, which allow them to attack taller opponesusl
perch high up in trees and on outcroppings.

» SensesAll cockatrice are nearly blind, but their keeratiag makes up for it in most cases, allowing tliem
survive in the wild and even ferret out prey athdy were sighted. A cockatrice suffers a —4 pgnalanything
sight-related (that hearing can't make up for) aslthe cockatrice is within three feet, since thekatrice can see
clearly at that range.

* Size —2:A cockatrice is about the size of a chicken.
» Small: Attackers suffer a —2 penalty to attack a cockatdue to its small size.

* Talons: A cockatrice that hits an opponent with a Fightialj has successfully grabbed it. The cockatriealsl
normal damage with the attack and may use its yFgdower in subsequent rounds.

Please check www.redjuggernaut.com for more SaWagdds updates.
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