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------------------The Bad Guys

STATISTICS
Size: 9 feet tall Speed: Slow Agility: Clumsy
Vertices: 221 Polygons: 438 Mesh Status: 100% complete
Texture Status: 100%complete Animation Status: 100% complete AI: 0%(N/A)

STATISTICS
Size: 12 feet tall Speed: Slow Agility: Clumsy
Vertices: 221 Polygons: 438 Mesh Status: 100% complete
Texture Status: Unknown Animation Status: 100% complete AI: 0%(N/A)

Name: Brute

Description: He's  big,  probably  650 lb.  (or  more) by  human standards.  What  he
lacks in brains, he makes up for with a tough skin and substantial fire power. If he
catches you "unawares", you may as well write it off. He'll cut you to pieces with a
barrage of fire from his dual, arm mounted, large bore mass accelerator pistols.

Name: Behemoth

Description: If the Brute is big; then the Behemoth is HUGE, 1000+ lb.
He's smarter and thicker skinned. The body-fluid cooled lasers on both
arms are quite accurate and deliver a massive amount of damage. The
perfect Hitman.



STATISTICS
Size: 5 feet long Speed: Fast Agility: Agile
Vertices: 135 Polygons: 269 Mesh Status: 100% complete
Texture Status: 100%complete Animation Status: 100% complete AI: 0%(N/A)

STATISTICS
Size: 8 feet tall Speed: Fast Agility: Agile
Vertices: 383 Polygons: 674 Mesh Status: 100% complete
Texture Status: 100%complete Animation Status: 100% complete AI: 0%(N/A)

 STATISTICS
Size: 12 feet tall Speed: Fast Agility: Agile
Vertices: 383 Polygons: 674 Mesh Status: 100% complete
Texture Status: UNKNOWN Animation Status: 100% complete AI: 0%(N/A)

Name: Manta

Description: These flying rays are quite fast and extremely agile. They usually
hunt in mated pairs, mostly for food.  But also from an instinctual hate for all
non-avian lifeforms.  They attack with  the spearlike protrusions on the tips of
their tails. They also have the ability to roost, virtually motionless, on any flat
surface; making them somewhat difficult to detect.

Name: Skaarj Hunter

Description: The hunter is an acrobat. Lunging and spinning, he is very hard to
hit.  His retractable claws are his trademark. If  he's not ripping you apart with
them, then he's using them to fire a controlled energy pulse from a distance.
Either that or you're already dead.

Name: Skaarj Lord

Description: The hunter's big brother, the lord prefers to keep his distance;
firing energy pulses and dodging at his leisure. He also has the innate ability
to  "charge"  earthen  particles  with  his  claws.  This  enables  him  to  fire  a
devastating blast of energy through the ground into any opponent. Don't let
his shyness fool you, he's just as mean as the hunter, up close. He's bigger
with a greater constitution too.



STATISTICS
Size: 10 feet long Speed: Slow Agility: Clumsy
Vertices: 100 Polygons: 196 Mesh Status: 100% complete
Texture Status: 100%complete Animation Status: 100% complete AI: 0%(N/A)

STATISTICS
Size: 6 feet long Speed: Fast Agility: Agile
Vertices: 103 Polygons: 180 Mesh Status: 100% complete
Texture Status: UNKNOWN Animation Status: 25% complete AI: 0%(N/A)

STATISTICS
Size: 7 feet tall Speed: Fast Agility: Agile
Vertices: 239 Polygons: 474 Mesh Status: 100% complete

Name: Kraken (Tentacle)

Description: The kraken has one thing on its tiny mind, FOOD. It will attempt to
attack  and  eat  anything  within  a  reasonable  range.  Shambling  slowly  along
ceilings and walls on its snail-like pseudopod; it whips the longer, spike tipped
tentacle  at  any  passerby.  It  also  has  the  ability  to  launch  the  spike  to  a  fair
distance.  The  spike then  quickly  regenerates.  They seem to  prefer  the  cooler,
damp areas; and will recoil from heat sources.

Name: Devilfish (Shark)

Description:  A big  fish,  with  a big  mouth.  Waterborne,  the  devilfish  will
attack any potential food source entering its environment. If it catches its
prey in a precarious position, it may attempt to drag it to the bottom; thus
drowning the prey and making it easier to devour.

Name: Kraal (Minotaur)

Description: An obvious warrior species, the kraal are employed by the skaarj as
hunting assistants. Although somewhat limited in intelligence, their warrior and
hunting  skills  are surpassed only  by the skaarj.  Their  weapon of  choice,  the
concussion staff, can blast you backward from a fair distance. They're also well
versed in the art of melee combat. Be sure that, if you get close enough, they'll
knock you into the "cheap seats".



Texture Status: UNKNOWN Animation Status: 100% complete AI: 0%(N/A)

STATISTICS
Size: 6 feet tall Speed: Fast Agility: Agile
Vertices: 239 Polygons: 474 Mesh Status: 100% complete
Texture Status: UNKNOWN Animation Status: 100% complete AI: 0%(N/A)

STATISTICS
Size: 4 feet wide Speed: Slow Agility: Human
Vertices: 303 Polygons: 602 Mesh Status: 100% complete
Texture Status: 100% complete Animation Status: 100% complete AI: 0%(N/A)

STATISTICS
Size: 3 feet long Speed: Slow Agility: Human
Vertices: 99 Polygons: 194 Mesh Status: 100% complete

Name: Kraal Elite

Description: These rare and smaller cousins of the kraal are much more
skilled  in  their  profession.  They  have  the  ability  to  blend  well  into
darkness  and  their  surroundings;  and  use  this  skill  extensively  when
hunting. This, combined with enhanced speed makes them quite deadly.
Their staffs tend to be more powerful with a greater range.

Name: Gassius (GasBag)

Description:   This  creature's  body  is  composed  primarily  of  an  acidic,
combustible,  lighter  than  air  gas.  They  spend  most  of  their  time  floating
around the environment, consuming small rodents and insects. They have two
powerful  arms and a very tough leathery skin. They attack by belching forth
balls of flame or by pummeling with their powerful arms. They are tough to kill
with  conventional  projectile  type weapons,  due  to  the  resilient  balloon  like
nature of  the body.  They are however highly  susceptible  to  explosives and
flame.

Name: Pupae (Skaarj)

Description: Carrion consuming skaarj babies, the pupae are a horrific blend of
a large maggot and a spider. Rarely seen in the open, they are more likely found
hiding  in  the  carcass of  a  recent  skaarj  kill;  consuming  its  contents.  When
disturbed they will quickly attack, in defense of their meal; by lunging, biting,
and stabbing with their fore-legs.



Texture Status: UNKNOWN Animation Status: 0% complete AI: 0%(N/A)

STATISTICS
Size: 1.5 feet long Speed: Human Agility: Agile
Vertices: 119 Polygons: 204 Mesh Status: 100% complete
Texture Status: UNKNOWN Animation Status: 0% complete AI: 0%(N/A)

STATISTICS
Size: 14 feet across Speed: Fast Agility: Human
Vertices: 151 Polygons: 283 Mesh Status: 100% complete
Texture Status: 0% complete Animation Status: 0% complete AI: 0%(N/A)

Name: Razorfly

Description: The razorfly is small,  relatively; and able to fit  into  areas that
most creatures find inaccessible. It is very difficult to hit, due to its size and
high level of agility. It's only means of attack is the long stinger found at the
end of its segmented tail. Although the stinger does little damage, it may be
fired rapidly, due to its quick regeneration. *SPECIAL NOTE*  The player may
be able to transmutate into this creature through the use of an alien device or
artifact.

Name: Hawk (Skaarj)

Description:  More  lizard  than  birdlike,  the  Hawk is  a  swift  and  powerful
flyer.  It  attacks, primarily,  by breathing  forth  a cloud  of  highly  corrosive
acidic  gas,  from its  dragon-like mouth.  Known for  their  enormous lifting
power, hawks have been witnessed carrying off the more foolish of players
to  unknown  locations...  *SPECIAL  NOTE*   The  player  may  be  able  to
transmutate into this creature through the use of an alien device or artifact.



 STATISTICS
Size: 30 feet tall Speed: Human Agility: Clumsy
Vertices: 257 Polygons: 478 Mesh Status: 100% complete
Texture Status: 0% complete Animation Status: 0% complete AI: 0%(N/A)

STATISTICS
Size: 8 feet long Speed: Slow Agility: Clumsy
Vertices: 201 Polygons: 398 Mesh Status: 100% complete
Texture Status: UNKNOWN Animation Status: 20% complete AI: 0%(N/A)

STATISTICS
Size: 4 feet wide Speed: Fast Agility: Agile

Name: Titan (Skaarj)

Description: Trundling  along on its rhinoceros like legs,  the gigantic  titan
looks short of unstoppable. He's bigger around than most vehicles and has
arms like tree trunks. The wise will  avoid him when possible.  The unwise,
who fall within his grasp, should prepare to be "spiked" like the footballs of
old. That is, unless he pops off your head, like a dandelion, first.  *SPECIAL
NOTE*  The player may be able to transmutate into this creature through the
use of an alien device or artifact.

Name: Blob

Description: This is the brightly colored, gelatinous ooze that failed to soak up
Steve McQueen so many years ago. It has the ability to lob small clumps of
flesh melting ooze over short distances; but prefers to pound on you with a
jello pseudopod arm. Highly susceptible to extreme temperatures, both hot and
cold.

Name: Robot 1

Description:  These old  sentry/maintenance robots  are sleek,  if  a  good  bit
worn. Quick and highly maneuverable, they will attempt to perforate you from
a distance with the laser, mounted on one of the articulated arms. If they fail
that, they will surely cut you to pieces with the welding torch mounted on the
other.



Vertices: 219 Polygons: 418 Mesh Status: 100% complete
Texture Status: 0% complete Animation Status: 0% complete AI: 0%(N/A)

STATISTICS
Size: 6 feet long Speed: Human Agility: Human
Vertices: 203 Polygons: 323 Mesh Status: 100% complete
Texture Status: 0% complete Animation Status: 0% complete AI: 0%(N/A)

STATISTICS
Size: 6 feet long Speed: N/A Agility: N/A
Vertices: 74 Polygons: 125 Mesh Status: 100% complete
Texture Status: 0% complete Animation Status: 0% complete AI: 0%(N/A)

STATISTICS
Size: 16 feet tall Speed: Fast Agility: Agile
Vertices: 255 Polygons: 507 Mesh Status: 100% complete
Texture Status: UNKNOWN Animation Status: 0% complete AI: 0%(N/A)

Name: Robot 2

Description: This is a slightly newer model of the old sentry robot. It touts a
large barrel pulse laser, as it slowly bobs down corridors in search of quarry.

Name: Turret

Description: The turret is a stationary version of sentry robot 2. It  does not
move, save rotating to draw a bead on you with its large barrel pulse laser. It is
commonly found mounted on walls, ceilings and parapets.

Name: Skaarj Warlord

Description:  The  warlord  is  the  commander  and  chief  of  the  skaarj  population.
Encountered  at  the  players  ship,  after  it  crash-lands,  and  several  others  areas
during  your  journey;  he  will  ultimately  be  confronted  at  the  skaarj  fortress.  His
weapon of choice is an alien, shoulder mounted, swarm missile launcher; which he
will continue to fire until you are dead. He has the ability to fly and is agile to the
highest  degree.  This  makes  him  nearly  impossible  to  hit  with  conventional
projectile/missile weapons.



STATISTICS
Size: 16 feet across Speed: Fast Agility: Human
Vertices: 244 Polygons: 462 Mesh Status: 100% complete
Texture Status: 100% complete Animation Status: 40% complete AI: 0%(N/A)

STATISTICS
Size: N/A Speed: N/A Agility: N/A
Vertices: N/A Polygons: N/A Mesh Status: N/A
Texture Status: N/A Animation Status: N/A AI: 0%(N/A)

STATISTICS
Size: N/A Speed: N/A Agility: N/A
Vertices: N/A Polygons: N/A Mesh Status: N/A
Texture Status: N/A Animation Status: N/A AI: 0%(N/A)

Name: Skaarj Dragon

Description: The dragon is, to put it bluntly, a failed skaarj transmutation.
Shunned by all  skaarj  and their  ilk  (the skaarj  hate to  admit  failure)  the
dragons have a distinct hatred for all life. They wander around purposefully
destroying  any and all  signs  of  life  they may encounter.  They have the
ability to fly and that is their preferred mode of movement. They attack by
belching noxious gases or biting when in range. Their bite is rumored to be
poisonous.

Name: Alien Squid/Octopus

Description: This will be a 6 tentacled mutated squid. It will probably attack with
whipping tentacles and may possibly be able to drag the player to the bottom of
water areas.

Name: Mercenary

Description: The mercenary will be a highly intelligent humanoid type male. He
will most likely wear body armour with a facemask/helmet, and possibly some
animated tubing. His weapon of choice will likely be some type of flame thrower.
His primary purpose will be attacking the skaarj and their minions, but he will
attack the player if the prior are not present.

Name: Aquatic Skaarj

Description: This could possibly be an eel or amphibian type creature. *SPECIAL
NOTE*  The player may be able to transmutate into this creature through the use
of an alien device or artifact.



STATISTICS
Size: N/A Speed: N/A Agility: N/A
Vertices: N/A Polygons: N/A Mesh Status: N/A
Texture Status: N/A Animation Status: N/A AI: 0%(N/A)

STATISTICS
Size: N/A Speed: N/A Agility: N/A
Vertices: N/A Polygons: N/A Mesh Status: N/A
Texture Status: N/A Animation Status: N/A AI: 0%(N/A)

STATISTICS
Size: N/A Speed: N/A Agility: N/A
Vertices: N/A Polygons: N/A Mesh Status: N/A
Texture Status: N/A Animation Status: N/A AI: 0%(N/A)

STATISTICS
Size: N/A Speed: N/A Agility: N/A
Vertices: N/A Polygons: N/A Mesh Status: N/A
Texture Status: N/A Animation Status: N/A AI: 0%(N/A)

------------------The Good Guys

Name: Mother Skaarj (Queen)

Description: In progress (She will be the ultimate, end of game, boss.)

Name: Stone Titan

Description: This is an indestructible version of the skaarj titan. He can be killed
only be lava or by falling a good distance and shattering on the ground.

Name: Chameleon

Description: This will be a small humanoid creature that has the ability to rapidly
change the pigment of its skin by altering the flow of its alien blood through its
single chambered heart. If you kill it, you may be able obtain its heart, and gain
its abilities; thus enabling you to "fade" into a shadow (turn black), when not
moving. Once you continue to move, you will slowly lose the shadow effect, but
not entirely.



STATISTICS
Size: 5.75 feet tall Speed: Human Agility: Human
Vertices: 284 Polygons: 544 Mesh Status: 100% complete
Texture Status: 0% complete Animation Status: 0% complete AI: 0%(N/A)

STATISTICS
Size: 6 feet tall Speed: Human Agility: Human
Vertices: 293 Polygons: 568 Mesh Status: 100% complete
Texture Status: 0% complete Animation Status: 0% complete AI: 0%(N/A)

Name: Female Player

Description: You've been unjustly convicted of a crime you didn't commit. You're
in transit to the penal colony when your prison ship mysteriously crashes on a
beautiful, yet alien, world. The tattoos, adorning your body, hint at the tormented
life you've had to endure. If you could just kill off all these annoying aliens; you
could get on with you life.

Name: Nali

Description: A once proud  and  noble  race, the nali  ruled this  planet  and its
native creatures, with benevolence. Those days have passed. The nali are now
enslaved by the skaarj; and are a broken people. When encountered, they will
assume  a  respectful  or  subservient  posture;  bowing,  kneeling  or  possibly
fainting from shock. They may chant while posturing. If you are fortunate, they
may grace you with some valuable information about your surroundings.

Name: Male Player

Description: See Female Player



STATISTICS
Size: 6.25 feet tall Speed: Human Agility: Human
Vertices: 255 Polygons: 490 Mesh Status: 100% complete
Texture Status: UNKNOWN Animation Status: 0% complete AI: 0%(N/A)



------------------The Other Guys

 
STATISTICS
Size: 8 feet long Speed: Slow Agility: Clumsy
Vertices: 161 Polygons: 316 Mesh Status: 100% complete
Texture Status: UNKNOWN Animation Status: 15% complete AI: 0%(N/A)

STATISTICS
Size: 2 feet across Speed: Fast Agility: Agile
Vertices: 16 Polygons: 22 Mesh Status: 100% complete
Texture Status: 0% complete Animation Status: 0% complete AI: 0%(N/A)

STATISTICS
Size: .5 feet long Speed: Fast Agility: Agile
Vertices: 16 Polygons: 16 Mesh Status: 100% complete
Texture Status: 0% complete Animation Status: 100% complete AI: 0%(N/A)

STATISTICS

Name: Nali Cow

Description: The nali alien cows have little to no intelligence. They simply
roam around eating whatever foliage may be available, and chewing their
proverbial  "cud".  They  might  make  for  some  interesting  cow-tipping
experiments.  [non-violent]

Name: Bird

Description:  A  typical  alien  bird,  they  fly  about  endlessly,  unless  of  course  you
decide on a little skeet shooting. Birds will be found primarily in outdoor areas. They
are present for atmosphere.  [non-violent]

Name: Rodent

Description: The rodent is either reptilian or insectoid,  as yet undetermined. They
scurry about  on  four  legs,  occasionally  jumping  about  when surprised.  They are
shootable and make a wet squishy noise when you step on them. They are present
for atmosphere.  [non-violent]

Name: Rat

Description: Just you basic alien rat. They skitter about the darker, danker areas of
the planet; making a little noise and adding atmosphere. They are the primary food
group for Gassius. They are shootable.  [non-violent]



Size: 1 feet long Speed: Human Agility: Agile
Vertices: 16 Polygons: 28 Mesh Status: 100% complete
Texture Status: 0% complete Animation Status: 0% complete AI: 0%(N/A)

STATISTICS
Size: see description Speed: Fast Agility: Human
Vertices: 70 Polygons: 84 Mesh Status: 100% complete
Texture Status: 0% complete Animation Status: 0% complete AI: 0%(N/A)

Name: Fireflies

Description: When the player gets too near these 8 small luminescent flies,
they  will  cling  to  and  circle  the  player.  This  activity  will  continue  for  a
period of 5 minutes or until the player is killed or jumps into water, fire, etc.
at which point the flies will wander off. The clinging flies will make you a
veritable beacon,  a target too tempting  for  other players or  creatures to
pass up.  [non-violent]


