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Sweet Fruit (Vinyan)
SIZ 2d10+20 31
MPR 5d4 12

Description:  Sweet Fruit are slightly sour, with a
pale green rind and whitish pulpy flesh.  They
grow on tall (1 foot per point of SIZ), spreading
trees, which often must be climbed to reach fruit
undamaged from the fall.  Domesticated, this fruit
tree is kept pruned back so that it will spread even
wider, and bear fruit at a more manageable height.

Habitat: Temperate and Tropical Forest

Range: All of Vinya

Teenies (Vinyan)

SIZ .5
MPR 1

Description:  A common Vinyan expression referring to any
fingerling fish, Teenies are actually a species unto themselves.
They inhabit shallow waters, in both salt and fresh, hugging the
shore to escape the larger fish lurking at the bottom.  Surface
feeders, they have flattened heads, wide mouths, and reduced
dorsal fins.

Sign: Small dimples and trails as
they dart about near the surface.

Habitat: Wetlands, Water

Range: All of Vinya

Thornwrapper (Alien)

Description:  This strange plant supplements its solar diet with
the bodies of creatures it snares with long, fibrous tentacles.
From the bulbous crown of the short trunk hang tough fibers,
each tipped with a sharp, hooked thorn.  Long, heavy root fibers
studded with short thorns radiate out from the sloping base.
When these roots are disturbed, they retract into tight coils with
lightning speed, tripping prey into the smaller fibers hanging
from the stump.  Quickly wrapping the victim up in their
entangling coils, the fibers work their hooks into its body as it is
drawn into the open maw at the top of the stump.  The victim
suffocates in the unrelenting fibrous grip, the thorns working
further into its body to begin digestion, even as it is pulled down
into the plant’s base.  There prey is torn slowly apart by the
internal root network; even bones and hair are digested.

Sign: A shaggy stump in the center of a circular clearing,
often atop a small mound.

Habitat: Temperate Forest

Range: Northern hills

Tactics: Once a Thornwrapper has grabbed a victim, the
creature will be drawn into its mouth on a successful Grapple
attack (p. 23) at the rate of one hex per Physical Action.

Creatures may choose what part of the plant they wish to hit if
they are within the same 10' hex.  Each tendril has 1 Hit Point,

each root has 3. Damage to the stump will not affect the coiling
of the fibers and roots.

Facts:  The coiling fibers die once they have constricted,
whether successfully or not, to be replaced by new growth.  A
thriving plant will often have very short fibers, as they have
less time to regrow between attacks, while a plant out of busy
animal traffic will often have very long fibers, greatly
increasing its trapping range (1d4" radius).

STR 5d4+7 19
SIZ 4d10 22
MPR 2d4 5
LUK 5d4 12

Attack:  1d10 Tendrils (20+2d10) 
1d4 and
1d4 Roots (10+1d10) 
1d8+Grapple

DA:  Fibers 1, Stump 4

Enhancements
Bravery: 100
Hearing: 100
Hide: 60 + 1d10
Perception: 33
Spoils Category: Bearer,

1d6–1
Surprise Reaction: 33

Use:
Spoil Chance of Market

Portion Amount time disease value

Bait 1d4–1 lbs 3d4 days 05 .5 CR/lb

Move: Swim 3" (1", 2")
DA: 0

Use: % of
body Spoil Chance of Market

Portion weight time disease value

Small fibers 15 1d4 years 01 15 CR/lb

The smaller fibers make excellent cordage.  Subjected to a hearty pounding, they
can even be woven into much longer rope, stronger and thinner than the standard.
The hooked fibers are often used as fishing leaders, or, if long enough, as a
complete fishing line. Unwoven fibers cannot be effectively tied together, as the
strain of the knot will usually break them.

Use:
Spoil Chance of Market

Portion Amount time disease value

Fruit 1d10–1 lbs 3d4 days 05 .7 CR/lb


