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Ten Thousand Worlds  ·  Haven

Wild Things
Chimerae, Couatl, and the Living Clouds

Most of the flora and fauna on Haven would be familiar to 
someone from Earth. Even most of the unfamiliar life forms 

—human-sized spiders and scorpions, songbirds with pea-
cock-like eye-spots on their wings, and red desert horses— 
are not that far removed from what she would know. There 
are, however, a few life forms on Haven that someone from 
Earth would only recognize from her dreams...

Chimerae
The “typical” Chimera appears to be a mix of two or more 
ordinary animals —or even a Human— and tends to be larger, 
stronger, and more robust than either component animal. 
Based on historical records citing the appearances of distinct 
Chimerae, it seems that many of these 
creatures can live for hundreds of 
years; No one has actually wit-
nessed a Chimera die of old age. 
The majority of Chimerae live 
in and around the White 
Waste, Haven’s largest desert 
and site of the world’s worst 
magical catastrophe.

There are very few gener-
alities that can be made 
about these creatures: 
Those Chimerae with 
human-like faces tend 
to have human-level 
Intelligence, and 
there are only about 
500 of those in all the 
world. There are males and 
females. They don’t lay eggs, 
but have live births, which 
unfortunately produce very 
few viable offspring. Chimer-
ae tend to have many of the 
same types of powers as their 
component animals.

There is no Chimera culture, 
though quite a few Chimerae are 
tool-users, build sophisticated 
dwellings, and speak multiple lan-
guages. Some Chimerae organize 
themselves into villages of subsis-
tence farmers, herders, or nomadic 
hunters, and even a few of the “loners” 
have been known to form informal alli-
ances for mutual defense. Still others have 
been adopted into Lutin society, where de-
pending on their Intelligence, have become 
everything from pets to members of kin-groups.

Example Chimera NPC: Caprion
(4,046 Character Points)

B  A  S  E  W  I  P  R   Rep  HP SP
Gd	 Gd	 Ou	 Ex	 Ex	 Ou	 Gd	 Gd	 	 Fa	 	 70	 70

 Powers
 · Ears: Ou enhanced hearing
 · Eyes: Ou enhanced vision
 · Horns & Hooves: Ex blunt attack
 · Regenerate: Ph, recover 40 Health Points every
   10 turns, plus one level in any trait per hour
 · Wings: Gd flight, 120 kph / 75 mph

Skills
 · Languages: Lutinaise, 
Human (Central), Koro-go, 
Traveler’s Creole
 · Aerial Combat: (+1) 
bonus when fighting 
while flying.
 · Knowledge: Chimerae
 · Medicine: (+1) bonus 
to Intelligence; Perma-
nently stabilize a dying 
character; Help a heal-
ing character to recover 
an extra set of health 
points, plus one level 
per day.
 · Survival: Desert

Gear
Lightning Staff
 · Price: Fa

 · Material:  Ph, blunt 
& sharp, enchanted steel

 · Lightning Strike: Ph 
project electricity

Caprion is a Human/ram/bat 
Chimera who travels exten-

sively throughout the White 
Waste and beyond, collecting 

medical knowledge on his own 
kind —often by trial and error. A 

well-spoken creature, he has 
helped to foster a better under-

standing of Chimerae among the 
scholars of other species, and has 

occasionally found himself in the 
position of acting as the de-facto spokes-

person for his kind.



Ten Thousand Worlds  ·  Haven

2

Creative Commons License
Attribution - NonCommercial - Share Alike

This work is licensed under a Creative Commons Attribution-
Noncommercial-Share Alike 3.0 United States License by 
Rodolfo	Arredondo, 2009.

To view a copy of this license, visit

 http://creativecommons.org/licenses/by-nc-sa/3.0/us/

or send a letter to

 Creative Commons
  543 Howard Street, 5th Floor
  San Francisco, California
  94105
  USA

I chose to release this work in this way so you can adjust it to 
suit the needs of you and your friends, and so you can create 
your own characters and stories based on this game and still 
own them yourself —which is as it should be. I do ask that 
you give me credit when you make something based on this 
work (preferably by linking to www.TenThousandWorlds.org) 
and I ask that you not try to make any money off of it.

This should go without saying, but this work is a supplement 
to a game, Ten	 Thousand	 Worlds, and is meant to make a 
rainy afternoon more enjoyable for you and a few friends. 
This game requires you to use your imagination. If you have 
trouble telling the difference between fantasy and reality, 
then this game is not for you.

Couatl
The Couatl are a refugee species that fled to Haven from her 
sister world, Ghost, during the first War of the Falling Stars. 
Between the millions that died in the initial invasion of Ghost, 
the thousands that perished later in transit to Haven, and the 
hundreds killed by the Sidhe’s Crystal Fleet on their arrival, 
there are perhaps 100 of these creatures left alive. It is possi-
ble that the Couatl had different physical forms 
on their home world than they did when they 
arrived on Haven, and the few new Couatl that 
have been born since all look markedly dif-
ferent from that immigrant generation.

Couatl resemble the dragons of 
Earth’s legends, with long, 
serpentine bodies, scales, 
and leathery wings. They 
are the largest creatures on 
Haven, and many have traits at 
Magnitude	 1 levels. The 
new generation sport 
feathers, and are called 
Quetzal-Couatl. All of 
them can sense magic and 
are telepathic, with 
thought patterns that 
are extremely alien to 
other species. Beyond that, 
each one is unique in appear-
ance and powers. Some can 
control the weather, project fire and 
lightning, or shatter stones with a roar. They tend to 
either ignore other sentient species on Haven or just 
kill them with as much thought as Humans give to swat-
ting bothersome insects.

Natural philosopher Marius Thane, who has risked his life to 
study the Couatl, believes that they await the birth of the 

“Paragon”, a being that will lead them in the retaking of Ghost.

Living Clouds
Living Clouds are colony organisms, each member of which 
can attract and control a small amount of liquid, usually water 
or water vapor in the air. These creatures can fly through the 
air, gathering up clouds of vapor that move along with them, 
or float in bodies of water. When the colony reaches a certain 
saturation point inside a body of water such as a pond or lake, 

it can completely control the water’s cohesion 
and surface tension, as if it was all one giant 
amoeba. When an aerial colony reaches a cer-

tain size, it will become strong enough to fly 
against the wind. These larger colonies 

have occasionally been known to 
pick up and carry off human-

sized creatures. Under normal 
circumstances, these crea-
tures can’t be distinguished 
from regular clouds, fog 

banks, or lakes until members 
start emitting light pulses 

in patterns that sweep  
across the colony, 
something they tend to 

do around dusk and dawn.

The Living Clouds may 
be the cause behind 

some of the odder weather 
phenomena on Haven, such as 

the Dream Mist, Devouring Fog 
/ Blood Rain, and the Golden Fog.
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