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1. Scope

The scope of this document is to provide a full agent design list for Creatures 3D it has been designed to sit in tandem with the landscape plan document. Neither documents are required for the QMS1.2 phase but are included for the purpose of completeness. In both cases the documentation is provided to supplement the QMS1.1 design document. In any case where design items are in conflict between the documents those submitted for QMS1.2 should be taken as correct.

In most cases the text based descriptions will be used within the game as part of the agent help option. All artwork is of a conceptual nature and is designed to reflect our best guess as to the appearance of the final version.

Welcome to the world of Creatures 3D
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2. The History of Sphericus (according to Constructus Unstableous)
The history of Sphericus will be presented to the player in the form of a series of data cells. It will follow the story of the Shee from their rushed exit in Creatures 3 until the point that the Plateau is formed. The story will be told from the viewpoint of the Shee and as such will only include information which was available to them. There will be two data cells on the Plateau and the player must find both of them to gain the full story (their acquisition is not a requirement of the game). A third short log can be found within the cave system, and details the last activities of Sureous Doomus. Agent help will be provided after collecting a series of data cells scattered around the Plateau.

Journals of Sphericus

By Constructus Unstableous S. MSc 

Senior Engineer and saxophonist
Day 1: Our perfect descent was interrupted by an attack from an unknown creature. Our vessel tried to avoid confrontation and was forced to make a controlled crash landing. Although we were free from injury, our vessel was beyond repair. We salvaged what we could and stepped onto our new home.

Day 30: We have made a good camp on a huge grass plain. The indigenous life however is mostly harmless so far (see Biologist report), with one notable exception. The animal in question however is easily detected with our equipment. We have survived off of the tubers in the surrounding area, and made a protein-rich drink from a mixture of local ferns. The water is good and we are now self-sufficient. We are starting to put together some bio-machinery and research equipment.

Day 112: We have experimented with Norns again. The template we brought with us has been augmented to allow for a better immune system, and our recent experimental subjects have lived considerably longer than normal. We still have had no real problems with the wildlife and we have not seen the creature that attacked our ship since our landing.

Day 400: We now have a number of Norns alive and well on this planet. They seem to be considerably smarter and more sociable than our previous genetically engineered attempts. They even seem to enjoy helping us and our bio-machines farm the land, we are also well on the way to having a population of Ettins again.

Day 450: A strange new creature wandered into our camp last night and got us all a bit worried. We have stepped up Ettin research so that we can start creating some defences.

Day 480: A few of us have made a huge gate to try and stop some rather unpleasant animals from getting onto the savannah but just to be sure we are still going to get the Ettins to help us out.

Day 511: The Norns seem to have befriended a small winged creature. It is a good relationship, the Norns are messy eaters and the little winged things eat up all the left overs.

Day 600:  The Ettins are now doing really well, they have built some remarkable structures (under our guidance of course) and have constructed some good defences. They have also carved out some rock which has allowed us to get to a new marshy area at low tide. There is a canyon that connects the grassland and the marshes but it is blocked with large rocks, we might employ the Ettins to move these one day.

Day 690: We have a dam! The Ettins have helped us build a dam by excavating around and underneath a small mountain. Due to an oversight (on their part of course) there is now a huge chunk of land floating above the dam. As there is no connecting land to it, we don’t really know what to do with it. We were forced to go through some nasty forest areas to get to a suitable site nearby, and being tired we constructed a shelter in the forest to keep us safe through the nights.

Day 721: We’ve decided to put a transport system in to help us get around. We’re are going to use the water systems at the dam and a smaller waterwheel on a waterfall to power it. We hope to get the system finished by the end of the year.

Day 778: With more control over the water levels we have managed to gain control over the access to the marsh. Before, the tide had made construction difficult and dangerous, but now we have been able to build when and where we want, and can get to the marshes when we like.

Day 812: The Ettins have disappeared into the marshes somehow they have built some tunnels into the foundations of the islands (presumably during low tide or after we built the dam). One of the tunnels seems to lead out onto an island and so we followed it, but there was no sign of our Ettins. We don’t know what they are doing up there..

Day 900: The Ettins might be a bit too industrious. They have started building things without our guidance. They look very nice but we are not sure what they are or how they work. 

Journals of Sphericus

By Prof. Makeous breakeous  

Head technician 

Day 1000: Constructus Unstableous became bored with writing and has passed the honour on to myself while he tampers with some whale genomes. The Ettins have made seed launchers and irrigation devices which help out a lot and made farming the area much easier, although our bio-machines can work with these things to an extent as well.

Day 1347: Some of our Ettins have gone missing and so has some of our equipment too! There is something strange going on here. Farming is still good though and our naturalist Linneous Unlikeus has done a fine job of documenting much of the wildlife.

Day 1696: We have begun to construct a more permanent settlement in the rocks near our village. Unfortunately, stone carving isn’t one of our specialities; this might take quite some time.

Day 1822: We have finally domesticated one of the larger indigenous animals. We call them Sunscreeches. They are large carnivorous animals and we have noticed that they soon return to their wild selves if not constantly kept under our supervision. We might train them to act as guardians so as to keep our village safe from any attacks from whatever else may be living here. 

Day 1969: Some large bird like creatures appeared today. They were circling above the Norns in a suspicious manner. Even more perturbing is that they came late in the day and stayed above us most of the night before going away at dawn. What could they want? 

Day 2000: Now things are really getting out of hand. We have barely begun the investigation of this world and the remaining Ettins loyal to us have started doing weird stuff with lava and the like. Mind you, we are hoping to learn their energy-taping techniques so we can use it ourselves. The problem is that the Ettins have never been very good at communication, it’s amazing how far they have got using trial and error methods alone.

Day 2001: A Grendel! One of us saw a Grendel the other day up in the forest area. We were in quite a large team and the Grendel soon vanished from view, but where had it come from? None of us have made any Grendels!

Day 2105: We have gone on a few exploratory expeditions and found out the following: 

· There is a strong Grendel presence on Sphericus. 

· There are some very odd creatures on this world (see Biological report) that don’t look at all friendly.

· There is a large desert area where at least part of our crashed ship lies; it looks like it must have fallen to the surface some time ago. From the desert you can plainly see a large scar upon the volcano where the ship must have first struck the surface before coming to a stop. Some of the ship memory is still intact, and so we may bring it back to camp to find out what has that happened in our absence.

· Via a remarkable contraption, Baronous Munchousenous managed to get up to the floating island. He reported things that defy explanation! He said that there were Ettins up there and they had somehow made a shining doorway that seemed to branch off in infinite directions and for infinite distances. He said it reminded him of the teleporters Marcus Intraneteous made on Albia. 

· The cave system is definitely radioactive. We haven’t seen Sureous Doomous since he went to investigate it. Our expedition was cut short anyway when Grendels showed up in force.

· The Ettins have also begun some excavation and construction where the river bends, just before the dam. We have no clue as to what they might be building.

We have constructed a bridge in the upper forest area to aid future exploration, and we have also set up a scientific base in the desert area. Dr. Bottleous Bubbleous has bravely decided to stay and make it a permanent base. The first task on the agenda is to get the train system fitted so that we can bring supplies to him and his team (and provide him with a good escape route!).

Day 2222: Some of our Norns have disappeared. There are worrying signs of a struggle near the entrance to the lower forest area. One of the Norns that was in the area at the time has gone into hiding in the rocks near the Marshes and won’t talk to us - it looks very scared. There were those birds circling above us all night as well. 

Day 2433: The train system is nearly finished now. We have linked up most of the areas and the Dam boosts the energy enough to make it fully functional all year round. The Ettins appear to have nearly finished their construction as there seems to be very little work going on from where we could see. We haven’t yet had the chance to investigate further.

Day 3201: It seems the Ettins are no longer exclusively our servants. The Grendels have taken some in to their pack and the poor deluded creatures have started making devices for their ugly green masters.  We believe the large birds to be working for the Grendels as well, as we have often seen Grendels shortly after appearance of the huge birds.

Day 3309: Disaster! A meteor has struck our dam generator! We have had to shut down most of the stations to conserve power. We only have the marshes, savannah, and lower forest stations active now, I do not like to be without an escape route in these times.

Day 3312: We have found Sureous Doomous near the waterfall! He is very sick and cannot talk. We don’t know how he got there as he has a broken ankle and serious radiation sickness. We have taken him back to the village to provide better aid.

Day 3397: The Grendels and their Ettin servants have taken over part of the train system. We have no idea how they can run all this stuff without the power from the dam. 

Day 3400: A Grendel raiding party broke into the savannah today and attempted to capture some of the Norns. We managed to keep the Grendels at bay by hurling rocks and seed at them with the Ettin catapults but we fear a stronger force may be massing.

Day 3511: Courageous Maximus came back from a scouting expedition this afternoon completely white with fear. He’d lost three of the five sunscreeches that went with him and all of the four Norns! After the calming powers of a strong cup of Tuber tea had taken effect, he told us of a terrible sight. He had gone some way up in the forest area, past the broken dam power generator. There they had made a camp and set watches for the night. Late that night there was a viscous Grendel attack, Maximus’ defences were not nearly strong enough and they had to flee further up into the forest. During the escape the party broke up and went separate ways. The next night Maximus could not sleep for worry and fear, so he climbed a tree to hide and kept watch. What he saw terrified him, eight Grendels and four Ettins were carrying a huge Grendel-like creature down towards the lower forest area. The massive Grendel may well have been a Grendel Queen - it was so much larger than the others, and certainly incapable of moving far on its own. The Queen was followed by a huge army of Grendels; they took a good few minutes to walk past, such was their number. Maximus managed to stay downwind of them and snuck around the riverbank at low tide past the Grendel sentries. It looks as though the Grendels have gone completely out of control and it is time for us to escape while we still have our lives to escape with.

Day 3699: We have found out how the Grendels got here. The Ship’s memory recorded a Grendel leaving the ship in the escape pod with us. It must have been clinging to the outside or something; maybe that was why that animal attacked us on the way down. If only we had been more cautious! The ship also tells us that after the Grendels had eaten everything on board and grown significantly in number, that they had gone berserk and become cannibals. The ship was extensively damaged under their care and attention – I hope it is still up there in space.

Day 4023: Something is seriously wrong. The ground shook considerably this morning, but our seismic tests indicated it didn’t originate from the volcano, the Ettins are responsible for this. We are preparing to evacuate this area, we have enough resources now to make another ship but we don’t know how much warning we will have before we must leave.

Day 4066: The Grendels are attacking! I am writing this from the East side of our village while a war wages on the West. They have us completely outnumbered and even though we still have superior machinery it was never really adapted for war. The Sunscreeches, Norns and Ettins are all trying to keep the Grendels at bay. Cannonous Fodderous has led an attack, but we Shee were never great warriors so we fear for his safety. It looks like we shall have to retreat to the Marshes and hope that we can bar the entrance with something quickly. Fortunately we have built our test ship already, but it hasn’t been tested or trained yet. We’ll have to take that with us and hope we can use it before the Grendels overpower us. As I write I can hear missiles strike our roof!

Day 4068: We made it to the mashes with the ship, but we have received heavy casualties. I am standing by our makeshift untested ship as it warms up. Even from here we can hear the heavy pounding of the Grendel forces slowly weakening our last barricade. There was another great shaking of the ground early this morning and our ship reported that we had risen by some distance. It seems that the Ettins have tapped into more power than we knew possible! We are going to have to loose a few items to keep weight down. I have made a backup of this Journal to take with us. Whoever finds this, beware the Grendels!

Sureous Doomous Personal Log
I’m finished! This cave system is the death of me! 

I ventured in with caution, fissures and pools of water greeted me, as did small glowing plants. Pointed formations rose from the floor and pointed down from the ceiling resembling teeth of some huge monster. The caves are huge and it was difficult to see too far ahead because of the multitude of these cave teeth. Then a large dragon-like creature, something the likes of which I have never seen attacked me and in the escape I fell and broke my ankle! None of my communication devices seem to work either, and I am sure that I have radiation sickness creeping in - I’m done for!

Ettins! Although I am barely able to write now, I feel I must document this amazing thing. Ettins have appeared and have begun building all sorts of contraptions. The have also enlisted the help of a very peculiar animal that burrowed through sheer rock right before my eyes! I have tried to get the Ettins to help me get out of here but they seem too busy to stop.
3. The Shee

The following individuals are the main members of the Shee crew. Although they do not actually appear in Creatures 3D there are references to them in the various journals and agent help reports.

Captain Nicensteadeous

Pilot and Head Chef

The good captain grew up learning to sail on the Albian Sea. A great navigator in 2D space, he was the obvious choice for any expedition that might involve two or more dimensions. Always the despot, Nicensteadeous made sure he was captain anyway. He is also a keen yodeller and can be heard from some distance away, it has been said that his voice was used to keep some of the less courageous Grendels at bay.

Dr. Bottleous Bubbleous

Chief Science officer and Expert fly fisherwoman

Dr. Bottleous is the chief science officer for the Shee, She also sells Shee cells to mend a Shee sore, but that’s all part of her job. At the University of Albia she became the first in her class to design a near perpetual engine by crossing toast genes with cat genes in the correct way. The eventual result took full advantage of the fact that if toast is buttered and dropped, it lands buttered side down, and a falling cat always lands on its feet, by creating an animal that when buttered on the dorsal surface, spun in the air, feet and buttered back equally repelled by the ground. With this creation they managed to power many of their latest devices. The good Doctor then went on to design more brilliant things and quickly became the top Shee scientist.

Cannonous Fodderous

Military Commander and Treasurer

A heroic figure through and through, Cannonous showed outstanding bravery in his previous encounters with the Grendels. It was under his advisement that sludge guns were created and generations of more ‘physically inclined’ Shee have abandoned their test tubes to follow his examples in the field. He has made himself almost immortal (in memory sadly, rather than in real life as the experiment with the local wildlife soon demonstrated) by becoming a prolific author of such military cornerstones as “Attack the enemy on all sides”, “The Art of War and how to avoid it”, and “The tactical benefits of a pre-emptive retreat”.

Constructus Unstableous MSc 

Senior Engineer and Saxophonist
Unusually for a Shee, being better suited to manipulating small and safe toys such as DNA and the atom, Constructus is a remarkable engineer. The Shee ship and most of the recent buildings have been built using his designs. Notable for his quick temper and obsessive hard hat wearing Constructus has devised many a measuring device to speed up his work and check his designs. He has learnt the hard way though, as Shee memory still recalls the inferno library building and the sugar aqueduct.

Linneous Unlikeus 

Shee Naturalist of the old academy 4502.3684.577 AS (After Sphericus)

A monocle wearer at the age of five, Linneous showed an early natural aptitude for cataloguing biological life. After cataloguing everything on Albia, he was anxious to find something else to study before people noticed he was just wondering around muttering in ancient Shee and not actually doing anything. The journey to Sphericus therefore seemed like the perfect thing to become involved in. Careful to take lots of spare monocles and writing equipment, he soon joined the team (not that there was much choice anyway as all the Shee were going on this trip.)

Prof. Makeous Breakeous  

Head Technician 

Acting as the perfect bridge (or buffer zone, depending on your opinion) between the scientific genius of Dr. Bottleous and the constructive brilliance of Constructus, Makeous has devised a way of keeping peace by simply making sure that each knows what the other is doing so things don’t get out of hand. A keen golfer, Makeous managed to fix his slice by a splice with vice and a nice spray of ice.

Baronous Munchousenous

Explorer and Storyteller.
Munchousenous is an extraordinary explorer who has been known to wonder far and wide even when asleep. His great grandfather was the first to discover that Albia was ring shaped when he accidentally walked all the way around the world. Munchousenous has many accounts, self-documented and highly elaborated we are sure, of amazing places. Such is his reported experience and remarkable skills and knowledge, and the length of his fireside renditions of his adventures, that assigning him the role of explorer seemed like the natural choice. 

Sureous Doomous

Animal Investigator / Trainer and Scout
Sureous was given the title of Animal Investigator because it sounded important and that cheered him up. Although competent in gene splicing and other biological shenanigans like any other Shee, Sureous showed an unnatural talent to get out of fixes that would certainly be the doom of any normal Shee. For this reason (well, actually because the Shee, ever curious, want to see how long his luck lasts) he is consistently given the most dangerous and high risk assignments.
Marcus Intraneteous

Explorer of Alternative Realities / Inventor
Little can be remembered regarding Intraneteous. He came across as a foolish inventor with a strange belief that he could find a shortcut from Albia to Sphericus using something called electrickery. Oddly he disappeared shortly before the remainder of the Shee left Albia and has never been seen or heard from since. Intraneteous would have been completely forgotten about, after all what use is a non-biological device with a glass screen, some wires and a set of buttons, had it not been for the discovery of similar devices constructed by the Ettins on the Plateau. Maybe Marcus is alive and on the plateau after all, or maybe the Ettins have all gone mad!

4. The Biology of Sphericus Plant life (according to Linneous Unlikeus)
Boat Palm (P001)
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Found most often in the caldera, but also occurring sporadically along the edges of the river, at first sight this tree appears to be a normal and graceful specimen often achieving great age and size. It was only after months of patient study that the secret of this tree was discovered. We had often seen what appeared to be canoes floating down the wide river, and sought in vain for the civilisation that we thought had made these rough craft. Imagine my astonishment then, when I saw what appeared to be a rock or overgrown root at the base of a boat palm suddenly detach itself from the parent and slide ponderously into the water, where it sat as if finely crafted for the purpose. 

It appears that the tree will reproduce itself only under the most favourable of conditions, and having few seeds, is able to devote huge resources to each. Small gourds swell rapidly (in fact, a crew member fell asleep beneath a tree one night, to wake up sharing his bed with a seed larger than he was, such is the speed of their growth), and rest on the floor near the tree roots. The trees either grow close to water, or on a slope down to water, and when the weight of the seed exceeds the strength of the stem holding it, the seed is launched upon the waters to float to a new home. Ingeniously, the strength of the stem is determined by the health of the tree, so it never produces seeds that cost more than it can afford. The seeds are often discovered washed up on the shore as far away as the marsh area, and are very nutritious when finally broken open.

Size: 10 to 15 metres high

Croakanuts (P002)
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A slightly smaller tree with beautiful and very unusual flowers. We had been tracking down the (unseen) owner of the superb voice that called to us from the forests of the plateau, but strangely our machines and Ettin scouts returned only with flowers. Eventually I decided to take charge myself and entered the tranquil forest of the caldera in search of the golden-throated mystery. You may be able to imagine my surprise when I discovered the voice calling to me was that of a tree!

This tree has evolved to trick the indigenous gliding frogs into pollinating it by producing flowers on long vines, that not only physically resemble frogs, but have cleverly cut slits through which the wind blows, stirring the flower and calling forth a very realistic croak. The frogs, startled by the noise, glide over to the flowers to investigate, and finding only a flower, nibble the petals gently while the bloom deposits pollen on their damp back. Another call will be heard, and away the frog will glide, pollinating another flower and collecting more pollen.

The seeds of this tree are tough to open (our Ettin helpers had to use rocks to crack the shell) but are full of a delightful pink goo that seems to have a calming effect on any creature that eats it. The flowers appear to have some slight toxic effect when eaten.

Size : 5 to 10 metres tall

Firecracker Plant (P003)
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At first sight, this small tree is interesting mostly for the long leaves that hang down from the branches, almost brushing the ground. In dry weather, these will curl and twist as they dry out, but in wet weather they stretch and swell to resemble snakes hiding in the undergrowth. During the fruiting season, small red flowers appear along the edges of these leaves, and following pollination, small seeds appear. These seed cases grow until they fit comfortably into the hand and starting at a pleasant neutral shade of green, they slowly darken as they dry out.

Once they become any sort of red at all, the plants must be avoided to prevent any creature from coming to harm. The seed cases contain pouches of volatile chemicals. The chemicals are released when the seeds inside have reached optimum dryness and readiness for dispersal. The seed cases suddenly explode, often an entire vine of seeds will explode in sequence – and fling the seeds themselves over a wide area. It is particularly painful to be around when this happens; it took a very long time to remove all splinters of seed case from the posteriors of the advanced research team the first time this phenomenon was observed.

Size : 5 to 10 metres tall

Astrophyte (P004)
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If ever we find a Norn missing from the campsite while researching the inhabitants of the caldera, then it is almost certainly sitting close to one of these bushes. A medium sized, compact bush found widely scattered over the area, this bush is immediately striking for its very dark foliage. In fact, it is a good job that it has no thorns considering how impossible it is to spot during the night.

Norns seem to become calm and amenable when they eat the leaves of this bush, but no-one was prepared for the effect on them once the bush flowered. During its season the bush is scattered with thousands of tiny tiny white flowers which hidden amongst the dark leaves give it the appearance of a starry night sky. The smell from these flowers is intoxicating and Norns catching a whiff of it will not rest until they have found the bush, whereupon they sit close to it smiling. It was not until a female Norn wandered close that we discovered the real effect of this plant, I can confirm that it is a powerful aphrodisiac.

The flowers last for only two nights, during which the seed-to-be moves into the plants’ interior, and then shrivels and falls like snow to the floor beneath the bush. Tiny seeds are produced actually inside the plant, and are held in a central chamber. By some mechanism I have not yet been able to discover, the chamber contracts at night to shoot the seeds up into the sky. The seeds appear to be covered with a fine net, allowing them to be caught by the wind and carried far and wide across the plateau, but the immediate effect is rather like a firework display as the seeds ‘explode’ upwards out of the plant and is one of the delights of camping in the caldera.

Size : 2 metres tall

Starfruiter (P005)
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Another small bush of the caldera region. In contrast to the previous plant, this one is brightly coloured with almost luminously green leaves with flowers and fruit of an orangey-red. The skin of the fruit begins as a soft and pliant membrane, but hardens in the sunlight until it becomes as hard as rock. 

The plant is a favourite of the crabs that live in the area, and it is always important to check where you are about to sit if one of these bushes is close so as to prevent accidents. The crabs gather near to the bushes to wait patiently for the fruit to fall from the branches, and then scrabble to see who can carry it off into the shadows first. The fruit have a shell that is very thick and takes some force to break open, unless you know the trick. After observing some of the crabs, I found that one managed to open the fruit with hardly any force at all simply tapping one end of it gently on the floor, whereupon the shell will split open in segments to reveal segmented flesh of great sweetness.

Size : 1 metre tall

Fungi (P006)
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The caves that lie under the volcano are perhaps as diverse an environment as the outside world. Certainly the huge variety of plant life outside is matched by the amazing variety of fungi species I found in the cave system. In every cave; the hot caves with streams of lava, the wet caves with deep pools, the floor is carpeted with softly glowing fungi that in turn support a large number of grazing species.

The reason for this glow became apparent after feeding several Ettins on a diet of fungus for some time. The fungus grows on the rocky floor of the cave which is made from ancient lava flows. There is some radioactive element in this rock which is absorbed by the fungus (and sadly, our Ettin volunteers) which is transformed into a gentle bio-luminescence. It was this fact that initially attracted the team to explore the cave system, thinking that the light would make our task easier, but after a while the glow becomes unnatural and allows shadows to linger in the corners confusing the senses and adding to a feeling of unease. This was compounded by the tortured shapes that many of the fungi form during their growth, and the bizarre forms of many of the fruiting bodies. 

Despite this, the fungus is highly nutritious in small quantities, and provides a good source of water. The fruiting bodies are especially useful in times of need as emergency supplies, and the medicinal effects of some fungi are currently under investigation.

Size : various, depending on species

Desert Shell (P007)
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We discovered this plant almost by accident while hiding behind some rocks in the crystal desert. Hidden away from casual observation were several small, low-growing bushes covered in tiny brightly-coloured flowers. Once danger had passed and we were able to leave the area, I dug up the plant and took it home, where I discovered that it has only a very brief life.

The plant is annual, although that said, it can also be tricked into growing if conditions are right. The plant itself grows very fast, and within a couple of weeks of the seed first sprouting, the small bush is covered with flowers. This would normally indicate some kind of pollination vector, but these flowers fertilise themselves and quickly disappear. The plant is then rapidly covered in small bright berries that are very sweet and also form one of the most nutritious foods we have found so far, however, almost as the last berry is picked, the plant begins to wither and fade, and a few days after is completely dead. Of course, when not in a flower pot, this would provide nutrient for seeds sprouting during next season, but in this case simply made a great mess of the laboratory.

Size : 50 cm

Desert Rose (P008)
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A second alpine plant was discovered underneath one of the Ettin porters after it slid down a hill. Unfortunately it was not one of the shy alpine plants, but instead one being slightly larger that is covered in leaves tipped with sharp thorns. After closer examination, we found that this plant seems to grow by means of its very dispersed root system; every time a root encounters conditions that would suit another plant, it stops being a root and starts to grow a new plant. This would suggest that the area should be covered in an impenetrable forest of thorny bushes, but this plant grows so very slowly that I feel we are safe for some time yet.

Again, this plant produces flowers, and again they are self-fertilised. We found, by the happy accident mentioned above, that the berries seem to have mild analgesic effects when taken in sufficient quantities. They are also a very good source of nutrient for creatures.

Size : 1 metre 

Sand Sailer (P009)
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Although every professional tries to maintain a degree of reserve toward their subjects during a field excursion, it was difficult when faced with the more bizarre aspects of the biology of the sand salier. In fact, some felt that this plant single-handedly challenged the idea of an ordered Universe.

The plant appears to be quite normal at first. A small crown of fleshy leaves contains a small but deep pool of water. This water is collected by the plant whenever it rains, but as it lives in a desert, this is not reliable as a source of water. So the plant has developed a large, sail-like leaf that sticks up at the back of the pool (camouflaged to prevent grazers spotting it easily) and by day absorbs the heat radiating off the surrounding rock and crystal. At night, as the temperature plummets, water condenses on the leaf, and slides down the waxy surface into the pool. This pool of water keeps the plant going in the arid atmosphere of the desert.

It is the reproductive style of the plant however that is incredible. A single spike of many flowers is made (the trigger for this is not yet known), also camouflaged against grazers, and pollinated by brushing against passing animals. Development is a random affair, with some flowers being fertilised before others. As a seed begins to grow, the flower turns to dust and disperses. The seeds remain small, but seem to grow little projections at one end that become long and flexible by the second or third day. That night, the seeds that are ready fall off the plant one by one, landing in the pool of water that the plant has amassed. As they hit the water they sink for a few seconds, then appear again at the surface swollen with water, and with the little projections twitching. It appears that the seeds scramble over the edge of the pool and stagger back and forth until they disperse themselves over a wide area. Of course, this is a very romantic notion, and I am sure there is some other, more scientific explanation.

Note: After diligent searching and some sobering up, it was eventually discovered that the plant has a more conventional life cycle than was thought. Animals, attracted by the water, drink from the pool and in the process ingest seeds from the plant. They wander away, and in due course..er..deposit the seeds in another area.

Singing Shards (P010)
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It took some time to appreciate that these forms were actually exhibiting some kind of life. At first (and probably second, third and fourth) glance, the crystal desert seems to be littered with columns and chunks of rock that have grown out of the lava and been there for ever. However, after being forced to make camp there for some nights after an unfortunate incident with some local wildlife and a butterfly net, our perceptions of the area changed.

It is true that the main lifeform of the crystal desert is, in fact, crystalline. They appear in a huge range of types, colours, textures and sizes with complex twinning, cubic orientation, isometry all around. It appears that fresh lava is used as a kind of food source or growing medium as experiments to remove crystals from a pool of lava concluded with the stunted growth of that crystal. Once full size has been achieved, the shard has an opportunity to develop its colour, communicate with others (via a resonant sound effect), and live a full life. The problem, of course, is that crystal live in geological time, whereas the original watchers were watching in more conventional Shee time.

Reproduction is very simple, with the old, worn out adult shards succumbing to gravity and wind pressures causing them to fall to the ground where it inevitably shatters. Some portion of its body is melted by the lava and is recycled as nutrient for other crystal, but small fragments of the parent land in the right conditions for them to take up minerals and energy from the lava and grow again. The mineral balance in the lava they find themselves in determines the eventual form the adult crystal will take of course, but growing crystals are very picky about their colour, and will often try several shades before settling on one by absorbing large amounts of the relevant minerals.

Note :Linneous Unlikeus was found after several days wandering in the desert muttering about crystalline lifeforms and the miracle of birth. After some rest and a cup of tea he had calmed down somewhat, but couldn’t remember what had so upset him to begin with…..

Size : various, according to type

Chromatic Sulphur Polyps (P011)
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A feature of the crystal desert is the numbers of fumeroles found dotting the area. These act as vents for the molten rock below, allowing super-heated gasses to escape to the surface. Usually encrusted with minerals (such as sulphur) that have condensed there, they are exploited by a few plants. One such is the chromatic sulphur polyp, a large simple plant that resembles a jellyfish and hangs above the fumerols.

The plant collects the gasses escaping the fumerol in a domed canopy. Full of hot gas, the canopy expands and carries the polyp higher above the desert. Once up high and out of any immediate danger, the polyp feels safe enough to digest its meal of mineral-rich gas, and as it does so it cools and drifts slowly downwards. The sight of  the polyps dropping down and floating up above a fumerol is one of the most distinctive of the region.

Adult sulphur polyps have a camouflaged topside to their canopy to avoid attack when hovering just above ground level. Their underside is usually brightly coloured, and like the crystals, they can change this depending on what minerals they choose to absorb from the hot gas. One of the crew has begun to call them ‘volcano fleas’ and mutters that when numbers grow too great, the volcano will erupt.

Note: strangely, this is not far from the truth. When the volcano erupts, the sudden increase in the volume (and temperature) of the gases coming out of the fumerol triggers rapid mating and egg laying by the adult sulphur polyps. The eggs incubate in the hot gas and lava of the fumerols, while the adult polyps dies leaving only newly emerging young and adolescents behind.

Size : as large as 1 metre diameter when an adult and inflated

Lava Cloths (P012)
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Although similar to the fungus carpet found in the cave, it has been almost impossible to decide whether the clumps and lumps of matter found on the floor of the desert are also fungal or in fact bacterial. Perhaps due to the harsh nature of its environment, the cover is patchy rather than total, and each isolated clump is low-growing, dull in colour and simple in shape in comparison with the cave flora. However, even in this there is some variation – the smaller (and presumably younger) clumps are brighter in colour (although it is apparent that the colour is intended as camouflage, as it tends to be composed of the same mineral stain as the surrounding floor) and more flamboyant in shape.

This fungus/bacteria is burnt to a crisp every time the volcano erupts, or a fumerole nearby vents more gas than normal. At first this seemed a flaw, but I have recently discovered that the seeds of this organism are extremely fire-proof (as might be expected from a plant so close to a volcano) and actually need to be lightly toasted before they can germinate. After every eruption, the landscape is cleared of old cover, and very soon is dotted with intense spots of colour as the new growth germinates and gets established. The dots soon grow into clumps and gradually loose their colour and texture, and wait for the next eruption.

Size : Various, depending on species

Feather pod (P013)
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This plateau is full of lifeforms that we almost recognise, but every time we begin to feel at home with the landscape, closer examination reveals how far from home we are. I have in fact been asked to refrain in future from the weekly ‘Life of Sphericus’ lectures I was entertaining the crew with as it seems to upset them somewhat.

The cause of the latest upset was the feather pod. On dear Albia, we had similar plants in our forests, although of course, they were only planted two or three deep. On this plateau however, what should have been a small, neat plant that provided nutritious berries for the Norns to ignore turned out to be a huge, rough-trunked and barbaric tree with large ferny leaves held high out of the way. The sudden change in scale from Albia to here traumatised the Ettins and put our work several days behind.

Apart from the size of the feather pods, the roughness of their trunk (caused by the rotted remains of old leaves), and the hugeness of their foliage, they appear to be normal plants, producing flowers on long dangling vines, and subsequently berries of great sweetness just within reach of a hungry Norn. They do provide useful shelter and the dry leaves are good for starting fires.

Size : 2 –3 metres tall

Lizard Tree (P015)
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Again, a plant of surprising ordinariness and perfectly unremarkable, if it were not for its similarity to a much much smaller version back on Albia. At home, these plants are small and delicate plants that grow in tropical conditions and give a sense of the exotic. Here on the plateau they are huge primitive affairs with scaled trunks and house-sized canopies. They make the forests dark and forbidding. Were it not for the fruit they provide in such abundance, we could not persuade the Ettins to go near them.

Size : 10 to 20 metres tall

Popping Pod (P016)
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Considering the number of explosive plants around on the plateau, and the ever-present lava, I am always surprised to see how lush the area is. This plant is another example of a fire-raiser; in fact it actually depends on fire for defence and the delicate matter of reproducing itself.

This is a smallish stout tuber that is easily found on the floor of the forest, half-buried in the mud. The visible portion is about level with a Norn’s waist, and more is buried. On top, there is an abundance of leafy material, heavily coated with spines. The tuber itself is also covered in thorns, and as we soon discovered, these are explosive.

Beneath the bark of the tuber, surrounding the base of every spine, lie small sacks of chemical which, when broken explode. The seeds of the tuber also lie under the bark, and when the explosion is triggered, they are released into the air to be dispersed. I feel that as a defence mechanism this may be a little drastic and it probably evolved as some form of defence against fire. The top layer of bark would be burned, triggering the explosion and the release of seeds to replace the tubers lost in the fire. 

During the wet season or if flooded, the tubers are too soggy to explode and so are safe, or safer anyway. It is still possible to harvest these strange vegetables providing you use a long stick to poke them first to make sure. If they do explode, then at least the bits that one can collect are pre-cooked.

Size : 1 metre tall

Terralinum Bulbous (P017)
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In comparison with the other tubers found in the forest, this is a very ordinary plant. Again, it sits half-buried in the soil, but is larger than most and taller than the average Norn. There appears to be no fatal defence mechanism, the tuber relying on its tough bark to protect it from casual grazers, and it provides no fruit or flowers as it spreads by means of its underground root system. Roots spread in all directions until one hits a good patch of soil with plenty of nutrient. The root then settles down and starts to become another tuber. The parent and baby tuber remain linked together for a year or so, food and water passing to the baby tuber from the parent until it can establish itself firmly in its new position. At this point, the root withers, leaving the small tuber to fend for itself. The parent expends so much of its own resources to help its offspring that it usually dies after producing three or four tubers.

The bark is very good for stopping bleeding if held over a wound, and the thick roots that connect parent and child are a good source of both water and nutrient if located, cut and hung over a bucket to collect the sap.

Size : 1 metre

Pinus plateaus (P018)
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Also known, as ‘season spiters’ as these trees seems to follow no seasonal change, remaining green all year round. Generally found at higher altitudes and in the canyon in particular, they are large strong trees with straight tall trunks and topped with dense foliage that remains a dark green colour all of the time. They frequently glitter slightly in the sunshine, as their only defence against grazers (apart from height) seems to be to exude a sticky resin from their trunks which engulfs insects and small animals that it touches. We sadly lost an Ettin this way when he decided to sleep under the tree and was turned overnight into a rather fetching statue. He now stands in the entrance to the main building with a pot for handy tools in his arms.

The trees are hermaphrodite, producing flowers on long vines that dangle down almost to the floor, allowing pollination by animals that normally cannot climb the trees themselves. Although each tree pollinates itself, it still needs that help, and in return the nuts that form later provide an abundance of food throughout the year. Many animals take these nuts to store in various locations against seasonal hardships. Those that are not discovered often grow into trees themselves at some later date.

Size : 20 metres tall

Sphericus Canis-Mas (P019)
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This low-growing plant infests the plains. It is not very nutritious, and needs a lot of chewing as it is so tough. The plant has lots of strong leaves growing from a central point and rarely manages to get much higher than a Norn’s waist, but if the leaves are stripped from the plant and dried they make excellent roofing material as we found during our first years on the plateau.

It is a common sight to see grazers on the plains, especially herds of large vegiraptors, standing knee-deep in the bracken and patiently chewing. It is also a common sight to see such a herd suddenly leap four feet into the air and land running in all directions, having just been surprised by a predator creeping up on them through the undergrowth. It is great to hide in or dangerous to be around, depending on your nutritional point of view.

Not much is known about the life of this plant. As with most common plants it has not been thought exotic enough to worry about, however, it does seem to have favoured seasons for growing, and may even reproduce occasionally. 

Size :  upto 1metre

Sphericus Latifolium (P020)
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While closely related to the previous fern-like plant, this one is much more delicate in every way. They have delicate fronds, gracefully divided rather than clumpy leaves. The fronds first appear delicately curled and then unfurl themselves as they grow (a most amazing process to watch over several days). They wave in the breezes rather than clatter together and they smell better. And need less chewing. 

A herbivore put down for the first time on the plains would have a hard choice to make – do they eat the more rare but delicious ferns into extinction, or do they just knuckle down and eat the bracken and leave the ferns for pudding? 

Note: gather some new-born herbivores together with some bracken and ferns and maybe we could settle this one for once and all…..

Size : 0.5 metres

Old Maids (P021)
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Hidden in the foliage of the plains are several tuber species that trip the unwary foot and make rolling out a sleeping mat a dangerously lumpy business. However, they are an excellent source of food for Norns and Ettins and the numbers of them on the plains make life a little easier. You only have to worry about dodging the predators rather than where the next meal is coming from.

I will start with the smallest type of tuber on the plain, a heavily thorned tuber of very small proportions; in fact it resembles a hedgehog more than anything else. The tuber itself is small but dense, giving a good return of nutrient and water for very little digging. It spreads along the line of its widely ranging root system budding new tubers off at regular intervals, making a clumped pattern of growth. Once one has been found, then it is easy to follow the root system and find enough to satisfy the most urgent of appetites.

Size : 0.5 metres

Volcano Tuber (P022)
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A second example of the tubers found on the plains is this larger and less formidable. Protected only by its tough outer layers of old leaves and fibrous material, this tuber is found widely spread over the plain rather than in clumps. It is tall and thin, an unusual shape for a tuber, and so holds the foliage at the top out of harms way. Due to the elongated shape however unless the party is desperate then digging one of these tubers out is not a task to lightly take on.

This tuber also grows by asexual reproduction, splitting off small tubers at the base of the larger ones. The small tubers tend to be hidden beneath layers of bark and old leaves for a while as they grow, but are much easier to remove than the old one! One consequence of this is that tubers of this type tend to spread out from a central point, and it is quite a shock at times to stand near to one, and realise that it is part of a circle that stretches for twenty metres or more.

Size : upto 2 metres tall, but can be spread over a wide area and still linked together

Marsh Delta (P023)
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Down in the marsh, some strange influence has made the plants either much larger than expected or more likely to be dangerous. The surface of the water, for example, is covered almost completely with the leaves of the giant marsh delta where the depth of the water permits it.

The leaves are large and strongly ribbed on the underside. The edges turn up to prevent them being swamped by water, and they easily support the weight of a Norn. In fact they make an excellent way of getting from one island to another in the marsh. The leaves form a loose aggregation, each has several tendrils attached to the underside one of which anchors it to the muddy depths of the marsh, and the others twine themselves with the tendrils of neighbouring leaves, keeping them loosely connected. These roots or tendrils are a tasty snack, and prized by much of the marsh fauna. 

The marsh delta flowers during any period of low water. It seems that as the leaves are crowded closer together by the dwindling amount of water, they nudge each other into action, and large flowers suddenly appear in great profusion. Seeds are quickly produced, and sink to the bottom of the marsh to wait for wetter times before germinating.

I must own up to a most unprofessional feeling concerning these plants. I found myself the other day strangely moved to see a young marsh giraffe paddling at the edges of one such leaf nibbling at the flowers. A most pleasant picture it was, although sadly I did not have my butterfly net to hand to catch the Stilty and make it part of a more permanent portrait.

Size : individual leaves approx 2 metre long

Auqa Spears (P024)
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Very few plants have a true cosmopolitan distribution on the plateau, the areas of difference may blur but rarely to the extent that allows a particular plant to excel everywhere. Aqua spears are one of the few exceptions to this, being found almost everywhere in the presence of a stream or lake. In fact they are a marsh plant specialising in stabilising edges and banks where land and water meet. They have done this so successfully that they are a common sight all over the plateau.

They have a very simple appearance, with a sheaf of long, simple, slightly pointed leaf blades gathered together at the base and fanning out and a simple spike that carries flowers and seeds at various times of the year. The root system is amazingly complex with a net of thick roots anchoring the plant to the mud. Other roots probe into the bank to act almost as staples pinning the plant down even further.

The plant provides some cover for the more shy fauna as it ventures into the water or hauls up onto land, but it must always be remembered that a plant that can hide a harmless animal may also conceal something more dangerous, and we have frequently observed clumps of rushes strewn with bones and intestines. The seed heads may make a poor meal for a Norn, although they usually find them a little fluffy. We found that this was easily remedied by soaking them overnight in Nicensteadeous’s Sauce #3 and avoiding naked flames while eating.

Size : various according to variation in water quality

Jewel of the Marsh (P025)
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The marsh has its own interpretations of what a good tuber should be like. This is the smallest of the tubers in the marsh area, and is characterised by very long thin prop roots that hold the main bulbous body of the tuber out of the muddy bottom of the marsh completely. In dry seasons, the entire tuber can be seen supported by its roots; if these ever dry out, then the tuber falls over and dies.

Although the roots anchor the tuber to the marsh floor for most of the year, when the area floods they may be ripped out of the mud and the tuber will end up floating. This seems to be a trigger to switch from the ‘budding root’ reproduction tubers seem to specialise in to a more bizarre form of floating reproduction. Tubers suddenly bloom with flowers all across their bulbous bodies. As they float, they bump into other dislodged tubers and pollinate them producing seeds that are scattered into the water that then sink and await the time to grow.

At night one can hear this vegetable dance as the crash of tubers bumping into each other drifts across the marsh.

Size : approx 0.5 metres tall

Mud Potato (P026)
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Another tuber, slightly larger than the previous marsh tuber. This one has more conventional roots, although they are still long enough to hold the base of the tuber out of the clinging marsh muds. This tuber is more often found on the banks than in the waterways. It stands hanging over the water as though admiring its reflection.

It is not just large, but also very tough, as tubers do seem to be. It has long spines in addition, which serve as a deterrent to larger grazers, but act as footholds for smaller and more agile herbivores to reach the abundant fruit that this tuber often carries in the crown.

This tuber also usually reproduces by budding, but occasionally will follow the herd, and when the area floods, joins in the jostling mating frenzy decked out in new flowers and bumping into as many other tubers as possible.

Size : 1.5 – 2 metres tall

Lensweed (P027)
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This is one of the smallest of the plants on the plateau, although strangely it forms a vital food supply for some of the largest beasts. Note to self: why does this always seem to happen? Could we increase the size of our animals by feeding them smaller food?

Anyway, the plant forms a blanket across areas of water in the marsh that are not already covered with marsh delta, and any tidal change in water level can easily be tracked by observing the line of stranded lensweed on the shores and islands. Each lensweed is a small hollow ball of green that floats on the surface of the water happily soaking up sunshine and making food. The sun however does not always shine, and to replace all the leaves that other plants have, the lensweed has a small biological lens set into one side to concentrate the sunlight and allow it to continue making food in all weathers.

Like many plants on the Plateau, the lensweed occasionally is more dangerous than it seems. When the season changes, and the marsh begins to dry out, the stranded lensweed litter the edges of the islands and shore. As they begin to dry out, they produce seeds inside (by cloning I believe). The crystal keeps on absorbing heat, and eventually the lensweed catches fire – usually with some considerable force (there is some argument about whether it is a proper explosion or not, our definitions have changed somewhat after meeting the inhabitants of this explosive plateau). Of course, the seeds are scattered by this, and hopefully some will enter the water to develop as a new crop of weed. Problems occur when this weed is carried to other areas of the plateau and allowed to dry out, although it is useful as a fire starter in the right places.

Size : 10cm diameter
Mud Stars (P028)
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A very strange organism and only tentatively filed under the Plantae for the moment. It comprises a kind of shell, a fleshy amorphous body and several large fleshy photosynthetic leaves, it therefore contains elements of several phyla at once.

The shell is large, long, and slender and sits at the base of the body completely enclosing it. It is used to bury the mud star deep in the mud at the edge of the caldera lake, where it remains at a constantly warm temperature all year round. The fleshy body stretches out of the shell, through the mud and to the surface, and then opens out into the fleshy green leaves that are all that is normally seen of this organism. After several experiments, I realised that the animal I was looking at should really be called a plant as it never ate, but made all of the food it needed in the same way as a tree i.e. by using sunlight on its leaves.

The plant however exhibits some animal characteristics as well. It can sense movement (whether through vibrations of the ground, or changes in air pressure is not clear) and instantly contracts leaves and body to pull them under the mud and into the protection of the shell. Reproduction would appear to be by binary fission, with a smaller body split off from the parent, then having to secrete a new shell and generate pigment in the leaves. In cases of extreme over-crowding I have observed that mudstars migrate from one pool of mud to another, but this is a very slow and dangerous process, exposing the plant to great risk, and so is only usually carried out after the breeding season has raised the numbers in each pool.

The flesh is good to eat, but some work is required to remove the mud stars from their shells. The simplest trick we have found is to try and prise open the top of the shell, where it appears just peeping out of the mud, and use hooks to pull out the remainder of the animals. Failing this, a lot of digging needs to be done….

Size : 0.5 metres
Drooping Tree (P029)
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Although there are many tubers in the marsh area, there are few trees, probably due to the shifting nature of the mud that they grows on, and the frequent floods. However, the tree that is most commonly found is beautifully adapted to its home, with an amazing root system to cope with all sorts of conditions. Deep roots punch into the mud, holding the tree upright. Shallow roots spread out over the surface of the mud to help stabilise the tree and prevent it from drowning, while prop roots can support the tree in times of flood when the ground is literally washed out from under it.

The tree droops over the water, making a patch of shade beneath it. This shade attracts insects and small animals during the heat of the day, which often end up pollinating the flowers of the tree with minimal effort on the trees behalf it doesn’t even need to entice them with nectar as they form something of a captive audience. Seeds can be dropped straight into the water for dispersal, so effort is also saved there.

Size : 5 to 10 metres tall

5. The Biology of Sphericus Herbivores (according to Linneous Unlikeus)
Spider Skaters (A001)
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Found exclusively in the tranquil caldera region, the spider skater is a completely harmless, very shy and timid creature. It spends most of its time on the water using the large leaf-like feet at the end of its skinny legs to skate over the water surface, where it can build up quite some speed. They have also been seen burrowing in to the mud where we believe they hibernate in times of extreme cold. This activity may also be part of the mating ritual, as the smaller adult spider skater seem to go into the mud and lots of very small and brightly coloured ones come out a bit later. Is this a parent incubating young? The small or young skaters are chaperoned around on the surface of the water by several large adults, who seem to guide the flock by creating ‘paths’ of ripples.

On the water, the skaters are graceful and fast, and skate around catching flowers and fruit that falls into the water. Their large beak can open most fruit, although they seem to have problems actually eating some fruit, a combination of floating fruit and no hands is always tricky I suppose. On land the skaters are awkward and easy to catch; watch out for the beak as it can easily remove stray fingers.

When not chasing fruit out on the water, spider skaters display a peculiar bobbing action which we have thought might be its way of communication, and so to test this theory we made some waves in the water ourselves. When our target spider skater ‘received’ our ripples it looked most confused and went back under a tree to ponder on whatever we had said. The language is subtler than we thought…

Size: approx 1 – 2 metres

Troglodyte Crabs (A002)
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The first time we saw one of these animals we thought the fruit picked for lunch was haunted. The ghost turned out to be a large fruit eating organism with a big claw, using the hard shell of a croakanut for shelter. Intrigued, further study revealed that many of the fruit shells littering the shore of the caldera had clawed inhabitants. The crabs are solitary, put two together and they will studiously ignore each other. Mating, we imagine, must be a strange affair unless the two sexes show a little more interest in each other than normal. We have observed females, we assume that the smaller crab is female; whichever sex it is, it holds a territory under a fruit tree and drives off other crabs by ignoring them in a very menacing way, catching ‘males’ and hauling them out of their shell. At some point, by one or the other, eggs are laid that later hatch into tiny versions of the crab, using unripe fruit as a temporary home.

Although this is a fruit eater, be sure not to get it angry, because that claw is a vicious weapon. It seems to get angry if it is bothered in any way. Don’t get too close, don’t make sudden moves, don’t throw things at it.  It’s a generally bad tempered creature, however, it isn’t hugely active and can spend some considerable time under trees before sauntering out to eat fruit.

Size : 0.5 metres

Glow Bugs (A003)
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The cave system is almost a direct opposite of the caldera being dark, cold and damp or hot and humid and is generally full of non-tranquil life forms. Perhaps one of the gentlest is this rather cute little beetle. A medium sized beetle of normal appearance it glows a little in the dark due to its consumption of the radioactive fungi that coat the floor of the caves. Proximity to this creature should be kept to a minimum due to its high radioactivity, and also the dangers that proximity to a light source in the caves brings with it. As well as glowing, the beetles make a trilling ticking noise as they graze that is actually quite pleasant. 
At first we assumed that the beetles had a random distribution based on food resources, but eventually managed to discover that they often choose to graze near another denizen of the caves; the Dratbane. This large plant uses a lure that resembles a glow bug, and presumably the glow bugs feel that they are safer from the Dragonbats that eat them if they are close to the plant that eats the Dragonbats. As a final twist in the relationship, the plant is plagued by parasites that lay their eggs in its leaves, and the glow bugs regularly eat as many of these eggs as they can find.

We captured a beetle (curiosity compelled us) and sampled its DNA to see how it coped with such high radiation levels. We are still studying and puzzling over this, but it seems as if the DNA copying does some sort of cross referencing! This obviously bears further research.

Size : 30 cm 

Shadow Sponge (A004)
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An unimaginable genetic history has made this a very unusual creature. We found, after conducting several experiments with a fruit knife, that shadow sponges are virtually immortal; chopping them in half simply makes two smaller animals. The sponges have no discernible life span limit, reproductive strategy, or general awareness and it is resistant to radioactivity. This is useful as they feed on the radioactive fungus in the caves.

Shadow sponges appear to be entirely harmless as long as some distance is kept or exposure to them is limited. They are long and sponge-like in appearance, and their only real visible feature seems to be a tiny rasping mouth at one end.

Ah! We recently discovered one aspect of their lifestyle that previously had escaped us. It is possible to completely dry one of the sponges out (an Ettin had collected one for study, but stupidly brought it back in a net), whereupon it becomes very light and is carried by the wind anywhere it blows. If it lands in water, however, it quickly swells back to its original size and carries on as if nothing happened.

Size : upto 1 metre

Slitherghost (A005)
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In some of the wetter caves, it is possible to find these very slimy and almost transparent slugs. Much larger than any slug we have ever seen, they graze on the radioactive fungi in the cave, and are themselves slightly radioactive. The edges of the foot and also the stomach of a well-fed specimen are particularly easy to see due to the enhanced glow. 

Although the slitherghosts spend most of their time in water, grazing at the fungus they can easily reach, when they do venture into the cave proper, they have a most unusual effect on the Danglers that infest the more cramped caves. When a slitherghost touches the tendrils of a Dangler, it is treated as any other prey, covered in more tendrils and an attempt made to lift it to the digestive pouch of the Dangler. However, because of the quantities of slime that coats the slug, the Dangler is unable to get a good grip, the slitherghost escapes, and the Dangler is incapacitated for a while until it can clean the slime from its tentacles. This has proven to be vital information for anyone who wants to visit the caves – follow the slitherghosts through the caves.

Size : 2 metres long

Desert Golem (A006)
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A large pod-like creature with specially developed mouth parts for eating crystals. It is completely harmless (we believe) but has a very tough skin and an incredibly solid build. The mouth parts are fantastically powerful and could be used as a weapon, although we have never observed a desert golem attack in this way. They are usually quite approachable and not nearly as timid as many of the other animals on Sphericus. The only things that frighten a desert golem seem to be Sunscreeches and Desert whips (we were experimenting again with recorded sound). It was during these experiments that we also discovered that, like the sponges, any part that fell off a gloem could eventually be grown into another golem – this is perhaps due to it’s more crystalline nature. 

Size: 2 metres long

Lava Mites (A007)
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There is some debate over whether these beetles are related to the glow bugs of the cave area or not, but they do appear to share many characteristics. These skittish beetles also eat radioactive food (bacteria or algae in this case) and occasionally even bits of rock or crystal. Despite the ferocious appearance of their powerful jaws they are quite harmless,  although they will bite when aggravated (more fingers lost to science). Possibly to enable them to blend in with their crystalline background, they have a brightly covered shell which is slightly luminescent. The other alternative explanation is that the bacteria or algae that they graze on is again radioactive, it must be a lot weaker than the cave system fungus as the glow from the lava beetles can only be seen at night.

They are also very hot, so it is advisable not to pick one up. This heat is generated by careful fermentation of radioactive algae and rock in the gut. The female then ..er..excretes this to produce a mound in which she lays her eggs. She helps to incubate them and is such a devoted mother that she usually dies of starvation before the young beetles hatch. It is not known what the male needs to be so hot for, possibly just to annoy the local wildlife.

Size : small, less than 50 cm each

Armoured Sloth (A008)
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Large and slow moving, this herbivore slowly trudges across the land grazing on leaves and roots and tubers. The poor sloth seems to have been the subject of some obscure joke played by its designers; it is short-sighted, its low moaning call sounds like an old man as it walks along chewing its food loudly when it eats. 

It has been suggested by one of our party that the females carry the young inside their shell until they are old enough, and their shell becomes tough enough to survive in the wild on their own. Females are thought to be territorial and males nomadic, but personally we think experimental error on the part of the person painting numbers on their shells was more likely.

All adults are covered by a large shell which they can use to protect themselves by partially retreating into it, and pretending to be a boulder. The existence of this particular animal was discovered one day when one of our party felt the rock beneath him move. He soon discovered that it wasn’t a rock at all.

Size : 1 metres tall at the shoulder

Humming Darts (A009)
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These sprightly animals spend much of the day darting around sucking the nectar from flowers with their long tongue. Their light weight (hollow bones we believe) and cold-blooded metabolism means that they can survive on their diet of almost pure sugar. They are most active during the day when the sun warms their blood. They have a particular taste for Croakanut flowers (and the tree is also dependant on the darts for pollination) and it is delightful to see them flitting through the trees, tracking down the source of the incessant croaking.

The darts have beautifully coloured skin which they seem to be able to change over the seasons to match their current preferred food source. A very fine membrane stretched between their arms and legs gives them the necessary lift to turn a leap into a glide. It was at first thought that the darts climbed the trees and glided downwards, but recent research using weights and a crash mat have demonstrated that the darts are actually ground creatures that have taken leap-frogging one step further.

Size : small and incredibly light, approx 50 cm long

Stag Beetle (A010)
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This huge armoured animal wanders heavily through the forest eating fruit and roots. It is not particularly bright we believe and can often be seen walking through spider webs and breaking them, much to the spiders annoyance. It is incredibly tough and we have often seen Ettins use it to carry things as it is so strong and they are so lazy at times. It doesn’t seem to notice (or care) that they do this, but it is hard to make it go where they want it to go, due to its very stubborn nature.

We have no reports of anyone seeing this beast engaged in anything other than trudging through the forest or bulldozing vegetation, but we presume that they know which are female and which male and occasionally use this information to continue the species. Unless they are just so set in their ways that this is not important to them?

Size, 1 metre long

Lumbering Oraped (A011)
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This gargantuan animal lumbers around very, very slowly. It is quite harmless as long as you stay clear of its path, as despite its huge size and implacable nature, its only food sources are entire trees and critter mounds. It has an incredibly slow metabolism so it does not need to eat very often, and it is more often seen slowly ambling across the plain toward another tree than doing anything once it gets there.

Its deep vocalisations have been known to shake furniture and cause minor avalanches, and it is the only recorded animal of the plains so far that hasn’t succumbed to the simple trapmat. In fact we have reports that these orapeds can kill the trapper by simply standing on them a bit heavily. We don’t actually know much about this creature as observing it do anything takes such a colossal amount of time.

Size : 5 metres high

Vegiraptor (A012)
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Standing on high ground, one of the first things that an observer would see on the great plains would be a herd of bipedal herbivores that move like lightening. These Vegiraptors prefer to graze in herds and have excellent movement perception, making study of these animals very difficult due to their flighty behaviour. Although speed is their best defence, when cornered they are very strong and have sharp claws on their feet, this makes catching one quite dangerous unless it can be isolated from the herd.

They have a simple life living in herds composed mostly of females and young of various ages. Males occasionally wander close enough to interest a few females in some more intimate activity. Usually males form smaller bachelor herds that can be heard singing loudly at night (daylight usually finds them slumped under a tree somewhere). They are remarkably stupid beasts though, and the attempt made to domesticate them had to be abandoned when it was discovered three Ettins were needed to lead each one in the right direction. Their chief pleasure in life seems to be eating ferns.

Size : approx 1.5 metres tall, 2 metres long

Wheelibug (A013)
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After some time spent tracking down the source of the rustling noise in the undergrowth, we found these large multi-legged insectoids. They roam the plains eating a variety of different types of vegetation and generally keeping the place under control.

When disturbed or threatened in any way they curl up into balls, leaving their legs sticking out the side (if you can imagine this). Using their legs like this, they roll at incredible speed away from whatever threatened them in the first place. We took one back to the village to study and it took some time before it felt safe enough to uncurl and explore. Once it felt safe, however, and as long as we didn’t touch it, it showed a great deal of curiosity about the new environment it found itself in. They really are quite endearing pets.

Size : appox 50 cm long

Critter Chimneys (A014)
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Again, looking out over the plains from some lofty vantage point, it appears to be littered with these large structures, cleverly designed to maximise heat gain from the sun and containing huge numbers of critters. The nests are made by the critters to protect their queen and young, and it is truly a marvel to watch the minuscule individuals manipulating the ferns and cut-up leaf to build such huge imposing homes.

The critters form a favourite food of the large orapeds that live on the plains, and we have noticed that the termites are fierce in the defence of their home. This lesson told us that going close to attack the nest was bound to end in severe pain, so if the nest was to be opened by force, it should be done so at a distance. To our shame, we eventually discovered that the best way to catch and eat these highly nutritious animals was to tempt them out of the nest with a stick and some honey….

Size : depends on size of colony – from 1 metres to 2.5 metres tall, and width varies with each one

Stilty (A015)
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Found exclusively in marshy areas, these long-necked waders eat leaves from tall trees and generally munch on any available greenery. They are very slow movers but luckily their only real predator is the spear tree, which is unable to move and is easily avoided by all but the youngest of stiltys. Their strange design (three spindly legs that can support their huge bulk only in water) has made it nearly impossible for them to walk on land and so they are at the mercy of any alteration in water level – they are confined in low water to those areas of water deep enough to support them and can be easily attacked by more aggressive predators.

They are quite friendly creatures and make a low deep sound almost like a purr, although they don’t like being made fun of and will let out a trumpet-like sound to demonstrate their annoyance. Their life span is quite long (this is presumably to compensate for the slow pace of their life) and although we have yet to see any reproductive activity, we have seen eggs floating near to what we presumed to be a female. Only last week, Dr Bottleous spent an inordinate amount of time trying to catch a baby stilty lurking at the edge of the water attempting to be invisible.

Size : 3 –4 metres tall, but quite hard to tell as it remains in water all the time

Monopod (A016)
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This animal, or the description thereof (to be accurate) is a miracle of scientific methodology and truly dedicated field biology. We discovered by accident that this is actually a young monofly (I won’t bore you with the details of the accident, but several Norns were unable to sleep for weeks afterwards despite telling us they were tired almost continually).

It skates along on the surface of the water scooping up and consuming algae and small vegetation. Eventually this idyllic life must end, and once it has become fully grown it pupates at the bottom of the marshy water undergoing an amazing transformation. Eventually it emerges as an adult; a monofly. It is one of the ironies much beloved of Nature that the monopod is the favoured prey of the monofly and monofly predation is the single biggest controlling factor on monopod populations.

We have found after much experimentation that even a large monopod does not support the weight of the smallest of Ettins. We were hoping to use specially trained monopods as a form of water vehicle, but after seeing what lives further out decided that we might prefer to stay on land. 

Size : small and light, approx 50 cm long

Puffer Terrapin (A017)
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Found exclusively in the marsh area the puffer terrapin gently grazes on marsh delta and roots. It can survive on land but is not particularly mobile unless in water. We have seen what appear to be parent terrapins carrying young on their shell while in the water, so it appears that the terrpain also makes a good parent. Tracks in the mud first thing in the morning suggest that they may come out of the water to lay eggs in the mud.

It is quite bold as it relies on two basic defences; a three-piece armour plated shell will stop most things that might attack it ever doing much damage, and if this fails it, it is also able to inflate itself quite significantly using huge air sacks positioned under the shell. It is completely harmless, however, and it can be quite amusing watching it repeatedly inflate itself when you poke it.

Size : size aries with age from 50 cm to 3 metres

Sparkbug (A018)
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These small beetles were found in the forest at first although they are also found on the plains. Their primary mode of locomotion seems to be catapulting themselves into the air with their powerful tail usually held curled beneath the body. The first time you spot one will probably be when it has just launched itself into the air, and due to their camouflage, they are much easier to see when moving. 

Although they will eat most vegetation they comes across, they have a peculiar habit of creating sparks as it lands, setting fire to areas of forest, then it returns later to eat the tender shoots as they emerge. Why it has developed this cultivation of new growth we are not sure, but we believe the system was used first to scare off predators. Needless to say the sparkbug is fire resistant. 

One positive benefit of the bugs’ defence system is that they are able to clear areas of forest of spiders for a while, and so experiments are taking place to find something fire-proof to carry these bugs in to ensure spider-free travel through the forest.

Size : very small, less than 50 cm each

6. The Biology of Sphericus Carnivores (according to Linneous Unlikeus)
Sharklions (A019)
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There are few water-based creatures on the plateau that we have been able to get close to, or more accurately, want to get close to. Curiosity impelled us to at least try and capture a sharklion though after seeing one catching troglodyte crabs in a most entertaining way. These large, almost completely flat animals have a huge mouth at one end and eyes positioned to enable them to lurk under the water surface but still see above it. They glide through the water to a position just off the shore, and then sit to wait for something to come close enough to the water’s edge to be a potential catch. With an explosion of power, they seem to surge up the shallow slope, open their head wider than I ever imagined an animal could without loosing the top half of it completely, and then subside down into the water again.

Luckily for us, they seem to prey mostly on crabs and spider skaters, and so have not yet adapted their technique to avoid being netted. Maybe we shall see some changes to their design before long, as sharklion fishing is proving to be a popular pastime here. They move awkwardly once out of water, but so well once in it that we have been unable to discover much about their life at all. They have been seen to now choose islands in the caldera lake to bask on, and with the disappearance of several Norns while swimming in the water, we do not feel too compelled to follow them across the water.

Size : upto 2 metres long

Dratbane (A020)
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This large plant is found in the hottest areas of the caves only, where it is thankfully rare. It has large fleshy leaves covered with stout spines, and a long tendril with a swollen glowing end. This it uses as a lure to attract its favourite food; dragonbats by waving it around in the air and on the floor in a not very convincing manner. Luckily, the drat is attracted by most glowing things in the caves, and they are stupid enough to try and catch the ‘beetle’ on a regular enough basis to continue the existence of the dratbane.

Once a drat has landed on the bane, the leaves snap shut on the hapless drat, and it is injected with a paralysing toxin that tops all the spines. This done, and the struggles over, digestive enzymes begin to ooze out of the plant’s leaves and begin to dissolve the drat. The resulting sludge is absorbed by the leaves or runs into the central pouch which acts as a kind of mouth.

The dratbane has a strange relationship with two other cave inhabitants the glow bugs that shelter around it and remove parasites from its leaves, and the camp wasp that parasites it by laying eggs inside the leaves, but also pollinates the flowers that a dratbane produces once in a while. More research is needed, but so far no one has shown much enthusiasm for the task.  

Size : can be upto 8 metres in diameter

Strangler Vine (A021)
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The cave system seems to be full of all sorts of surprises, and these nasty dangling carnivores were one of the biggest. We lost an Ettin to one of these once, and it certainly wasn’t pretty. The strangler vines secure themselves to the underside of low cave ceilings, and then unfurl a special thin tentacle to a little above ground level. Then they sit there and wait for something to disturb the tentacle and trigger the release of special toxin-spiked tentacles to paralyse their prey. If this has been successful, the strangler vine then drags the creature up to its mouth pouch where it is slowly dissolved by enzymes.

With a static lifestyle, the stranglers are not free to reproduce sexually, and young are released by  a parent after a particularly heavy meal (research has not shown if the meal has to be of anything in particular, or whether just  the size of meal counts).  The parent splits open to release what appear to be ‘seeds’, and these fall to the floor. Eventually, they begin to crawl up the walls of the cave into position and gradually catch larger prey. Luckily for us, these stranglers are only found in low-roofed caves and so can be avoided.

Size : pouch is quite large, often more than 2 metres long. Tendrils are as long as they need to be to reach the floor.

Drats (A022)
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The true master of the caves has to be the dragon bat or drat for short. And you need a short name for them to be able to shout a warning before another member of your team is eaten. These horrific creatures have a cry which alone chills the bone even before they are sighted. Thankfully,  they do tend to live mostly in the caves, and more especially in caves with glow bugs, but have been spotted further out. 

They have four huge wings and a large tooth-filled mouth. As with most animals in the caves, we know very little about their life as no-one has so far been stupid enough to volunteer for a data-gathering exercise. We do know that their predominant prey are the glow bugs that infest the caves, and which they seem to track by watching for the glow. We believe and hope that the drats have very short sight, this is probably why the simple device used by the dratbane works so well on these creatures.

Eggs have been spotted that are so large they could only have come from a drat they were cemented in some way to the walls of the cave. In addition a small wingless versions of the adults can sometimes be seen lurking at the edges of the firelight and we assume that eventually they will undergo some dramatic change to become fully fledged adults.

Size : large, but not huge. Approx 4 metres long, wingspan approx 6 metres

Dune Whips (male and female) (A023 + A024)
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The snakes of the desert area are another example of a plateau species with a two-phase life cycle. On the slopes of the desert, sheltered behind rocks and crystals, are small snakes with coiled tails. These are male dune whips, who use their spring tails to leap out and ambush any passing prey. They are active hunters, having to put on a great deal of weight in order to pupate and survive their development into females. Males are small but vicious, and will attack anything that comes close to them in the hope that they might be lucky enough to get a meal out of it.

Once they have gained enough weight from their endless meals, they find somewhere cool and damp to hide (usually coming into the edges of the caves) and secrete a shell around themselves made from a special spit gland (Note: Linneous Unlikeus wore bandages for several weeks after working towards making this discovery). Inside the cocoon monumental changes take place to transmute them into a female snake.

A high percentage of the males that try to pupate actually die during the process; either they are found in this helpless state by some hungry beast, or they dry out, or they simply did not have enough spare flesh to complete the process. The lucky few take several weeks to complete the transformation, but eventually a shiny form emerges from the cocoon and slithers off.

The females are huge in comparison to the males, and lead a very different life. Their size allows them to hunt for much larger prey (they will even eat male whips) and so build up the resources needed for mating, egg laying, and incubation, during which the mother starves to stay and protect her clutch of eggs. The eggs are laid in a lava mite mound, often while the poor unfortunate female lava mite and eggs are still there, in which case at least the baby whips have a meal when they hatch.

Size : males approx 1 metre long, females vary from 3 to 5 metres

Terraweb Spiders (A025)
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The forest is a pleasant place, full of noise and bustle and greenery…and giant spiders. These spiders spin their webs at ground level between the trees, hoping to catch anything that moves across them. Only large animals such as the stag beetle are safe, as they can simply shuffle through the webs and their armour is too tough for the bites of the spiders to worry them, but anything else always treads with caution.

In comparison with many animals on the plateau, the terrawebs are small and so their bite is designed to paralyse prey quickly. The males are slightly smaller and seem to have a more roving lifestyle, spinning their webs in isolated areas, while the females form groups and carpet an area of the forest in web. The males court the females by presenting them with a meal. After mating, the female spins a special pouch to hold the developing spiderlings and protects them ferociously. It is ironic that she becomes their first meal, after which the spiderlings scatter to build webs of their own.

Size : male spiders smaller, approx 0.5 metres in length, females slightly larger at 1 metres in length

Sunscreech (A026)
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These huge bird reptiles stalk the plains looking for things more stupid than them to attack. It was a bitter disappointment to discover that one of the most magnificent predators we have found on the plateau was probably not much more intelligent that our early Ettin prototypes. Although hopefully the Sunscreech would never cause the same amount of chaos with biscuit crumbs that an Ettin can.

These animals spend a lot of time each day simply sitting in groups or alone soaking up the sun. They are much more dangerous later in the day when their temperature is high and the blood seems to have circulated to their brains at last. They have an extraordinary range of calls and shrieks, and can run quite quickly after anything they think worth checking out, screaming loudly to panic the prey. Due to their cold-blood, they only need to eat occasionally, which is good news for life on the plains.

As well as having devastating eyelashes, they have an interesting life history. Adult females travel as far as the lava desert to lay their eggs directly into lava to incubate them. The babies have to travel through the desert (avoiding dune whips and other nasties) down through the forest (avoiding the spiders) and back onto the savannah before they are safe, only a trapmat or a very bad-tempered oraped will take a sunscreech on.

Size : approx 2 metres tall at the shoulder

Trapmat (A027)
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One of the most bizarre predators on the plains is the mighty trapmat. There are many strange, explosive or carnivorous plants and animals on the plateau, but the existence of this one had been overlooked for some time until we lost an Norn right in front of us. It was horrible – he was carrying the tea urn at the time, and so we had to go all the way home for another cuppa.

This cunning predator has camouflaged itself as a mound of soil an twigs. There are two parts to the animal; a large body, disguised as a rock, that houses all the necessary innards, and a large flat structure which is laid out on the floor like a large carpet. This acts as a pressure-sensitive mat and immediately engulfs anything that treads on it. Like the dratbane, the surface of the engulfing mat then starts to secrete digestive enzymes and paralysing fluids to prevent any struggle within damaging the delicate mat.

It is possible for this organism to move around the plain, albeit slowly dragging its body behind it. Mating is probable, although undocumented, but it is likely that any young would have to be able to disperse quickly to avoid being dinner for a parent. The colour and texture of the mat covering can be changed at any time to match that of the surrounding vegetation as it is essentially formed from very thin flaps of skin.

Size : size of mat is age-related, so varies from 2 to 3 metres long

Monofly (A028)
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This animal was discovered (by accident) to be the adult stage of a monopod. The two animals have a very interesting life cycle. The adult form, the monofly, has a tough external skeleton, wings and is highly manoeuvrable in the air. It catches a variety of prey from small terrapins and stiltys to humming darts if it finds them, but its favoured foodstuff seems to be monopods, which it chases over the surface of the water.

Monoflies like to lay their eggs in the bodies of anything caught by a spear tree to give the larvae that hatch a good meal to start their life with. The larvae hatch, eat and then leave the body, wriggling their way to the nearest body of water, where they can turn into monopods. The relationship between the two is complex, but as the number of monopods goes down, the monoflies tend to lay more eggs and so increase the population. Obviously the reverse is true, the more monopods there are, the more monoflies there will be later. It is not sure whether the monoflies realise that every egg they lay increases the competition for food and so eat the monopods of other monoflies, or whether this is just one of those things.

Size : 2 metres long

Spear Tree (A030)
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A rather normal looking (for Sphericus that is) pear-shaped bulbous tree of the warm/tropical zones. However, this tree has a single long thick vine terminating in a large sharp spine growing from the top of it. The vine coils under the drying action of the sun loading its spring-powered sting. When the coil is under enough tension the tree grows a large, colourful, rich, nutritious and strong-scented fruit body from a small root that grows just under the surface only for this purpose; the tree is genetically coded so that the fruit grows always exactly in the right position in relation to the coiled vine.

When an animal attracted by the fruit steps on the trigger root the vine-spring is released hurling the spine with enough strength to nail down its victim to the ground. Because the size and appearance of the fruit is related to the age and size of the tree itself, it usually attracts animals of the right size, but occasionally the spear is triggered by smaller animals or those far too big for the tree to handle. The wound is normally fatal and the tree benefits from the nutrients released by the decaying bodies of its victims as well as from the droppings of the scavengers attracted by the feast.

The vine takes several months to "recharge" and the tree must also grow a new bait-fruit , but as the process is under some kind of seasonal controlled, it is sometimes possible to see small "forests" of deadly "loaded" spear trees, easy to find by the scent of their mature fruits. Once the way it works has been discovered and learnt, then the tree is a source of great fun for Norns, who can go looking for loaded spear trees and trigger them safely with a stick. 

Sioze : large tree, approx 10 metres tall

Cavern Wasp (A031)
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While travelling through the caves, dodging Drats and Strangler vines, and above all the dire consequences of walking into a Dratbane, the last thing we thought we had to worry about was the insect life. However, there is one insect in the cave system that needs to be treated with caution if for no other reason than it has a long sharp painful ovipositor. These large insects lay their eggs inside the tough fleshy leaves of the Dratbane where the larvae hatch out and start munching. However, it seems that it is the glow of the lure that it is attracted to, and so anything that gives off a light in the caves is at risk, unless it has a tough armour like the glow bugs.

Luckily the Cavern wasp is easy enough to spot, being large and furry and quite noisy. It is also seasonal, so there is some escape. 

Size : very small, less than 25 cms

Talon (A029)
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This is possibly the most dangerous predator on the plateau, mostly because we know so little about it. Anyone in close enough contact to be able to do any scientific research has never been in a large enough piece afterwards to be able to tell us anything. If however in the distance you ever see a small whirlpool and thin, spiny legs approaching, then get out of the water fast. Very fast.

It appears that this unseen predator has a fairly wide distribution across the plateau in most deep bodies of water, and so despite our best intentions of building boats, using seeds as canoes or even swimming to other shores, we have been reduced to building bridges and doing things the long way round. At least we can do them while remaining in one piece though.

Size : not known, but large and dangerous

7. Food Chains

The following section includes a series of schematic diagrams for the various food chains of the Plateau. The food chains are broken down per region, although crossover in food webs can occur it is not explicitly shown in the diagrams. Entries labelled with an N indicate an edible food source for the Norns, those with a G provide sustenance for the Grendels.

7.1 Food Chain - Crystal Desert

















7.2 Food Chain – Caves

















7.3 Food Chain – Caldera












7.4 Food Chain – Forest











7.5 Food Chain – Marsh


















7.6 Food Chain – Savannah









8. The Norns

Cute, cuddly, and with an intense habit of picking up objects they really should have left alone, the Norns are a race of beings well known to the players of Creatures titles. The plateau Norns, as they are known, are direct descendants of the original Norn race that escaped Albia in the Shee spacecraft headed for Sphericus.

The plateau Norns, reconstructed by the Shee from the original dDNA template they carried down to the planet surface, existed alongside their masters for centuries before the catastrophic geological event which formed the plateau. The majority of the Norns left the plateau with the Shee to find greener (and less hostile) pastures, however, in the rush a large number of Norn eggs were left behind where they still lay to this day.
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During the phase of recreating the Norn genome, forced upon the Shee by their hasty exit of the crippled spacecraft, a rethink was inevitable. Extra work was performed on lobes of the Norn brain responsible for the ability to navigate. This was essential, as early Norns tended to walk back and forth in a straight line not really grasping the concept of depth. It was also necessary to breed out tendencies to become stuck on slopes and walk into walls a feature which was noticed with earlier breeds of Norns. Aspects of the Norns biochemistry and immune system were also modified to cope with the novel hostile environment which the Shee now found themselves living in. Time was also taken to improve the social habits of these strange creatures so that they had the ability to look after each other and to care and train their young, some Norns grasped this concept more quickly than others.

Many other Norn features remained unchanged, mainly because the Shee became bored and decided to create a new strain of whales instead. Norns still remained bipedal and humanoid in appearance with large eyes and droopy ears. They breed sexually via the politically correct kiss popping mechanism and can lay one egg at a time. Pheromones emitted by the Norn community maintain the local population at a maximum of eight so as to prevent overcrowding. Eggs laid during a period where the population count is high remain dormant and is how the plateau eggs have survived unhatched for so long. Due to a mistake by the Shee (one of many) a new stain of tea they were creating in the laboratory accidentally recombined with part of the Norn genome responsible for the population pheromone. Unfortunately a cup of said tea was left in the laboratory as the Shee evacuated the rising plateau, there it has lain for decades emitting its strange set of chemicals. If it were not for the volcano, which erupted destroying the laboratory, the eggs would have been dormant until this day. Now, however, the first egg is stirring.
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9. The Grendels

As with all nasty alien creatures it was inevitable that one of the queen Grendels would manage to clamber into the undercarriage hold of the escape craft used by the fleeing Shee. There she remained quiet and plotted vile unspeakable events, which if she could remember for long enough, would have been inflict upon her soft cousins and weak masters. Fortunately for the Shee as they came into land upon Sphericus the queen lost her grip upon the landing gear and fell into a deep patch of woodland. This avoided the inevitable series of bloodletting events which would have occurred if the airlock had opened directly into the mouth of a hungry and rather angry Grendel.

Although genetically related to the Norns, the Grendels have an entirely different lifestyle and biology. Grendels gain pleasure from the rape and destruction of the Earth, if there is no more “Earth” then they tend to destroy each other. This has always been a rather unfortunate genetic flaw in the Grendels makeup as although they are very fierce and are seldom attacked by other creatures they do have a strong propensity to destroy each other. A successful Grendel breeder is likely to have to keep his population separated at all times to avoid the inevitable carnage. 
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Grendels tend to inhabit the sorts of regions most God fearing Norns would not set foot in. Although it would appear that Grendels like to live in the cheaper rental band, such as swamps and caves, it really only equates to the fact that they hate sunlight and prefer a damp climate. This tends to make Grendels a nocturnal creature, having evolved keen night vision their eyesight is far better after dusk than during the day. Thus just as Norns go to sleep their worst enemy wakes up.

The Grendel diet is also somewhat different to that of the Norn. Whereas the Norn diet is primarily vegetarian Grendels enjoy nothing more than a raw steak. Due to their lack of speed the Grendels tend to camouflage themselves, remaining still until they can pounce upon their prey. Grendels also have a tendency to eat various forms of poisonous plant life, this gives them a strong defensive mechanism against attack as the toxins accumulate inside the fat layer of the skin. Some of the toxins also directly relate to the Grendels lifecycle and can influence fertility and mating ability. In some cases it has been noticed that these toxins can be sprayed onto enemies causing paralysis, or worse.
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The sexual cycle of the Grendel is very different to that of the Norn. Although creating the Grendels was probably a mistake on the part of the Shee they were intelligent enough to create a contingency (not the lysine contingency from Jurassic Park mind you(). In a clever twist of fate, which amused the Shee no end, the Grendels breeding cycle depended upon a strong symbiotic relationship with the Norns. To understand this requires some knowledge of the Grendel life cycle. The Grendel society (if it can be called that) revolves around the Queen or Grendel Mother. This large and very scary creature is the only member of the Grendel troupe with the ability to breed. The Shee however made the Grendel mother infertile so she has to borrow eggs which she then incubates to full maturity. During this incubation period the hosts’ genetic code is stripped and replaced with Grendel DNA. The truly ironic twist to this story is that the only eggs which will suit the Queens needs belong to the Norns, thus the Grendels must steal Norn eggs to survive but destroying the Norns will ultimately destroy the Grendels.

The Grendel queen is a large immobile creature with a swollen egg sack, her only role is to incubate Norn eggs and to turn them into Grendel offspring (this all sounds very familiar(). She maintains the sexual immaturity of other female Grendels by the careful release of certain pheromones that effectively freeze the drone daughters at puberty. Occasionally the Grendel Mother will die, though her lifetime is longer than normal Grendels. As death approaches the oldest, or sometimes nearest, female Grendel approaches the dying queen driven by the chance to become the new queen. This drive is so strong that it overrides all other choices and triggers sexual maturity in the drone Grendel. Female drones generally only serve the purpose of acquiring more Norn eggs so that the Queen can continue the breeding cycle. 
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The Grendel Queen

Grendel tribes tend to include only one male. This is not to say that the Grendel Mother does not produce more male offspring, rather that the dominant male tends to eat them in infancy to maintain his control over the clan. The male Grendel is an important member of the Grendel society being essential for the reproduction of the species. Male Grendels mate occasionally with the Queen who then stores the genetic material for later use. Thus both the dominant male and the Queen contribute to the replacement of the Norns genetic structure. 

The Grendel population is controlled by several mechanisms. Firstly Grendels tend to enjoy fighting, particularly the males. Secondly the Grendel Mother tends to only fertilise and incubate just enough Norn eggs to maintain the population, nominally eight. Excess Norn eggs are simply stockpiled around the Grendel Queen until they are of use, note that their genetic structure is not modified at this stage and so the eggs can be rescued by any Norn brave or stupid enough to venture into the Queens lair. 

In extreme cases the altering of sexual type within a Grendel population has been observed. It is hypothesised that if the last male dies, then the queen releases a series of chemicals into the local environment changing the sex of one of the female Grendels. Thus the Grendels have a fallback mechanism if their population becomes damaged.

Since inhabiting the plateau the Grendels have changed slightly. Some of these alterations have occurred due to the different diet Sphericus provides in comparison to Albia or the spacecraft. 

One feature gained is the ability to stun creatures. This has arisen due to the ingestion of a certain breed of plant upon the plateau. At first this plant was very toxic to the Grendels but they evolved to incorporate it into their blood stream. The metabolic by-products of this plant cause paralysis in any creatures receiving a wound from the razor like claws of the Grendels. Paralysis wears off the victim after a short period of time by which point it may be too late. Grendels have used this new ability to stun creatures before taking them back to their lairs where they are often stored in prisons or eaten on the spot. Oddly some creatures, in particular pregnant female Norns, are tolerated inside the Grendel camp so that they can produce a readily available supply of eggs for the Queen. Infant Norns that hatch in Grendel captivity sometimes bond with their violent stepparents picking up many nasty habits. This however does not last long as it all tends to end quite suddenly when they learn to eat poisonous plants. The Grendels ability to cause paralysis depends upon the ingestion of the correct types of plant, if this plant is not present in the Grendel diet then the ability is lost.

Another consequence of moving into a wide-open breezy environment is that the Grendels have become more sanitary! The host of diseases associated with the Grendels of Albia have gone thus they are no longer a threat as a walking depository of the plague.
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Inside the Grendel Hatchery

10 The Ettins

The Ettins were an essential tool in the survival of the Shee once Sphericus had been colonised. Designed to act as autonomous builders they set about constructing buildings used as laboratories, sleeping quarters, and tea rooms. Wall defences were also constructed to separate the Shee and Norns from the more hostile inhabitants of the plateau as well as the ever-growing Grendel population.

Over a period of time the Ettins became well adapted to life in a three-dimensional world, in fact they adapted far quicker than the supposedly more intelligent Shee. Novel structures were built, many showing artistic features something not normally associated with Ettin work. In the early days of habitation the Ettins were also responsible for exploring many of the subterranean cave systems and began work constructing energy collection devices that could tap into the natural resources of the planet. This may have been the Shee’s downfall as geology had never been one of their strong points. Whilst tapping into a particularly strong lava flow, which unfortunately existed directly below a dam structure the Ettins had constructed on the surface, a chain of events occurred that ended in the plateau rising into the sky. This unfortunate event was wiped from Shee history, as they don’t like to be reminded of their mistakes, and added to the “things we shouldn’t try doing” list for future reference.
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A few Ettins still remain on the plateau as caretakers in the event that the Shee return. Their numbers however are not great and the shear weight of unsupervised work has built up a significant backlog over the decades. Fantastic buildings now lay in ruin and many items of machinery have fallen into disrepair.

Ettins are fanatically loyal creatures whom obey their masters every wish. Unfortunately with the absence of the Shee they have had no beings upon which to impart their devotions and tend to wander about in a very bored state. Therefore any creature coming close to an Ettin will cause it to bond and thus reactivating its natural desires for construction. Ettins aren’t particularly choosy about whom they obey so both Norns and Grendels have plenty of opportunity to gain a group of Ettins to serve their own goals.

Ettins have a fairly strange biological makeup. For starters they are all sexless, all Ettins are created in the Ettinovarium( by mixing just the right amount of chemicals then leaving to soak on gas mark 3 for an hour. The Shee left this device running when they evacuated, it has the ability to measure the number of Ettins alive on the Plateau creating replacements if required. Plateau Ettin biochemistry is also markedly different to that of Norns and Grendels using photosynthesis as a source of energy, thus Ettins do not need to stop for food and only really slow down at night when they occasionally sleep. Their drives in life revolve around constructing objects. If channelled, useful structures tend to emerge, however, if the Ettins are left to their own goals “junk towers” tend to appear often in the strangest of locations. 

Ettins will be highly useful for the player as they allow access to a host of features otherwise not available. If the player has an Ettin associated with his community he will be able to request the construction of a structure, e.g. a wall, the Ettin will then run off to collect the raw materials (if available) before beginning work. Ettins require a plan before they can understand the requests of their masters, thus the player must have collected the blueprints, known as a construction plan, for a specific type of construction before he can give the Ettins orders. 

Even stupid Grendels can understand the potential usefulness of the Ettins and tend not to attack the smaller species. Of course if a Grendel gets close enough to an Ettin associated with the Norn population the Ettin will bond with the Grendel running off to do the bidding of its new master. Similarly the reverse is also true.
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11. Agent List

The following section contains a full list of agents found within C3D. The descriptions associated with each agent will be used as a basis for the agent help files. This list is likely to be modified and expanded upon during the course of the project.

Sludge gun bot (B005)

This nasty weapon was devised by Cannonous Fodderous tinkering around with a skunk, a spider, a cow, and a toaster. It was quickly put into action against the Grendels to keep them away from crops, and later proved to be a very good defensive weapon to keep the Grendels away from us. It can be linked to other devices and can use information given to it to set its direction of fire.

Freeze gun bot. (B006)

This device fires an Inst–O-freeze capsule at a target covering it in a fine chilling mist that temporarily freezes it. The Inst-O-freeze was the result of a simple splice between a deep freezer and a toaster. We sometimes use this to stop Norns and Ettins doing what they shouldn’t do.

Stun Gun bot (B007)

Another splicing experiment that bore fruit, this is a cross between a venomous spider and a toaster. It stores its stun fluid in a small capsule which it can then fire at a target; the venom temporarily paralyses the victim. We haven’t had a need to use this yet, so the reliability issues that beset many of our devices have yet to be ironed out.

Flytrap cage (B008)

After very little time on the Plateau, we found ourselves in need of an effective trap, and this one was accidentally constructed when a flytrap was crossed with a weighing machine in a splicing accident. The pressure-sensitive base triggers the shutting mechanism that imprisons its prey, although thanks to advanced design, it does not consume the catch. The Norns seem to enjoy setting these up to catch unwary Ettins, laughing at it as it waits patiently to be let out by someone.

Scent emitter attractive (B009)

This can be programmed to emit smells that are attractive to certain creatures. Using different synthetic scents, you can set it to attract Grendels, Ettins or Norns. Often our Norns find great delight in putting this next to the Flytrap cage to lure Ettins in for a joke.

Scent emitter repulsive (B010)

In direct contrast, this can be programmed to emit smells that are repulsive to certain creatures. A mix between a chemistry set, an electric fan, and a hedgehog, you can set it to repel Grendels, Ettins or Norns. We found it invaluable for keeping the Norns and Ettins away when cooking up something tasty.

Creature detectoid (B011)

A strange creature created one night from spare parts found in the lab. Partly camera with a touch of  spider, this can be used to detect Grendels, Ettins or Norns in the area. We have, in the past, connected some of these up to scarers to keep the Norns in a certain area. 

Motion detectoid (B012)

This device detects different sorts of motion. It can be set to detect a range of different motions ranging from medium motion (e.g. motion of something equal to or larger than a Norn in size) right up to large scale geological upheaval. Just for safety we set some of these up around the perimeter connected to sludge gun bots. 

Weather detectoid (B013)

This will display what the environment is up to if opening a window is not currently possible. It will show such things as rain, snow, dry, hot, cold and so on. We connected this to a Scent emitter  that the Norns found attractive to tempt the little creatures in when it rains or is too hot, as sadly this seems to be a vital part of their behaviour that is missing.

Light detectoid (B014)

This detects light levels, and displays them on a screen for interpretation. It can also flag whether (in its opinion) if it is day or night, again very useful if one is stuck deep in a cave, so that the proper tea-time rituals can be observed. It is a cross between a light meter and a frog, and if connected to a Light bug,  makes a very useful night light device.

Light bug (B015)

A bright bug that illuminates the local area. A combination of torch, firefly and bioluminescent algae, this device will help you navigate on those dark Sphericus nights. We are working on putting together an autonomous light that will follow someone so we don’t have to carry it everywhere.

Boosteroid (B016)

A simple signal booster that receives a signal, amplifies it, and sends it out. Useful for connecting Biomachines across large distances.  Uses bio-transistors and transformers nurtured from meerkat cells. We used this to connect motion detectoroids in the forest to alarmoids on the grasslands so that we get plenty of warning of anything large coming our way.

Alarmoid (B017)

Used to alert anything nearby of some event, this rooster-voiced radio alarm emits a very distinctive, (and loud) broad band modulating noise, instilling alarm in all that hear it. It also gets quite animated and lights up to grab the attention of anything nearby.

Scarer (B018)

A fairly unobtrusive and undistinguished thing when not activated, it puffs up and emits a chilling shriek from the many-fanged mouth when provoked. Although it is quite harmless, it has such a fierce visual appearance, and gives out so many panic-inducing pheromones that anything nearby is strongly stimulated to flee. It is hybrid of snake, puffer fish, porcupine and electric kettle.

Dummy prey (B019)

Designed to act as a bait  for predators, this well-armoured mix of tank, spider and deer feigns an animal in distress. When activated it writhes around weakly on the floor, emitting a distressed animal sound and panic pheromones. It also secretes a small amount of blood and wafts the smell into the air. This device can be attacked strongly and persistently and receive no damage. It can even be swallowed and come to no harm.

Seed launchoid (B020)

Made to make farming easier, this cross between a spider and a catapult tries to make sure the land is well seeded. However it is not very bright and might need help loading itself occasionally. It will try to get the land as evenly seeded as possible, aiming at areas with low concentrations of vegetation, and can be left alone almost all of the time to get on with the job. Usually.

Walking wateroid (B021)

The walking wateroid was put together using a tortoise and a compressor pump. It drinks from streams and then walks over to dry land and irrigates the parched area with its spray-augmented armatures. It will try to keep the land evenly watered but is not very bright.

Love bug launchoid (B022)

An interesting effect was discovered when crossing an orchid, a bombardier beetle and a grenade launcher. The result was the Love bug Launchoid. The mixture of chemicals produced by this beastie has two amazing effects. The first was a regenerative combustible agent which we have yet to find a use for, and the second was a seed that was positively bristling with sexual pheromones. The launchoid generates a seed and, when activated, fires it into the air where it diffuses strong mating pheromones. The effect is short lived, but entertaining all the same.

Parachute Launchoid (B023)

A splice between a Grenade launcher, a bombardier beetle, and a silk worm, the parachute launchoid can be loaded with chemicals and/or seeds. It will then weave parachutes for the load it has been given and fire it all into the air. Once the ‘chutes open, the load is designed to slowly empty itself on descent.

Oid caller (B024)

A vital piece of equipment in the field for those used to remote control machinery, this electronic cricket whistle emits an activation message to a specific Biomachine, or several if it has been connected to them previously. These messages may sometimes be audible as squawks of varying pitch, and the signal acts as a long-distance on/off switch.

Notoid (B025)

This was developed to allow us to change the signal type of a message. What this will do is change a zero signal to a non-zero signal and a non-zero signal into a zero signal. Made with some simple teenager neurones and wrapped in a beetle crossed with a sandwich maker shell.

Plus minusoid (B026)

A biomachine that can send out either a positive or negative signal depending on how you activate it. This was cleverly constructed out of an alternator and a Shee orange.

Counteroid (B027)

This is used to send a signal at set time intervals. The time intervals can be set on the biomachine. This was discovered when a Venus flytrap and an egg timer were spliced together.

Delayeroid (B028)

This is used to delay a signal by a pre-set time. The delay time is set on the biomachine. When it receives a signal it will buffer it for the specified time and then send it out. This was the result of a snail – HAM radio fusion.

Lighter (B029)

A good source for fire, this biomachine emits a fair sized flame for a second or so. Again, the bombardier beetle was used and spliced with a normal lighter to minimise accidents.

Carrier (B030)

Used as a packhorse, the carrier can store various items and even contain water. It is also mobile and can follow the Norns around autonomously. Suspected to be a cross between a wheelbarrow and a dog.

Spider car (B031)

This bizarre biomachine is used to transport Creatures and items up and down cliff faces and across chasms. Specifically designed for this purpose, the Cable car was the product of a spider – sofa splice, and effectively swallows its cargo whole until it reaches its destination. This can be a little unsettling the first few times it is attempted. 

Transport pod (B032)

The transport pod is actually a trained native animal. It was found that this animal was drawn to certain vibrations and so stations were set up to attract it from one point to another. The animal has an odd structure in that it is almost entirely hollow and will engulf anything that is at the station when it arrives. The destination station is then activated and the animal burrows it’s way through the rock (or down pre-made tunnels) to it. On arriving it releases its contents unharmed. The fortuitous discovery of this creature has made quick movement over long distances possible, although the station requires quite a lot of power to produce the right vibrations.

Boat (B033)

A simple boat made of wood.

Ettinovarium (B034) 

Gigantic Ettin manufacture plant. Made by the Ettins, for the Ettins, they soon realised they could do more if there were more of them. They built a huge complex inside a mountain range and developed a primitive (by Shee standards anyway) Ettin cloning device. They quickly amassed a large genetic library to diversify the stock a bit and then set the machine to monitor Ettin population and maintain it. We feel that we should not interfere; if our creations are independent enough to do this, their style should not be cramped.

Egg machine (B035)

A Shee machine that makes Norn eggs. Utilising the Spice-O-Matic technology the Egg machine make a unique egg every time it is activated, as long as there are enough resources to support another Norn. 

Hatchery (B036)

This brilliant device speeds up the development of the growing creature inside the egg. By maintaining a good temperature, the right relative humidity and adding a bit of time dilation trickery, an egg can be safely hatched in a fraction of the time it would take normally.

Learning machine (B037)

Designed to teach creatures concepts (such as push, eat and drop), the Learning machine is an extremely useful tool. It short cuts the laborious and time-consuming task of teaching creatures by simple exercises and repetition, and can be used to teach many Norns at the same time. It has been voted ‘Most Vital Piece of Equipment Yet Designed’ by Sureous Doomous, to whom the task of teaching normally falls.

Holographic projector (B038)

Quite simply, this device projects a holographic image, and can be used to teach new concepts, convey information, or put on a truly spectacular show to delight and amaze your friends. Almost as good as Drat-wrestling.

Nests (B039)

Early in our time on the Plateau, we made these small bed-like objects for our Creatures  to sleep on. Any animal can curl up in and go to sleep inside one of these, and usually get a better night’s sleep for the experience.

Medical machine (B040)

This is used to monitor a creature’s health and aid it in any way possible by injecting curative potions or suggesting treatments. It uses various biomechanical organisms to investigate the creature; these then report back to the main biomachine via chemical stimuli. The information is processed and displayed in a user friendly way on a screen or two.

Toys (B041)

Varied toys that all serve to reduce a creature’s boredom and increase it’s happiness. We have made many of these since coming to the Plateau in an attempt to stave off any rebellion.

Grendel Mother (B042)

This term is used to describe a rare beast - a huge female Grendel, unable to move by itself, and with her body almost entirely devoted to egg-laying structures. Be warned  - the Grendel mother is ferocious and is almost always protected by a band of her loyal Grendels. Proximity to this vile creature can be guessed at by the amount of stench in the air and the Grendel resistance met.

Confinement cell (B043)

Thought to be the only Grendel construction ever made (although some believe the Ettins may have helped), this nasty device is used to ensnare creatures and hold them. Often the prisoner is eaten as soon as the Grendels turn up, but sometimes this is not the case. We still have a lot to learn about Grendel behaviour.

Land Yacht (B044)

A fun land vehicle for creatures to mess about with. Probably better for their health than learning to swim in waters full of things that seem designed to eat you.

Replicator (B045)

A scanning and manufacturing machine, an object can be screened for all its properties and chemical structure, and an exact copy made. It requires quite a lot of power and energy to do this however, and so must be used sparingly. 

Creator (B046)

A vastly complex machine, this creates objects using pre-set templates stored in the machine’s memory. The memory can be added to at any time, but at the time of construction we think we have covered most things. It’s quite simple to use; just select the object you want to create from the menu and hit the make button. It will need energy and power to make the thing successfully though.

Mass -> Energy converter (B047)

A fairly simple piece of equipment that condenses matter into energy-rich capsules. These capsules can be used to boost the power of other machines, extending their powers or just allowing them to run for longer.

Bioenergy power replenisher (B048)

This boosts the power of a particular biomachine. When a biomachine runs low on power it might not perform as well and might be more susceptible to disease and malfunction. These machines will eventually regain their power, but this can be a slow and painful process. The power replenishers will restore maximum power immediately (although it will not cure any malfunctions or illnesses).

Biomachine regenerator (B049)

This restores a biomachine to full health and power. At the time of writing this machine has not been installed – ironically, the problem is it requires huge amounts of energy itself to function properly, and so we have set up a committee to investigate the use of different energy sources. The Ettins seem to be particularly interested in this device for some reason.

Agent help reader (B050)

This handy device can read Agent help cells and display all the information on them. The reader has a port for a number of cubes and uses Shee bio-encryption wetware to store the information on and retrieve it from the cubes. Can be folded up into an easy-to-carry size and will read any format or media types stored in the cell.

Agent help cell (B051)

Using Shee wetware encryption technology, these little cubes can contain vast amounts of information. Fairly small in size, some varieties flash periodically, some make noises and some do both when not connected to a reader to help the more absent-minded of us to recover them before disappearing forever into a paper mountain in one’s study.

Crystal potion maker (B052)

Dr. Bottleous has found out that some crystal structures found on this planet can be crushed into a fluid which has the remarkable property of rendering the drinker immune to radiation damage for a short period of time. At the time of writing she is currently constructing a machine to do this automatically. She thinks it’ll be some sort of mishmash of whale DNA and vending machine components.

Journal (B053)

A data cell that contains mainly text entries written by one of us. We keep these things going as much as possible for a number of reasons, including the fact that some of us Shee - mentioning no names of course - are quite forgetful, and may forget how they came about some marvellous discovery, or even worse, forget how something works. We also like to keep an account of what has happened to us and what we have done, just for the record. It helps keep arguments about who is on washing-up duty to a minimum.

CPA Chop down tree (C001)

When using this device, the user will be able to select a tree for felling. Once the tree has been selected, any Ettins in the area linked to your party are strongly urged to cut it down.

CPA Mine Stone (C002)

When using this device, the user will be able to select a rock for mining. Once the rock has been selected, any Ettins in the area are strongly urged to mine it for stone.

CPA Wooden wall (C003)

When using this device, the user will be able to select an area in which to construct a wooden wall. Once the area has been selected, any Ettins in the area are strongly urged to build a wooden wall there. They will need wood to do this however.

CPA Stone Wall (C004)

When using this device, the user will be able to select an area to construct a stone wall on. Once the area has been selected, any Ettins in the area are strongly urged to build a stone wall there. They will need stone to do this however.

CPA Wooden doorway (C005)

When using this device, the user will be able to select an area to build a door on. Once the area has been selected, any Ettins in the area are strongly urged to build a door in that position. They will need wood to do this.

CPA Bridge (C006)

When using this device, the user will be able to select an area of bank to build a bridge on. Once the area has been selected, any Ettins in the area are strongly urged to build a bridge across the gap. They will need wood to do this.

CPA Make torch (C007)

When using this device, the user will be able to select wood for cutting. Once the wood has been selected, any Ettins in the area are strongly urged to cut them into torch shapes.

CPA Make sticks (C008)

When using this device, the user will be able to select wood for cutting. Once the wood has been selected, any Ettins in the area are strongly urged to cut them into sticks.

CPA Build wood/stick stack (C009)

When using this device, the user will be able to select wood and sticks for stacking. Once the wood has been selected, any Ettins in the area are strongly urged to stack them up into a pile.

CPA Destroy (C010)

When using this device, the user will be able to select an area to destroy. Once the area has been selected, any Ettins in the area are strongly urged to try and break down or otherwise destroy the area.

CPA Repair (C011)

When using this device, the user will be able to select an area to repair. Once the area has been selected, any Ettins nearby are strongly urged to fix it up as best as possible. They may require Stone/Wood to do this.

CPA Move (C012)

When using this device, the user will be able to select an object(s) to move. Once the object(s) has been selected, any Ettins around are strongly urged to move it or them to another area specified by the user (second area also has to be selected).

CPA Make irrigation machine (C013)

When using this device, the user will be able to select an area to build an irrigation machine on. Once the area has been selected, any Ettins still conscious after all the rest of the work are strongly urged to build an irrigation machine. They will need wood to do this and may well need water to be nearby unless there is some form of irrigation device to hand. This is the user’s responsibility however.

CPA Make Launcher (C014)

When using this device, the user will be able to select an area to build a launcher on. Once the area has been selected, any Ettins are strongly urged to build a launcher in that position. They will need wood to do this.

CPA Make pot (C015)

When using this device, the user will be able to select a Stone or block of wood to build a pot out of. Once the material has been selected, any Ettins are strongly urged to carve out a pot/bowl shape.

Irrigation machine (T001)

This simple Ettin construction is rather handy. Although it is not clever and autonomous like our brilliant irrigation biomachine, it does irrigate more intensively and effectively over a small area. And, although we would prefer not to mention this out loud, it may well be better behaved.

Launcher (T002)

A simple catapult made by the Ettins for us. It can be used to launch anything we can fit on it. We have used this mainly for seeding at a distance, but there may be other uses.

Bridge (T003)

This was very useful for us. Although not a permanent fixture, the bridge does allow us to get to places we couldn’t get to otherwise, and is therefore an invaluable tool.

Stone wall (T004)

We haven’t used this much, but we have thought about using it for penning in animals, or maybe keeping others out. It is quite strong but good stone isn’t easy to come by.

Wooden wall (T005)

We used this to keep our animals in certain areas before we had the land planted with seed. We haven’t made them since, although with all the disturbances going on around us at the moment, a wooden wall is an invaluable aid to a restful sleep.

Door (T006)

A simple gate/door structure. We used this in our early settlements before we constructed our more permanent village. Our more permanent home also has doors, of course, but more finely crafted.

Stick (T007)

A simple staff of wood. Pretty uninteresting to us, but the Norns seem to enjoy them. We even saw one catch termites using a stick!

Pot (T008)

Another simple accessory. We occasionally use this to carry water, but it is really only the Norns and Ettins that use this archaic container.

Sun (W001)

A bright ball of gas we think. It keeps the planet warm and bright at day and keeps the plants going. Sphericus seems to go around it in a fairly predictable way.

Moon (W002)

The Moon seems to be a cold rocky place. Both it and the sun affect the level of the water on the plateau by raising and lowering the tides. In addition, we have noticed that some animals are more active at night and have special eyes that are adapted to moonlight.

Fire (W003)

The result of heating a combustible material until it reacts with oxygen, fire gives off light and heat. Use with care though, as it is hard to control.

Water (W004)

A fluid made of two parts hydrogen and one part oxygen essential for life as we know it. And even more essential to the correct preparation of a cup of tea.

Waterfall (W005)

A space where water falls from a high point to a low point.

Air (W006)

A mixture of gasses that provide atmosphere to the planet and life to the living.

Volcano (W007)

A build up of magma (molten rock we think) finds a weak point in the ground, and is pushed upwards through it with some force. Volcanoes are a surface effect of this phenomenon; active volcanoes will occasionally vent some of this magma, an event which can be explosive and highly destructive or a slower, more controlled ‘seep’ of molten rock. 

Lava (W008)

The molten rock that escapes from the volcano and flows down to the lower lands. Apparently a vital source of food and heat on this plateau.

Hot rocks (W009)

Superheated rocks that have either exploded out of the Volcano or have been heated by lava passing over them.

Thermal vents (W010)

Hot gases eventually find weaknesses in the surface of the planet and break through. These vents spew out heated gas for hours at a time, and stain the surrounding rocks a variety of colours depending on what minerals condense back from the steam.

Sulphur cloud (W011)

A cloud of sulphur, bright yellow in colour, and often found above a fumerol

Bubbling mud (W012)

Heated from below, the mud simmers gently in a very lazy manner as hot gasses surge upwards, finally being released as the bubbles burst.

Rain / Clouds (W016)

Clouds – Area of high water vapour concentration

Rain – saturation point in cloud is reached and a water drop is formed, falling out of the cloud and onto the land.

Meteorite storm (W017)

Dragged in by the planetary gravitational field, these rocks heat up as a result of the friction caused by moving so quickly through the atmosphere. They then crash to the ground in a high kinetic, fiery collision.

Lightening (W018)

The atmosphere builds up a charge and electric fields are generated. This huge amount of energy is eventually discharged (or at least partially discharged) via a lightening strike to the ground.

Fog/Mist (W019)

Essentially this is very low cloud. The air is highly saturated with water at ground level.

Stars (W022)

Distant balls of gas, similar to our sun, but much further away.

Northern lights (W023)

The effect of a dynamic solar magnetic field interacting with the planet’s own magnetic field. Or ‘pretty lights in the sky’ as our Norns usually call them.

Soil nutrition model (W024)

Stone (W025)

A heavy lump of minerals used for building walls.

Wood (W026)

Made from trees.

Tentacle Monster (W027)

A guardian of the edge of the Plateau. If the Player wanders too far out in the water, there will be a tentacled monster generated to stop further progress.

Favourite places flags (U033)
A device enabling the user to mark a location on the plateau for quick reference
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