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INTRODUCTION




Monsters. Aliens. Fantasy Creatures.
 The stuff of nightmares. Science fiction, sword and sorcery, and horror are full of them. Even romance has its share. So why are we so fascinated? Is it because we are compelled to understand our enemies in order to better avoid, tame, or destroy them? Of course. The strange, the exotic, the frightening…these are powerful motivators to provoke curiosity and emotion. But there is another reason we are compelled to study them, a reason few of us dare to admit.

We study them to see our dark side safely reflected in the Other. A funhouse mirror image of what happens when we give in to the darkest impulses of our animal nature. What are monsters if not us? Damned, dead, doomed. Immortal. Invincible. And free—at least of society’s rules and expectations. That’s a powerful attraction, and why we see monsters being humanized in the media.

We are no longer satisfied by simple “evil.” We want our monsters complicated, conflicted. Like us.





Jackson Dean Chase


www.JacksonDeanChase.com



P.S.:
 I realize using the word “realistic” in a book about monsters is an oxymoron. After all, there’s only so much realism you can apply to things that don’t exist. And they don’t exist… or do they?




HOW TO USE THIS BOOK




IN GENERAL


Use this book as a springboard to ensure your monsters are as skillfully written as your human characters. Give them distinct personalities, quirks, and interests apart from just being “evil.” For example, when they’re not busy murdering people, what do your monsters do to relax? Norman Bates enjoys taxidermy. Buffalo Bill is really into skin lotion and dancing naked to ’80s music. Everybody needs a hobby.

I include a list of sample monsters (mostly from movies and TV) so you can see how other writers have handled them. Why didn’t I list more books? Because they’re not as easy to consume or google reference pictures from. There’s less of a chance you’ll be familiar with them, and they’re harder to fast forward through. Nobody has a problem sitting down to watch a movie or TV show, but the minute you ask them to read a book, resistance goes up. That’s why movies and TV are the gold standard for writing references.

I also include a list of plot ideas for each type of monster. Feel free to use them in your fiction “as is,” combine them, or change them however you want.






CREATING YOUR OWN MONSTERS


If you are creating a monster from scratch or building off an existing monster type, go to the Appendix and fill in the Monster Builder questionnaire, then consult the Magic Spells, Psychic Talents, and Supernatural Powers sections as needed.






TWEAKING STANDARD MONSTERS


If you just want to give your standard monster a twist, consult the Magic Spells, Psychic Talents, and Supernatural Powers sections in the Appendix, pick what you want, subtract what you don’t, and you’re good to go!






CREATING “MIX AND MATCH” MONSTERS


Rather than start from scratch, consider mixing and matching different monster types. For example, in the 1977 fantasy adventure film, Sinbad and the Eye of the Tiger
 , instead of just having a standard minotaur, they created a magical robot version called the “Minoton” (minotaur + automaton, get it?). A Nightmare on Elm Street
 (1984) took the concept of a maniac and fused it with a vengeful ghost, making box office magic in the process. This book gives you the tools to do that.






CREATING HALF-BREED MONSTERS


To create a half-breed monster, such as a mix between human and monster, or two different monsters, simply give it some of the powers of each, and maybe an unexpected new one. Similarly, give it only some of the weaknesses of the parents, and maybe a new one. You can also make some of the powers and weaknesses better or worse than is commonly found in its parents.

A popular example of a half-breed is the dhampir
 , the result of either a vampire impregnating a living female, or infecting a pregnant female with vampirism. The resulting child is not undead and can walk in the sunlight, but has some vampire-like qualities. Blade
 (1998) and its sequels provide a good example of this.






ORGANIZED MONSTERS NEED EVEN MORE REALISM


For Alien and Fantasy Races, as well as Subhumans and any monster that has its own distinct organized society and culture, I recommend going to the Appendix and answering the Monster Builder questionnaire. This will help you “fill in the blanks” for all those pesky details like what the monsters use for money, what their taboos are, what their language sounds like, etc.






PERMISSION TO COPY THE APPENDIX


You have my permission to copy and print out the “Monster Builder” questionnaire and other lists from the Appendix for your personal use only (please don’t share them or the rest of this book online).




ALIEN RACES



Intelligent alien races with advanced technology present a special problem for authors. Unlike supernatural beings, you can’t dismiss what they do as “magic.” To be realistic, their technology has to be based on science or scientific principles. They need their own culture, language, and beliefs. The easiest way to do that is to riff off a human culture, such as Star Trek
 did by making the Romulans based on the Roman Empire. You could also base an alien culture around a belief, like the Vulcan belief in promoting logic over emotion, or a rejection of that belief (again using the Romulans as an example). You could also take a human warrior code, like Japanese bushido, and use that as the basis, like Star Trek
 did for the Klingons.

Another idea is to take a type of animal (such as a tiger), turn it into a humanoid, and begin fleshing out what the world would be like if that had been the dominant species instead of man. For an example of this, check out Larry Niven’s Kzinti species in his novel, Ringworld
 , and short story collection, The Man-Kzin Wars
 .

Physiological details are important. Just as humans snort, sigh, frown, grin, laugh, and cry, so too must your aliens. But how? Come up with different ways they express their emotions. How do they blush? How do they blink? How do they move? How do they express anger, fear, shame, love? What does their language sound like, or are they purely telepathic? How do they have sex, or do they reproduce another way? Alien habits and gestures must be different, like the Vulcan “live long and prosper” salute.

By consistently reinforcing these differences throughout your story, you will build believability into your alien species. But you also need to build reader empathy, and the more alien you make them, the harder that is to do. So don’t just think of ways your alien is different, but think of ways they are like humans. What do they have in common with humanity? What do we share that does not need a translator to interpret? What can we bond over?

The two best examples of turning a stock alien into a three-dimensional character that we can relate to and root for, are the 1985 sci-fi film, Enemy Mine
 , and “The Return of Starbuck” episode of Galactica 1980
 . In both examples, a human hero gets in a dogfight with a skilled alien pilot. The fight ends in a draw as both pilots shoot each other down. Although initially hostile, relations warm once they realize they are stranded and must cooperate to survive.

The primary difference between the two scenarios is that in the Galactica 1980
 episode, the enemy pilot is a Cylon robot the hero salvages from the crashed ship. He decides to repair it out of boredom, knowing it’s a bad idea and the Cylon will try to kill him. But what else can he do? He needs to talk to somebody, and even an emotionless, human- hating “toaster” is better than nothing.

Once you’ve created the basic template for your alien race, you need to decide how to differentiate one alien from another. Just as each human may share certain cultural beliefs and genetic traits, attitudes and opinions can vary wildly, diverging in a million ways. That’s where the gold is!






SAMPLE ALIENS



The Day the Earth Stood Still
 (1951)


Invasion of the Body Snatchers
 (1956 and 1978 remake)


Star Trek
 (TV, 1966-69)


The Alien Factor
 (1978)


Close Encounters of the Third Kind
 (1978)


Laserblast
 (1978)


Alien
 (1979)


The Deadly Spawn
 (1983)


V
 (TV, 1984)


Enemy Mine
 (1985)


Aliens
 (1986)


The Hidden
 (1987)


Predator
 (1987)


Star Trek: The Next Generation
 (TV, 1987-94)


Communion
 (1989)


I Come in Peace
 (1990)


Fire in the Sky
 (1993)


Star Trek: Deep Space Nine
 (TV, 1993-99)


The Fourth Kind
 (2009)






ALIEN PLOT IDEAS


· Strange lights in the sky and mysterious disappearances begin to plague a small town.

· First crop circles, then cattle mutilations, now the aliens are experimenting on humans in the area.

· An alien EMP takes out all the electricity on Earth.

· A man kidnapped by aliens struggles to convince others he’s not insane or pulling a hoax.

· Aliens take over the minds of everyone in a small town except for a few people. Why are they immune?

· Aliens hunt humans for sport and trophies in a remote and dangerous setting.

· Captured monsters (zoological specimens) escape from a crashed alien ship and terrorize a community.

· An alien bounty hunter teams up with a human cop to track an alien fugitive.

· An angry teen finds and abuses alien technology.

· An amoral alien energy being uses its psychic powers to take over a human in order to experience what having a body is like.

· A doomsday cult recruits for the end of the world, but this cult isn’t insane and really does have aliens coming to save them. Naturally, there’s a catch…




ANIMALS: CRYPTIDS



Cryptids are animals whose existence is disputed and remains unproven. They are the subject of hoaxes for fame and financial gain. Are these creatures real? Are they evolutionary holdovers from prehistoric times, or are they aliens, mutants, or something else altogether?






BIGFOOT, SKUNK APE, AND YETI


Bigfoot is a hairy, ape-like humanoid that roams the mountains and forests of the Pacific Northwest. It is known to Native Americans by its Salish name, Sasquatch (“wild man”), and has a history going back hundreds of years. A similar monster called the Skunk Ape has been reported in the Arkansas, Florida, and North Carolina swamps. It is known for its horrible smell. The Yeti is an aggressive white-furred, ape-like humanoid that lives in the Himalayas, a mountain range in Nepal.

All of these cryptids are taller than a man and more powerfully built. They walk on two legs, not four, and their arms are long, their hands coming to their knees when they walk. These cryptids avoid humans, but are deadly if threatened. They live in remote, often inaccessible wilderness, only ranging into human areas in search of food or to flee some natural disaster.






CHUPACABRA


The chupacabra (literally “goatsucker” in Spanish) is a hairless, dog-like creature with spines running down its back. It drinks blood and was first reported in Puerto Rico in 1995. Eight sheep were found dead, drained of blood, with three puncture wounds in each body. Chupacabra sightings have since been reported all over the world, but have been discounted by the scientific community as being dogs, racoons, or foxes with mange.






JERSEY DEVIL


The Jersey Devil is a flying dragon-like creature with red eyes, the head of a goat, clawed hands, a forked tail, cloven hooves, and leathery wings. It is supposedly immortal and lives in the Pine Barrens of New Jersey. It was first reported in 1735, and said to be the 13th child of Deborah Leeds, in the community of Leeds Point. The devil killed the midwife and flew up the chimney, then terrorized the community. In 1740, the Jersey Devil was exorcised by a priest. No further sightings occurred until 1820. There were several more sightings in the 1800s, but over two hundred occurred in 1909, sending the entire state into a “devil panic.”






LOCH NESS MONSTER


Scotland is allegedly home to a long-necked sea dragon or plesiosaur nicknamed, “Nessie.” It lives deep in the murky depths of Loch Ness near the northern city of Inverness. The first report of its existence was in the 6th century, but it was the appearance of a blurry photograph in 1933 that made the monster world-famous. Although that photograph has since proven to be a hoax, belief in the creature continues.

Other lake monsters have been reported throughout the world, including Ogopogo (Salish for “Lake Demon”) in Okanogan Lake, British Columbia, and the Apotamkin in Passamaquoddy Bay, between Maine and New Brunswick.






SAMPLE CRYPTIDS



The Abominable Snowman
 (1957)


The Legend of Boggy Creek
 (1972)


The Mysterious Monsters
 (Documentary, 1976)


The Crater Lake Monster
 (1977)


Night of the Demon
 (1980)


The Loch Ness Horror
 (1981)


Harry and the Hendersons
 (1987)


Chupacabra Terror
 (2005)


The Barrens
 (2012)






CRYPTID PLOT IDEAS


· Campers violate the territory of one or more cryptids, provoking an attack.

· A cryptid seeks a human to mate with.

· When human civilization encroaches on cryptid territory, the monsters attack.

· A cryptid causes mysterious livestock mutilations.

· Professional “monster hunters” enter the cryptid’s territory with tragic results.

· Mad scientists turn humans into cryptids.

· The military conducts experiments to create cryptid super-soldiers or weaponize existing ones.

· Cryptids are actually were-creatures, turning from humans into monsters during mating season.

· Locals fake a cryptid sighting to increase tourism.

· A TV crew arrives to document cryptid sightings.

· A group of cryptozoologists arrive to capture and study the local cryptid population.

· Locals sacrifice tourists to the cryptids in the area to keep their town safe.

· Cryptids carrying a deadly disease infect the inhabitants of a rural mountain mining community.

· A government experiment opens up a portal to another dimension that lets cryptids into our world.




ANIMALS: TOTEMS



To inject an element of myth, magic, and the supernatural into an animal story, you can have totem animals (also known as “spirit animals”) appear. These are impossibly perfect paragons of their species, larger than normal, and often white or another rare or unheard-of color. Why white? Because white is the color of purity and also of otherworldliness (at least to white people). Other races may perceive the animal to be black or another color that represents these same qualities to them. Therefore, the color of the animal may appear completely different depending on who is viewing it because the totem animal represents the same thing, no matter who sees it.

The white stag of England is one of the best known European totem animals, as is the unicorn (some consider them the same creature). Totem animals may have personal names or be known simply by their species name, perhaps with a respectful familial prefix, such as “Brother Wolf.”

Totem animals are part of animism (also called shamanism or totemism), which are the religious beliefs of indigenous peoples. Animism believes everything has a spirit, from rocks to trees to animals to weather, as well as land and sea, the sky and the very Earth itself.

Totem animals are considered divine, roughly the equivalent of major spirits or minor gods. They may exist in the physical world temporarily or permanently, and may have a physical body or only an energy body, or perhaps they have both due to the totem spirit possessing a real animal. In any case, there is rarely more than one in existence in our reality at a time. A totem animal has complete telepathic command and control of natural animals of its species.

Totem animals may be summoned through a shamanic ritual or may appear on their own, often showing themselves as a spirit guide or warning when mankind has (or is about to) transgress some spiritual boundary, such as violating a taboo. They may also appear in and around dimensional rifts or astral gates. Pursuing them may lead those following it out of our world and into another.






SAMPLE TOTEM ANIMALS



The White Buffalo
 (1977)


The Prophecy
 (1978)


Balto II: Wolf Quest
 (2002)


Brother Bear
 (2003)






TOTEM ANIMAL PLOT IDEAS


· A ruthless big game hunter stalks the ultimate trophy: a totem animal.

· A shaman summons totem animals to stop a corporation from polluting tribal land.

· A shaman takes on the shape of a totem animal to seek revenge.

· A totem animal takes on physical form to punish those who killed its kind or harmed its tribe.

· A totem animal attacks those who disturb a tribe’s sacred burial ground.




ANIMALS: WILD AND DOMESTIC




Jaws. Cujo. The Rats.
 Killer critters made popular by books and films. You may be wondering how you can possibly make a “regular” predatory beast exciting compared to its mythological or mutant brethren. Like any good villain, you need to get inside its head and see through its eyes. That’s what Peter Benchley did in Jaws
 , what Stephen King did in Cujo
 , and what James Herbert did in The Rats
 . Animal POV isn’t rocket science, but it does take getting used to.

So how does the animal view the world? Through smell, more than anything. That’s how it knows what is safe, what is dangerous, and what is prey. An animal who smells fear knows it has the upper hand and is likely to attack or assert its dominance. Keep its emotions basic, primal. Focus on smells and sounds more than what it sees. Remember, an animal can’t tell the difference between a stick and rifle until someone pulls the trigger. It doesn’t worry about anything but food, shelter, sex, and fun (or companionship, if it’s a pack animal, or one that mates for life).

As for what it sees, it will have a limited understanding of any man-made items or environments; it is likely to express curiosity, confusion, fear, anger, or annoyance with them until it is satisfied how “safe” the man-made thing or area is. On the other hand, an animal has an excellent understanding of its natural habitat. It will feel comfortable there, knowing where to hide, where to hunt, and where to sleep, unless that environment has been disturbed, typically by the actions of men. The animal may flee, retreat, or decide to confront those disturbing its environment.

Animals fleeing their home due to the encroachment of men or in response to a natural disaster will make an effective plot, as can animals taking over the ruins after a nuclear war. Dangerous animals could escape from a circus or wild animal shelter and rampage through a neighborhood, trapping people in their houses as a man-eating tiger does in the 2010 thriller, Burning Bright
 . Even a normally friendly domestic animal can be trained to be vicious (or situationally vicious), like in White Dog
 (1982).

Other ways to make animals more frightening is to give them a disease such as rabies, as Stephen King did in his novel, Cujo
 , or bubonic plague as Martin Cruz Smith gave the bats in his novel, Nightwing
 . If you want to get really out there, you could feed an entire zoo full of animals mind-bending drugs that make them go berserk, as in the 1984 horror film, The Wild Beasts
 .

You could even opt to have animals be controlled by magical, psychic, or scientific means. For example, in the 1978 horror film, Jennifer
 , a teenage girl from a snake-handling cult discovers she can telepathically control snakes. Naturally, she uses them to get revenge on those who did her wrong.

Finally, there’s the tried and true method of just making animals bigger than usual, like the giant crocodile in Lake Placid
 (1999), or meaner, like the shark in Jaws
 (1975). Mutating them by radiation (Them!
 , 1954), genetic manipulation (Piranha
 , 1978), or growth hormones (Alligator
 , 1980), is a popular way to make them bigger or meaner; see the Mutants chapter for more ideas.






SAMPLE WILD AND DOMESTIC ANIMALS



The Birds
 (1963)


Eye of the Cat
 (1969)


Willard
 (1971)


Ben
 (1972)


Frogs
 (1972)


Night of a Thousand Cats
 (1972)


Chosen Survivors
 (1974)


Jaws
 (1975)


Grizzly
 (1976)


Squirm
 (1976)


Day of the Animals
 (1977)


Kingdom of the Spiders
 (1977)


Jennifer
 (1978)


The Pack
 (1978)


Nightwing
 (1979)


Deadly Eyes
 (1982)


White Dog
 (1982)


Cujo
 (1983)


The Wild Beasts
 (1984)


Phenomena
 (1985, aka Creepers
 )


Monkey Shines
 (1988)


Strays
 (1991)


Outbreak
 (1995)


The Ghost and the Darkness
 (1996)


Anaconda
 (1997)


Deep Blue Sea
 (1999)


Lake Placid
 (1999)


Open Water
 (2003)


Snakes on a Plane
 (2006)


Burning Bright
 (2010)


Backcountry
 (2014)






ANIMAL PLOT IDEAS


· One or more animals contract a deadly disease.

· One or more dangerous animals escape confinement in a zoo, shelter, or circus and go on a rampage.

· A large predator develops a taste for human meat.

· Packs of wild dogs hunt humans after a nuclear war.

· An evil human forms a telepathic bond to control one or more animals to use for revenge.

· Evil wizards or aliens use magic or science to weaponize the animal population.

· A serial killer reincarnates as a predatory animal.




ENERGY BEINGS



Before we begin talking about Energy Beings, it’s important to understand where they come from. I’m not going to make this a religious debate; that’s not the point of this book. You can simplify things to just Heaven, Hell, and Limbo. It really doesn’t matter what you call these places or what religious lens you filter them through. The point of including this background information is so you can have easy, ready to go rules and settings for otherworldly exploration and adventure.

Energy beings come from the astral plane
 or the ethereal plane. Gods, angels, demons, astral predators, and even some alien races come from the astral plane. Ghosts, however, come from the ethereal plane, and some types of corporeal undead draw their power from there as well. That’s not to say you can’t encounter ghosts in the astral plane. Any human soul that escapes the ethereal can choose to wander the astral plane instead, though that can be even more dangerous, since the astral is home to all manner of energy beings eager to take advantage of unwary “lost souls.”

The astral plane is outside the Earth, while the ethereal plane surrounds the Earth. It is possible to cross from the astral to the ethereal or vice versa, just as it is possible to travel from either of them to Earth. Energy beings that come to Earth enter the ethereal plane first. Being ethereal, energy beings are naturally invisible on Earth and must expend energy to activate their powers, much less manifest them in a physical sense or to possess the living.

When humans die, our souls go to the ethereal plane. This is supposed to be a brief layover before moving on to the astral plane, then back to our Creator, Source, God, gods, or whatever you want to call where we come from or what made us. Whether that destination is our final one or just a brief vacation before we reincarnate is up to you.

When human souls refuse to move on (for whatever reason), they get stuck in the ethereal plane. I go into detail about this in the Ghosts section, so I want to focus on summing up the astral plane here:

The astral plane is a vast energy ocean, a near-limitless expanse that connects to every dimension and every world. It is home to spirits of all kinds, but may only be visited by humans through astral projection, dreams, or near-death experience.

The barrier between physical reality and the astral plane is difficult to cross for both humans and spirits. It requires tremendous psychic energy and skill to accurately project. That amount of energy is reduced for spirits who have possessed a human through which they can draw the required energy.

Strong human emotions release psychic energy that may be fed upon by spirits to enter and manifest themselves in our world. That is why they are so desirous for human contact.

This is the basic cosmology I use when writing about ghosts, demons, and anything supernatural.




A QUICK GUIDE TO DIFFERENT REALITIES




Alternate Reality:
 Also known as an alternative reality or alternate history Earth. An alternate Earth existing in a parallel universe that is in many ways similar to our present but in which certain key historical events were altered or never happened. For example, a world where the Axis won World War II. SS-GB
 by Len Deighton and The Man in the High Tower
 by Philip K. Dick are excellent examples of this. See also Parallel Universe.






Astral Kingdom:
 See Pocket Dimension.






Astral Plane:
 Near limitless energy ocean that exists outside the earth and beyond the ethereal plane. Where souls come from and go to. Populated by energy beings (aliens, angels, astral predators, demons, ghosts, etc.). Visited by astral projecting humans.






Ethereal Plane:
 The Ghost Dimension. Surrounds Earth. Where new souls enter and old souls leave. Populated by energy beings (aliens, ghosts, demons) and visited by astral projecting humans. The ethereal plane feeds off energy beings making it dangerous for them to remain there (including astral projecting humans).






Parallel Universe:
 Also referred to as a parallel dimension or alternate reality. Similar to an alternate reality, but with no requirement that it be anything like Earth or have anything to do with Earth history or humanity. May be home to aliens, humans, or humanoids, either singly or in any combination.






Physical Plane:
 Includes Earth. Also referred to as reality, physical reality, or physical matter reality. Populated by humans and possibly aliens on other planets.






Pocket Dimension:
 An astral kingdom created and ruled by a powerful energy being that appears however the ruler wishes. The kingdom vanishes when the ruler dies or ceases to maintain it. Populated by energy beings (may be ghosts who chose to stay here or were tricked into it). Each may be called Heaven, Hell, Limbo, Purgatory, Valhalla, or any number of names. There may even be multiple kingdoms sharing the same name to confuse and mislead lost souls, just as there are two towns in the United States calling themselves Kansas City, but only one of them is in Kansas.






The Void:
 A realm of pure darkness where ancient demons are locked away from the rest of the universe. Normally inaccessible.




ENERGY BEINGS: ASTRAL PREDATORS



Astral predators (sometimes called “astral vampires”) are natives to the astral plane. They are energy beings that can take on one or more shapes, usually alien and frightening. Some may appear as humanoid shadows with red eyes, others as hideous shadow hybrids of bats, rats, lions, insects, snakes, worms, eels, octopi, sharks, or wolves. These are nightmare images pulled from their victim’s minds, for their true forms are always vague, amorphous gray ooze, a kind of psychic amoeba.

Astral predators possess an animal cunning, relentlessly stalking and terrorizing their prey to feed on the resulting negative energy (anger, fear, etc.). They have no discernible language and understand only brute force. They may be encountered singly or in packs, but they avoid beings who appear stronger than them.

Astral predators feed on other astral lifeforms, but their favorite food are humans using astral projection. Most humans do not realize they are astral projecting and think they are dreaming, which makes them easy prey to astral predators. As an added bonus, humans can’t be drained dry by them in one meal like lesser astral lifeforms. That means humans are a self-replenishing food source—the perfect meal. Once the predator scores a successful attack on a human, it acts like a tracking device, an anchor the predator can use to always find (and feed on) that particular human again.

Predators have no interest in possessing the living because they have no use for a physical host body. They are not intelligent enough to know how to feed on energy through anyone but their host, so the idea of “trapping” themselves in a living body has no value to them.

The only ways to rid yourself of an astral predator are to scare it off with a show of psychic or magical force, or by feeding it positive emotions, which cause it to sicken and flee (or die, if you can hold it in place long enough). Once the predator determines you are no longer safe or appetizing, it immediately removes its psychic anchor, severing the connection, and flees as far and as fast as it can. Once driven away, predators instinctively know to avoid that individual or group in the future.

Variant astral predators may mutate, acquiring the intelligence and skills of those they feed on. They can then take on new shapes, including the appearances of those they have tasted or consumed. A mutant who eats enough magicians, psychics, or other skilled (or interesting) humans may develop an unhealthy interest in learning more of our world. It will be completely amoral and insane, seeing humans as not only food, but as playthings to bring it new toys and amusing experiences. The mutant may be fixated on specific aspects of humanity, such as sexuality or suffering, or it may enjoy battles of wits or physical contests, all of which are new to it. Left unchecked, these mutants could grow powerful enough to begin eating energy beings like angels or demons, acquiring their knowledge and abilities, and eventually becoming god-like abominations. Such mutants typically end up creating and ruling over their own twisted astral kingdoms, tricking and enslaving lost souls or astral travelers into entering their domain, only to never let them leave.

Astral predators cannot be summoned in the usual ways. They have no personal names or sigils to call, no masters to entreat. They are attracted to open gates where the borders between the astral, ethereal, and physical planes merge. Astral predators in this spillover zone between realities take on more real and defined shapes, losing their shadowy substance and becoming more flesh-like. This is not a good thing! Although now they are subject to physical attacks rather than only psychic or magical ones, their own attacks now affect living bodies—not just feeding on energy, but brutally maiming or killing. Their intent
 is still to feed, but they cannot understand why their prey keeps running out of energy so fast (as in dying).

As soon as the gate closes, the predators are sucked back through to the astral plane. They cannot remain or venture outside the boundaries of the astral spillover. An excellent example of astral gates/spillovers, astral predators, and a mutant predator (the “shoggoth”) can be seen in the 1986 horror film, H.P. Lovecraft’s From Beyond
 .






ASTRAL PREDATOR PLOT IDEAS


· Mad scientists or wizards open a gate that lets astral predators into our reality.

· An untrained psychic accidentally opens a gate to astral predators while dreaming.

· A mutant astral predator passes itself off as a different monster or god to trick new victims.

· A man in a coma astral projects himself into the pocket dimension of a mutant astral predator.

· Your hero moves to a house on a rift between dimensions that allows astral predators in.




ENERGY BEINGS: DEMONS



“Demon” is a catch-all term for any astral energy being that is neutral or actively hostile toward humanity, regardless of whether the being in question is actually “evil” or not. By presenting themselves as obstacles, we perceive
 them to be evil, and what we do not understand, we fear.

However, for the purpose of this book, we will be dealing with one particular type of energy being in all its variations: the traditional demons most popular in fiction. I won’t go into any particular religion (you are free to layer in those details yourself). Instead, I am going to present a working system for classifying and creating demons suitable for any religion or no religion. There are a lot of story worlds out there, and I want this book to be useful to as many writers as possible. Feel free to change or ignore what you want.






WHAT ARE DEMONS?


Demons are soulless, genderless immortal energy beings akin to spiritual parasites or “vampires” that appear as blobs, smears, shadows, haze, or fog. Their colors are their auras, energy fields that surround them and reveal their true nature: dead black, dull gray, sickly brown, dirty yellow, cancerous orange, angry red, nauseous green, violent purple. To avoid giving themselves away, they disguise themselves with illusions drawn from the minds of their enemies. These will either be seductive or nightmarish depending on the demon’s purpose.

Demons have never been “alive” in a physical sense; they have no soul. Their thoughts and actions are alien, capricious, often malevolent. They come from dark places, cold places, despising light and warmth. These places have been called Hell, because they are hell to humans. They are also hell to demons, who see possessing humans as an opportunity to take a vacation from their torment.

Even the weakest demon sees itself as superior to the strongest human. They regard us as playthings, chess pieces to be moved about then cast aside when the game no longer interests them. And they don’t like losing!






DEMONIC POWERS


All demons share the same standard set of strengths and weaknesses. The more powerful demons (tempters or higher) will have more psychic talents, more supernatural powers, and will know a variety of magic spells.







Standard Demon Psychic Talents:



· Alter Emotion (one step at a time)

· Alter Perceptions/Senses of Others (Create hallucinations)

· Astral Projection

· Trilocation (Ability to be in three places at the same time: astral, ethereal, and physical planes)

· Clairaudience (Hear what others are saying far away)

· Clairvoyance (See what others are doing far away)

· Enhanced Senses (Cannot be surprised, etc.)

· ESP (Extra-Sensory Perception)

· Influence Others (Implant Hypnotic Suggestions)

· Locate Energy Beings and Hide from Same

· Postcognition (Ability to see events after they have happened)

· Precognition (Ability to see events before they happen)

· Psychokinesis (aka telekinesis, the ability to move objects with the mind)

· Read Auras

· Telepathy (One-way or two-way)







Standard Demon Supernatural Strengths:



· Immortality

· Invisible to Humans

· Levitation

· Summon Demons







Standard Demon Supernatural Weaknesses:



· Believes Itself and/or Its Kind Superior to Humans

· Cannot Cross Running Water (except by bridge, boat, etc.)

· Cannot Enter a Private Residence Without Being Invited by a Living Owner or Guest

· Cannot Enter Holy Ground

· Cannot Speak Holy Names

· Hurt by Holy Objects

· Hurt by Iron

· Hurt by Sunlight

· Must Feed on Psychic Energy (subtly on Earth, more dramatically in the astral plane)

· Must Keep Its Oath or Promise (if magically bound)

· Must Rest in Its Native Plane (Hell) to Recharge Its Powers (Between Feedings on Humans)

· Repelled by Holy Objects

· Repelled by Love and/or Positive Emotions

· Repelled by Salt

· Repelled by Water





From weakest to most powerful, here is a list of demons:






FAMILIAR DEMONS (Minor Demon)


Below even the rank of minor demons are familiar demons (sometimes called imps); they are assigned by tempter or higher ranking demons to aid and advise witches. Familiars are unable to possess humans but will possess a small animal, such as a bat, rat, cat, dog, frog, raven, snake, or spider so as to be able to physically interact with the world on their master’s behalf, as well as to drink the blood of their witch. They are generally poor combatants and best used as spies.

Familiars also serve as a combination homing beacon and psychic anchor (like a cellphone tower) that make it easier for the master to keep tabs on and communicate with the witch. When necessary, the master can also channel a fraction of its power through the familiar without personally having to be present. This is another reason covens of witches (each with their own familiar) are so dangerous. Provided they all belong to the same master, the familiars can combine their fractions of power into a single, full strength effect as if the master itself were present.


Goals and Motivations:
 Serving their master is the first priority of familiars; serving their assigned witch is important, but secondary.






TERROR DEMONS (Minor Demon)


These low-ranking brutes use fear and horror to terrorize humans. They are not particularly intelligent, but they are cunning and good at what they do. To inspire fear, they take on the appearance of nightmare fusions of beast and man.

When asked what they want, terror demons issue short, hateful replies, such as “You will die!” and “We will kill you!” They are hoping to feed on the negative psychic energy their tactics are designed to produce. If those fail to get a result, they will try to escalate things through violence (throwing furniture around, pushing people down the stairs, etc.). If that still does not achieve their goals, they will call in reinforcements of their own kind or a Tempter demon to switch tactics.

When demons are suspected of haunting a house or possessing a human, it is usually this kind that are responsible. A house or other area haunted by them will be abnormally dark and cold, giving off “bad vibes.” Someone possessed by terror demons gains super-strength and becomes violent. Note that like ghosts, there is no limit to the number of minor demons that can possess a human.


Goals and Motivations:
 Causing harm and spreading fear is all that matters to terror demons.






TEMPTER DEMONS (Major Demon)


Owing to their higher intelligence, these demons use ambition, greed, and seduction to broker deals for human souls. They appear as regal and diabolical humanoids but can take on more frightening forms when angered. They are harder to trick and harder to exorcise than terror demons. Their intimidating presence bolsters the strength of any lesser demons present. There are fewer of them, so it is rare to find more than one possessing a single human. Even when they do possess one, it is usually only on a temporary basis, to ensure some task gets done that cannot be entrusted to its terror demon underlings.

When they run into a problem they can’t solve, they will call in reinforcements (either more terror demons or other tempters), or they may choose to escalate things by calling in a demon prince. This can be a risky strategy, as the prince may be displeased with having to come handle matters, and that displeasure will be taken out as punishment on all the other demons present. The prince is under no compulsion to appear, however.


Goals and Motivations:
 Corrupting and seducing humans into evil ways to gain their souls is the primary goal of tempter demons. A human possessed by one becomes charming, amoral, and manipulative. Tempter demons may initially appear less threatening because they have a greater level of patience and self-control than terror demons, but they have no problem resorting to violence if in danger of losing.






SORCERER DEMONS (Major Demon)


A sorcerer demon stands outside the demonic hierarchy as a (more or less) free agent. It is not a true demon, but rather a human sorcerer who has fused its soul with the same essence of darkness that demons are born from. The sorcerer may have achieved this on its own or by making a pact with a demon god. Rather than return to its source for its reward and/or reincarnation, the sorcerer’s soul has elected to remain in the astral plane.

The sorcerer demon will appear as a more fearsome version of how it appeared in life, but may have learned to take on other forms as well. It has access to all the memories it had when alive, plus its psychic abilities and magic spells as well as the standard supernatural abilities of demons. Some liches (see the Undead chapter) become sorcerer demons once their undead bodies are destroyed.

Sorcerer demons go where they want and can return to Earth without being summoned. They may build and rule astral kingdoms by creating “pocket dimensions.” Or they may wander the astral plane, exploring other worlds and realities. Because they retain their human identity (if not their humanity), they may be more inclined to help or at least listen to human astral travelers in need, or to entertain them as their “guests” in exchange for information about what’s going on back on Earth. They may also be more favorably disposed toward fellow sorcerers or those of their human bloodline.


Goals and Motivations:
 Knowledge is the most important thing to sorcerer demons, though they will have other interests as well. Note that while sorcerer demons can attempt
 to summon other demons, without a prior arrangement, no demons are under obligation to appear, let alone obey, the sorcerer demon. Sorcerer demons therefore magically bind lesser demons into service to have “on stand-by,” or else they will make quid pro quo alliances.






DEMON PRINCES (Major Demon)


These are demonic nobility, either naturally occurring (such as a fallen angel) or raised up from the ranks of tempter demons for exceptional service. They have all the powers of tempter and terror demons, plus they have additional powers and know most or all magic spells. Princes appear however they wish, but tend to have a preferred appearance (at least when dealing with humans). They command legions of terror and tempter demons.

Princes rarely possess humans except the rich and powerful (generals, billionaires, and politicians are their favorites). Unlike lower ranking demons, princes can possess multiple humans at the same time.

A prince can summon vast numbers of lesser demons as well as its god though it seldom does so for fear of looking weak and being punished, or worse, demoted. Further, the god is under no obligation to appear.


Goals and Motivations:
 Princes are a combination of general, high priest, and ambassador for their god. They seek to expand their god’s kingdom, as well as their own fortunes. Some scheme to replace their god, and from time to time, some succeed.






DEMON GODS


These are self-styled “gods,” the most powerful of their kind, each with their own interests, powers, and goals. They can appear however they wish, from beautiful to horrifying to utterly alien. Like princes, they have a preferred form when dealing with humans. Their power is so great that they cannot remain long when possessing a human vessel, splitting it apart. Like princes, gods have the ability to possess multiple humans at the same time.

Each god reigns over its own noble court of princes and underlings. These courts are built according to the demon god’s whims and are as complicated and full of intrigue as any human court. They exist in a series of interconnected pocket dimensions (kingdoms) that collectively make up what humans refer to as “Hell.” Note that Hell is cold and dark by nature, and anything to the contrary is an illusion or temporary construct made possible by the demon god exerting its will upon the energy of the place.

Variant demon gods include the ultra-powerful alien beings of H.P. Lovecraft’s Cthulhu Mythos. These beings do not come from Hell, but from other realities or dimensions. They see humanity as little better than insects but freely make bargains and accept worship if it gains them some advantage or amusement. Variant demon gods can be briefly summoned to Earth in physical form (usually hideous and madness-inducing to behold). They are powerful psychics and sorcerers.


Goals and Motivations:
 Whether of the variant variety or not, all demon gods are interested in maintaining and expanding their power by any means necessary.






VOID DEMONS


These are ancient and powerful demons that existed in the icy void before the creation of the universe. They were displaced by the coming of light, life, and heat. All other demons fear them, and while some work toward their return, others actively oppose that goal, as it would mean a reduction in their own personal power. Void demons have been magically sealed away by the forces of Light. The only time they are encountered is when that seal weakens, allowing a small part of their evil to slip through.


Goals and Motivations:
 Void demons plot to restore endless darkness to the universe by destroying it.






DEMONIC NAMES, SUMMONING, AND PACTS


Knowledge is power. Every demon has a personal “true” name that allows anyone who knows it to command them. Because of this, demons employ various pseudonyms so they can be summoned but not commanded. These pseudo-nyms are the names most commonly found in spell books. Summoning demons without knowing their true name requires you to make a quid pro quo pact to get them to do your bidding. If you have not properly protected yourself by summoning the demon into a magic circle, it is under no obligation to negotiate and can simply leave or try to murder you. Even if you make a pact, demons attempt to fulfill the letter of the agreement, never
 your intent.

Note that a demon can only do what is within the scope of its natural, psychic, and magical abilities—nothing more. So if you ask a demon for a million dollars, it can’t create it out of thin air. It’s going to steal that money and bring it to you. Unless you’ve told it to make sure there is no trace
 linking the theft back to you, you can rest assured the demon will find a way to implicate you in the crime. That’s why you must be extremely careful and clever making pacts.

Let’s take a quick look at how a demon might creatively interpret a pact with a human wishing for immortality:

The human body cannot live forever, but the human soul can. So the most expedient way for the demon to honor this pact (or some other pact that goes beyond the bargainer’s lifespan) is for it to simply kill the pact-maker and show them their soul is immortal. Problem solved, pact fulfilled!

The demon could take the human’s soul after death (it would be a ghost at this point) and place it into another human body. If that body has a soul in it already, then a contest of wills takes place, with the ghost vying to possess, dominate, and cast out the original soul (perhaps aided by the demon). A comatose body whose body has abandoned it, or the body of someone astral projecting (whose soul is temporarily in the astral plane) would be the ideal host body, since the ghost could just walk right in and take over. The pact-maker now understands how to “live forever” on Earth, so the demon’s obligation is done.

If magic is prevalent in your story world, the demon could locate and present the pact-maker with a spell to attain lichdom (see Lich in the Undead chapter), or a ritual to turn them into a demon-sorcerer.

If undead are present in your story world, the pact-maker could be turned into one of those upon death. The demon may arrange for the pact-maker to be murdered by an undead (and thus infected), or may use magic to secure the arrangement. But murdering the pact-maker is more fun…






WHAT DO DEMONS WANT IN RETURN?


Demons want souls. Souls are food, souls are slaves, souls are currency in the astral plane. Demons rarely accept anything less. Note that this does not have to be the pact-maker’s soul, if he can get someone else to willingly give theirs to the demon instead. Sometimes, a demon may accept less than a soul if the pact-maker can aid the demon’s goals in another way. A sorcerer might be tasked with assassinating a rival demon, for example, while a normal human might be able to aid the demon by helping it gain revenge on a human who defeated it. A pact could also be struck for placing a cursed (demon-possessed) object in a holy location, or forming a cult to worship the demon. Typically, demons do less for non-soul payments.

Also, keep in mind the type of demon the pact is being struck with. A terror demon’s demands are likely to involve committing violence, while a tempter is likely to request something more subtle and devious—even something that may seem harmless or nonsensical to the pact-maker, but which has far-reaching consequences. A sorcerer demon’s demands are likely to involve a quest for rare magical knowledge or spell components, or to aid one of their descendants or blood relations.

Gods and princes demand the most because they offer the most. Void demons are a wild card, offering a lot for what seems like a little, but that “little” is always in the interest of ripping off the seal of their prison. However, they are just as likely to kill or drive insane anyone who contacts them.






WHAT ARE DEMONS LIKE?


It’s easy to stereotype demons by rank: familiars are slyly obsequious, terrors are cruel, tempters are charming, sorcerers mysterious, etc. It’s also safe to say all demons are arrogant bullies and liars. They’re lazy, and despite all their bluster, in the end, most are cowards. But they’re more than that. Each demon is different, just like all people are different. It will have its own personality, interests, and goals, despite whatever limitations the demonic hierarchy puts on it. It is unwise to underestimate them, even worse to provoke them. It’s possible to win a few battles fighting fire with fire, but you can’t win a war playing by their rules.

Demons respect strength, if nothing else, and a show of force is often enough to drive lesser ones away (at least for a time). However, a show of force may amuse, provoke, or interest stronger demons to accept the challenge. Should it look like the human will win, the higher-ranking demon(s) will flee rather than face defeat or destruction, sacrificing lower-ranking demons to cover their retreat. They will do as much damage as possible before they depart. But that is rarely the end; they are immortal and have plenty of time to plot revenge or wait for the human who beat them to die.






TALKING TO DEMONS


As immortal beings, demons know a lot about many different things. However, demons only tell the truth when compelled, or when the truth will hurt more than a lie. To gain trust, they offer half-truths, or mix truth with lies.

Tempter demons and above enjoy conversation, using it as a weapon, form of control, or delaying tactic. They may alternate talking in different languages or dialects, using different voices, perhaps even voices pulled from the human’s mind—especially the voices of dead loved ones.

Demons freely offer stories, theories, and facts; these may sound good at first but ultimately mean nothing (the “word salad” politicians are famous for). If called out on their deception, they will deny and continue to prevaricate. Should that fail, a quick, cruel change of subject or violent outburst usually puts the demon back on top.

Even if you get a demon to tell the truth, keep in mind that they perceive time differently than we do. They avoid speaking in terms of exact times, let alone days, months, or years. Instead, they prefer to answer, “Soon,” “Now,” or “Later.” These words have different meanings to them, so “Soon” could be a decade in human years, “Now” could mean six minutes or six hours (or tomorrow, or next week), and “Later” could be after you’re dead! It’s not easy to get them to express the information you want in human time because: 1) they don’t want to be helpful, and 2) it’s honestly difficult for them (demons are lazy, remember?).

When speaking to a demon, it will always try to puff itself up, lying about its name, rank, power, where it’s been, etc. Demons pick grand-sounding names like “Eater of Souls,” random names made up of harsh consonants and vowels, or common human names (“John” is a favorite). The demon wants to confuse you.
 It also wants to look more powerful than it is so you will take its threats and promises seriously. Sometimes, it wants to trick you into thinking it is a ghost or less powerful demon so you will underestimate it or apply the wrong tactics. One thing’s for sure: most demons claiming to be princes or gods are not.






DEMONS IN THE ASTRAL PLANE


Demons are most often encountered in the astral plane, lurking like bandits and con-men, waiting to ambush or trick astral travelers. They are not as powerful here as they are in Hell, but far more powerful than on Earth. It is also faster and easier for them to call reinforcements here.






DEMONS ON EARTH


Demons cannot enter the physical world, much less possess anyone, without first being granted permission by humans. The important thing to know is that demons have a different idea of what “permission” means. If you play with the occult, dare one to appear, mock their existence, or are just a generally unhappy, fearful, or angry person, those all count as “permission” for demons to enter your life, even though you did not specifically say that’s what you wanted to have happen! Demons are opportunists and parasites (like astral predators, but more dangerous because of their greater intelligence and power).

Think you’re having a good time? Bad news: Drinking and doing drugs lower your psychic defenses. If you’re self-medicating to cover fear, pain, or self-hatred, you’re a prime candidate for demons.

Once “permission” is given, the first demon will use its summon demon ability to bring more demons to share the fun. It may wait a bit to size up the situation and secure its position, and it may try to trick you by asking if it’s okay for it to invite “a few friends” over—you know, to “help” you. It turns out demons also have a different definition for the words “help” and “friends” as well, and as you can imagine, neither definition is what you want them to be.






DEMONIC POSSESSION


Demons want to experience being in a physical body and to spread evil. Because they are amoral energy beings who don’t have to physically live with the consequences of their actions, they freely commit crimes and indulge in risky behavior. A possessed body that is no longer useful to them is quickly abandoned, unless they’re magically bound to it.

Demons attempt to gain possession of humans by any means necessary. Terror Demons will not be particularly subtle about it; they may demand it, shouting “Let us in!” or making threats that sound real, but which they may have no actual way of backing up, such as “Let us in or we will kill your daughter!” Never mind that the daughter lives three states away and has no demons anywhere near her. The human will have no way of knowing that! Should threats not work, terror demons wage psychic war on the intended victim, hoping to wear down their defenses so they can force their way in, or convince the victim to give in. Should that not work, they will resort to violence, again hoping to wear the victim down, but also to punish it.

Tempter demons will be far more subtle in their approach. They are not in a hurry (at least not usually). They use logic, flattery, and lies to establish trust, maybe provide a few private displays of their power, like levitating the victim in an enjoyable manner. The tempter demon may offer all kinds of benefits and rewards for allowing it to enter the victim. It may present itself as a savior against any terror demons that are plaguing the victim, in the ultimate “good cop, bad cop” routine. Once the victim agrees to let it in, that’s when the tempter demon drops its best friend act and starts torturing the victim, breaking them down to make room for the tempter to have full control. If the tempter goes through its friendly act and the victim still refuses to let it in, the tempter may resort to violence.

Sorcerer demons are less interested in possessing humans. They know what it’s like to have a physical body, since they were human once themselves; that aspect holds small appeal because they prefer being energy beings. So they will only possess humans if it suits their goals, using whatever tactics the situation merits, including casting spells. Sorcerer demons are especially adept at possessing people of their human bloodline, so these tend to be their primary targets. Additionally, bodies they have some genetic connection to feel more like “home” to them.

Gods and princes only possess humans as part of some larger goal. To get their way, they may attempt the friendly seduction of tempters or the psychic war of terrors, but they might cut right to the chase, using cold logic and offering juicy pacts. These are heavy-hitters who don’t fool around.

Remember that all demons may possess animals and objects as well as humans. They may also possess an area, say the size of a house or city block. Anything possessed by demons will gradually take on a sinister and oppressive appearance and atmosphere, as well as being at least ten degrees colder than normal. Weather in the area will worsen, plants will wither, and animals will avoid it.






STAGES OF DEMONIC POSSESSION


The first stage is INFESTATION
 , when you knowingly or unknowingly invite the demon in. The most common forms of infestation are thoughts, dreams, or hallucinations of a frightening or seductive nature. They are most likely to be noticed at three a.m. (the demonic “witching hour”), but may occur at any time and tend to repeat in groups of three or six, which is a calling card of the demonic. Three loud knocks at the door (but no one is there) is an example.

Sudden drops in temperature or chills indicate a demon is physically present, even if it cannot be seen. Demons can drain and manipulate electronic devices (beware dimming lights, phones dying, etc.).

Demons may employ psychokinesis (also known as telekinesis) to cause objects to be lost or found, or to move untouched. They can easily move heavy furniture or appliances, even cars and trucks. The results can be deadly.

The second stage is OPPRESSION
 (sometimes called “Obsession”), when the demon exerts greater control and influence over its victim and those around it. During this stage, the demon weaves itself more tightly into all aspects of daily life. This is achieved via a combination of psycho-kinesis and telepathy to make itself appear all-knowing and all-powerful.

The third and final stage is POSSESSION
 , which may be full or partial, voluntary or involuntary. At this point, the victim becomes a host to be used and controlled by the demon. The victim’s consciousness may be temporarily displaced or cast out permanently while the demon has ownership of the body. During this time, the possessed may or may not have any memory of what is happening. A “reverse exorcism” may be necessary to return the victim’s soul if it has been displaced or cast out of the body.






SYMPTOMS OF POSSESSION


Demons are energy vampires—spiritual parasites that feed on others to sustain their unnatural existence as well as to power a wide range of supernatural abilities. Although they can draw some nourishment from electronic devices, their primary food source is psychic energy, preferably harvested from the negative emotions of living victims. The results of such feeding produce the symptoms of demonic possession.

Such symptoms may be gradual or come on suddenly. They will always include one or more of the following:





· Personality changes
 including unusual patterns in behavior, emotions, intelligence, morality, or sexuality;

· Physical changes
 including appearance or voice, dizziness, vomiting, headaches, blackouts, weight loss, paralysis, sleep patterns or sleepwalking, anesthesia to pain or temperature, or signs of abnormal strength or weakness;

· Mental changes
 including speaking and understanding unknown languages, experiencing delusions and hallucinations (such as hearing voices or seeing things no one else can), paranoia, altered memories or memory loss, exhibiting psychic or occult powers, predicting the future, or otherwise knowing things you could not possibly know;

· Spiritual changes
 including uncontrollable urges to commit blasphemy or being affected by prayer in an unusual manner, or exhibiting a negative reaction to or fear of holy names and religious objects. However, in the case of an atheist, agnostic, or New Age victim, there may be no such symptoms until an opportunity for religious conflict presents itself.





While anyone could exhibit a few of the less obvious symptoms without being under demonic attack, the more drastic the changes, the greater the likelihood that a demon is involved. An immediate exorcism should be conducted. Note that several exorcisms may be necessary to remove particularly strong demons.

The longer a demon is allowed to remain, the more difficult it is to remove. Nor can a demon ever truly be exorcised unless the possessed actively renounces it and all ties to it. Those who knowingly or secretly enjoy what the demon offers are doomed to remain in its clutches.






HOW TO STOP A DEMON


A demon can be magically forced out of a possessed body or object by a spell or religious ritual, such as the rite of exorcism (which works on ghosts and undead as well). It can be tricked or even convinced to leave as well, though this is obviously not easy. One terrible tactic amateurs use is inviting the demon to possess them instead. The only demons that will find this an acceptable alternative are the ones capable of possessing multiple humans at the same time: in other words, gods and princes, the worst of the lot!

Because possession is permission-based, the easiest and most effective way to exorcise a demon is for the person it is being possessed by to simply renounce the demon by revoking its invitation and commanding it to leave. This can (and should) be a blanket revocation of all demonic entities present. Such banishment is instantaneous and foolproof, but only
 if the possessed person means it. There can be no doubt, no fear, no secret desire to remain in the demon’s thrall. And the act is always draining.

The formerly possessed person will take weeks or months to fully recover, but should feel instantly better, happier, and more like their old self. However, there may be personality changes (for better or worse) as well changes in their spiritual beliefs (an atheist may turn agnostic, for example). Sometimes, the possessed person will have learned a valuable lesson or truth about themselves from fighting the demon(s) and their life afterward will be far better than before they were possessed. However, this may be impossible to explain, or for others to accept that the person needed to undergo such a grueling experience.

The greatest change is the void left in the victim by the possessing demon’s absence; it will ache like a phantom limb. Some part of the person will miss
 being possessed, will miss having the demon’s constant companionship and the feeling of psychic power, of forbidden knowledge having been at their fingertips. It’s like having an abusive ex-lover, or being a recovering addict. These feelings may take years to go completely away, and until they do, the formerly possessed person is at risk of inviting the demons back…






SAMPLE DEMONS



Night of the Demon
 (1957, aka Curse of the Demon
 )


Rosemary’s Baby
 (1968)


The Dunwich Horror
 (1970)


The Exorcist
 (1973)


The Omen
 (1976)


Suspiria
 (1976)


Damien: Omen II
 (1978)


Evil Dead
 (1981)


Demons
 (1985)


Angel Heart
 (1987)


The Gate
 (1987)


Hellraiser
 (1987)


Hellbound: Hellraiser 2
 (1988)


Stephen King’s Needful Things
 (1993)


The Devil’s Advocate
 (1997)


Fallen
 (1998)


The Ninth Gate
 (1999)


The Exorcism of Emily Rose
 (2005)


Supernatural
 (TV, 2005-present)


End of the Line
 (2007)


Exorcismus
 (2010)


The Last Exorcism
 (2010)


The Shrine
 (2010)


Asmodexia
 (2014)


The Babadook
 (2014)


Devil’s Due
 (2014)


It Follows
 (2014)






DEMON PLOT IDEAS


· A sorcerer seeks to cheat death by making a pact with a demon.

· Bored teenagers play with a Ouija board and summon a demon.

· An unsuspecting family moves into a house possessed by demons.

· A demon offers to help a lonely teen get revenge on bullies.

· A woman inherits an old ring possessed by a demon.

· A serial killer makes a pact with a demon in order to continue killing after he dies.




ENERGY BEINGS: GHOSTS



Ghosts are a unique type of energy being: human souls, the only kind that has ever truly been alive in a physical sense. Sometimes, these souls become trapped on earth. This can happen for several reasons:





· The soul doesn’t realize it is dead.

· The soul realizes it is dead, but fears moving on or does not know how.

· The soul realizes it is dead but has been cursed, tricked, or magically bound to remain.

· The soul realizes it is dead but has unfinished business to resolve before moving on.

· The soul realizes it is dead and wants to live again by possessing the living.






GHOST MOTIVATIONS AND GOALS


Whatever its reasons for remaining, a ghost stubbornly clings to the physical world. Fear, hate, love—any strong emotion can be a source of energy for them. A ghost is typically bound to the site of its death, but this is not always the case if that site is disturbed, torn down, or moved. Ghosts may attach themselves to portable objects, but more often, they attach to the living, particularly to likeminded individuals, or to friends or family.

Like demons, attached ghosts influence their host subconsciously. Anytime you hear a voice in your head that refers to you in the third person, such as “You want to leave this place,” or in a plural sense, as in “We want to leave this place,” it may be a ghost, demon, or other spirit trying to influence you. More than one ghost can attach itself to a single person. Common places to pick up ghost attachments are abandoned buildings, asylums, bars, battlefields, cemeteries, drug dens, and hospitals. Ghosts attach themselves more easily when the living target is afraid, angry, unhappy, sick, inebriated, unconscious, or in an altered mental state.

In some cases, an attached ghost can possess the living. The host’s personality is submerged, leaving the ghost in control to do as it wishes. This may be to resume a physical addiction or pursue a goal it left unfinished in life. The host may or may not have any memory of what their body does during this time.






TALKING TO GHOSTS


Ghosts communicate telepathically or through electronic devices. Few are able to adequately mimic physical speech; when they try, it tends to come out as moans and wails, though simple messages can sometimes be conveyed.

The only way ghosts can reliably communicate with the living is by possession. This is typically done through a seance where a willing psychic medium invites the ghost to temporarily possess her to talk to a group or individual. Such communication is often halting, hissed, and forced, as the ghost is not used to having lungs, drawing breath, and using a mouth to clearly enunciate syllables. Awkward pauses between words or groups of words are common, such as, “You… will leave this place and… never return!”






OBLIVIOUS GHOSTS


Oblivious ghosts are stuck in a time loop. They do not notice or do not care about the living; in most cases, they aren’t even aware they’re dead. They can be seen by the living only at specific times in specific locations, either going about the tasks they performed in life or repeating the actions that led to their death. If there is more than one ghost present, they are often related somehow, and one (usually the murderer) will dominate the others. Victim ghosts may attempt to warn the living of the danger, while the murderer ghost may try to add the living to his “collection” of ghosts he can dominate.






FRIENDLY GHOSTS


Friendly ghosts believe they are helping the human they are attached to, and while they may be able to provide short-term benefits of wisdom, comfort, skill, or talent, in the long term, they do more harm than good. They do this by interfering with the human’s journey, manipulating their decisions to do the things the ghost thinks they should do.






SELFISH GHOSTS


The most common kind, selfish ghosts are not concerned with their host’s well-being, nor do they actively seek their destruction. They simply want to go on doing what they did in life, and the host is taken along for the ride. Selfish ghosts may take actions to protect their host, but only to keep the possession going. A sick or dead host is no good.






HOSTILE GHOSTS


There are two kinds of hostile ghost: hermits and haters. Hermits simply wish to be left alone. As such, they are more concerned with driving the living out of the area they haunt, but will resort to harming those who can’t take a hint. Haters, on the other hand, actively hate the living and want
 to harm them. They don’t fire “warning shots” like hermits. In life, they were jealous, vengeful, or insane. Some were or are possessed by demons (yes, ghosts can be possessed!). Here are three specific kinds of haters:






BANSHEES (Hostile Ghost)


A banshee is the ghost of a murdered woman who only appears after dark. Her primary method of communication with the living is an ear-splitting shriek or wail. This warns that someone close is about to die a violent death. Banshees only appear to those who know the upcoming victim. The victim could be the person who hears the wail, or someone nearby (not necessarily within earshot), but there will be some kind of physical limit on how far away the death will occur. A range of five miles is typical because banshees are limited to the general location of their death.

The banshee was the victim of a violent death herself, and is motivated by a strong sense of justice or revenge. Her soul has chosen to remain behind to warn or terrorize others about violent death. For example, a woman murdered by a gang of men may come back to warn other women the same fate is coming for them, or to terrorize the men that they are about to die. Depending on when the banshee is encountered, the death can be immediate, or take place anytime that same night but before
 sunrise.

Certain banshees are murderers themselves (often child-killers), who return not to warn or avenge, but to continue killing, and such deaths may be by drowning or other physical methods. The Mexican legend of la Llorona
 (“the Weeping Woman”) is one such case and an apparent exception to the rule of ghosts avoiding water—although drowning someone near the shoreline is different than trying to cross the water. Perhaps some ghosts with a strong connection to water can enter and remain within it up to a point, though this may rapidly deplete their energy.

Variant types of banshee might be able to use their sonic wail to deafen, incapacitate, or kill physical creatures (possibly even physical undead), with gruesome effects like blood running from their ears, eyes, and mouth as the brain and internal organs are vibrated to mush.

Rather than be physically heard, a variant wail might be entirely psychic in nature, but no less devastating (think of the exploding heads from Scanners
 ). The added bonus here is that even in a room full of people, only the chosen victim would be able to hear it, making them look sick or crazy.






POLTERGEISTS (Hostile Ghost)


A poltergeist is a pseudo-ghost: a “thought golem” created by strong negative emotion that takes on a psychic life of its own. The purpose of that life is to cause harm to a specific individual and those in their immediate vicinity. Only those who attempt to interfere with its purpose (by getting in the way of its attacks on the target) will themselves be attacked.

The poltergeist is psychically attached to the target and cannot be reasoned with, though it can be temporarily tricked or left behind. A poltergeist is insane and can only communicate through imprinting short, horrifying images on its target’s brain; images interpreted as “Hate,” “Die,” “Suffer,” etc. These images may include a shadowy figure that represents the poltergeist, and the target may easily misinterpret that figure to be a true ghost or demon.

Poltergeists always remain invisible and focus their energy on causing physical and psychic harm. They can levitate and hurl objects, pinch, bite, hit, trip, even commit sexual assault. However, lacking a true mind, they cannot possess the living. If seen in the ethereal plane, a poltergeist appears as a mad caricature of the person who created it.

If the target of a poltergeist can refrain from feeding it strong negative emotion for a long enough time, the poltergeist will wither and die on its own because unlike ghosts, it can only feed on energy from its target. Also, if the person who created the poltergeist dies, the poltergeist dies.


The Entity
 (1981) is based on the allegedly true story of a woman who was repeatedly assaulted by a poltergeist.






WRAITHS (Hostile Ghost)


Wraiths are created from the corrupt souls of powerful, ambitious murderers whose dreams of conquest and control were cut short. As such, wraiths embody hatred, cruelty, and a desire to dominate and destroy the living. They prefer to do this through physical means.

A wraith’s ectoplasm is different from other ghosts. It appears as a billowing gray fog that takes on a humanoid shape. This ectoplasm is more substantial than other ghosts and can be used to “fill up” a suit of clothes or armor to give it a more life-like appearance, at least at a distance. Wraiths easily manipulate physical objects and are rarely found without the signature weapons and armor (or uniform) they loved in life, along with treasured objects such as gold or the bones of their victims.

Unlike ghosts, wraiths are always linked to a single, easily portable object rather than to their physical remains. That object is usually their favorite weapon or armor, but could be anything: a ring, a portrait, a book, etc. Durable, fire-proof objects are generally preferred because destroying the object destroys the wraith.

Wraiths speak in short, hissing whispers when in physical form, but most of their communication is done via telepathy. While they need to feed on psychic energy the same as other ghosts, wraiths are rarely patient enough to hang around haunting for long. Instead, they prefer to quickly inspire terror and despair in their victims, then murder them by their preferred method, harvesting the maximized energy before moving on to the next victim.

Wraiths are bullies, but not cowards. They are sadistic, cunning strategists who enjoy a good fight (though they will retreat rather than be destroyed). Unless united by bonds of blood, a curse, or common cause, wraiths are solitary predators. They are found in battlefields, ruined castles or fortresses, or museums, always close to their linked object.

A variant type of wraith is the skin wraith
 . Rather than fill up armor or uniforms, skin wraiths pour their ectoplasm into a living target to both possess and “armor” them. It reinforces its control by fusing its ectoplasm with the muscles and organs of the host, creating a thin layer of armor that provides protection against damage. When the living host is killed or no longer of value, the skin wraith removes this ectoplasmic connection, billowing out of the host’s mouth as a slimy gray fog before vanishing. Some skin wraiths can possess anyone in this manner, others are limited to only possessing people related to them.






GHOSTLY POWERS


All ghosts share the same standard set of strengths and weaknesses. More powerful ghosts have more psychic talents or supernatural powers, and may know a variety of magic spells (if they were a wizard or witch when alive).







Standard Ghost Psychic Talents:



· Astral Projection (once, to escape the ethereal plane)

· Bilocation (Ability to be in the material and ethereal planes at the same time)

· Enhanced Senses (Cannot be surprised, etc.)

· Influence Others (Implant Hypnotic Suggestions)

· Locate Energy Beings and Hide from Same

· Psychokinesis (aka Telekinesis)

· Read Auras

· Telepathy (One-way or two-way)







Standard Ghost Supernatural Strengths:



· Create Ectoplasm

· Immortality

· Invisible to Humans

· Levitation







Standard Ghost Supernatural Weaknesses:



· Cannot Cross Running Water (except by bridge, etc.)

· Hurt by Iron

· Must Feed on Psychic Energy

· Must Rest in the Ethereal Plane to Recharge Its Powers (Between Feedings on Humans)

· Repelled by Salt

· Repelled by Water





Like demons and other energy beings, ghosts are invisible to the human eye, but animals can sense their presence and avoid them. Being incorporeal, ghosts can pass through physical barriers like walls, doors, and windows. This includes living things, who will feel a strong chill as the undead passes by or through them. In fact, that is how most living creatures become aware a ghost is present: the ghost constantly emit a cold sensation, dropping the temperature in a ten- to twenty-foot radius around them by approximately ten degrees. The more powerful the ghost, the larger the radius of the cold. The most powerful ghosts are able to decrease the temperature by another ten or twenty degrees. This may be done by choice, or as an involuntary side effect of having so much power.

Note that ghosts feeding on negative energy can only drop temperatures, but ghosts feeding on positive energy can choose to raise them. For example, to save the life of someone trapped in a car in a snowstorm.






MANIFESTING IN REALITY


It requires a lot of psychic energy for ghosts to manifest themselves in the physical world. Some, like poltergeists, never appear except in victim’s minds, while others can take on a semblance of physical form through ectoplasm
 , a viscous substance that is lighter than air and dissolves when the ghost ceases to concentrate on it or runs out of energy. Ectoplasm can present as various shapes, but is most often used to create a humanoid form that resembles how the ghost looked in life. More powerful ghosts can take on other forms, from animals to monsters.

When manifesting in the physical world, ghosts may or may not be bound to the location of their death. They are always motivated by selfish desires (no matter how well-intentioned), so this often translates into becoming extremely territorial. They may want to stay in their house at all costs, for example, or in their town, or the surrounding area. Others relish their newfound freedom to go anywhere. Some choose to follow people they have left behind or grown attached to after death.

Ghosts prefer to manifest after dark, or in darkened areas: attics, basements, forests, underground. It is easier and uses less energy for them to manifest there rather than in sunlight.






THE ETHEREAL PLANE


Ghosts exist in the ethereal plane
 , a so-called “ghost dimension” that overlaps with our planet’s magnetic field. The ethereal both powers and is powered by trapped souls.

To those who enter the plane, it appears as a carbon copy of the living world, only darker, duller. There is no sunlight here, only dark gray sky. The plane exists in simultaneous temporal layers that can be peeled like an onion, allowing a form of “spiritual time travel.” Thus, some ghosts will only be present and visible in certain layers, though they still manifest in the present to the living. That is because to the ghost, ethereal time can be frozen at the moment of their death. So to a ghost that died in 1979, it is always 1979 if they want it to be, or if they don’t know that they are dead.

A living creature cannot physically enter the ethereal plane; they can only enter by leaving their body through astral projection. A living soul in the ethereal may or may not be immediately recognized as such by ghosts, but once recognized, they will be hounded and hunted, whether to ask for help, to possess, or to become psychic food.

Upon death, souls always have enough energy to break through the ethereal plane, to reach “escape velocity” and project themselves into the astral plane, where they will continue their journey to whatever their final destination is. To a ghost, their one-time gate to the astral plane will resemble a door or tunnel of light. Opening it or moving into it immediately sucks them out of the ethereal into the astral—a one-way ticket.

Some souls need time to process the fact they are dead and/or want to make sure those they left behind are going to be okay. But a soul only has enough power to remain in the ethereal for a few days, a week at most, before losing the ability to astral project. After that, they are trapped in the ethereal as ghosts until rescued or captured by other energy beings, or until they feed on enough psychic energy to astral project—but that ability will not be restored for long.

The ethereal plane feeds off ghost energy, though certain powerful ghosts and undead have learned to feed off it. When the plane has drained a soul of enough energy, that soul can no longer manifest itself and falls into a spiritual coma. Eventually, it is consumed.

Note that demons and most other energy beings can move freely and not be trapped by the ethereal plane because it does not recognize their energy as “food.” however, aliens whose souls share certain similarities with humans can be trapped. This may explain why some people feel like they have been born into the “wrong world;” to escape the ethereal, these alien souls have chosen to incarnate themselves into a human child. These so-called “star children” think and act differently (perhaps having Asperger’s or other odd or autistic traits), but their very difference is what allows them to make great contributions.

On a related note, when new human (or compatible alien) souls come to Earth, they first enter the ethereal plane and begin shadowing expectant mothers in the material. They have sufficient energy at this point to project their soul out of the ethereal into the physical body of a viable fetus. Should the newly incarnated soul learn the mother is not a good match to carry it to term or raise it to adulthood, it may choose to “abandon ship” and astral project itself back to where it came from, resulting in a miscarriage or stillborn.

Demons cannot enter a fetus without a soul, so they lurk in the ethereal hoping to hitch a ride on a newly arrived soul, or striking bargains with newly dead souls to put them back in a human body (whether a “fresh start” fetus or not).






PSYCHIC ENERGY DRAIN


To prevent being consumed by the ethereal plane, ghosts must feed off the psychic energy of living creatures. That psychic energy comes from manipulating emotions—the stronger, the better. The more energy they feed on, the more power they have, but this is always a limited reserve. Even ghosts capable of tapping into the ethereal itself can only draw so much energy before being destroyed (similar to a tick who pops after gorging on too much blood).

Victims of this psychic drain feel lethargic and apathetic. They are self-absorbed by their relationship with the ghost, whether that relationship is loving or hateful. The more the victims think about the ghost, the more energy the ghost is able to take.

Ghosts feed on either positive or negative emotion; this is determined by personal choice or the type of ghost they are. For example, a friendly ghost who wants to help the living will feed on positive emotions, while a hateful ghost feeds on negative emotions. Drawing nourishment from the opposite energy type initially sickens them, and if they continue to feed on it, it will eventually alter their personality, turning a friendly ghost hateful and a hateful ghost friendly—or at least neutral.

Friendly ghosts, or ghosts who do not realize they are dead, may not understand they are causing more harm than good. Most types of ghosts know they are harmful and either don’t care, think the ends justifies the means, or enjoy hurting the living. Some want to kill the living to create more ghosts, either to let them wander in pain or to remain as slaves to terrorize and feed on.






TYPES OF POSSESSION


Ghost possession can be a total, where the ghost’s consciousness dominates the host, or it can be partial, where the ghost only has control of the host for a limited time or under certain conditions. A third type is shared possession, where the undead is inside the host as a kind of “spiritual hitch-hiker.” It influences the host to take actions it finds favorable, but cannot force them to comply. Whatever the degree of possession, the host may or may not be aware they are possessed.

One way a host may realize a ghost is sharing its body is to hear thoughts in the third person, such as “You want to drink alcohol,” or “We want a drink! Pour us a shot.” Since nobody thinks in third person or the plural, this is a clue a ghost is attempting to manipulate them, though they may instead think they are becoming mentally ill.

The ghost’s personality, mannerisms, morality, and physical defects tend to manifest in the host either over time or quite suddenly. So for example, a ghost who had a limp when alive would walk with a limp while possessing its host, even if the host’s legs were perfectly healthy. If the ghost is foreign, or from another time, the host may develop a strange accent, dialect, speech pattern, or total fluency in the ghost’s language. If the ghost of a brilliant college professor possessed a high school dropout with a low I.Q., the host might develop an extraordinary vocabulary and launch into complex conversations, lecturing about topics he could have no way of knowing.

To prevent being discovered, the possessing ghost will try to distance itself from any of its host’s friends or family. This distancing will be by the most expedient means possible: by being rude, withdrawn, or angry, by making up excuses, by moving, or even running away.



One more point about possession:

 The ghost will often, but not always, attempt to return to whatever its goals were in life—unfinished business is the number one reason souls become ghosts. It could be for a short-term goal like to avenge a wrong or make amends, or long-term, from getting drunk and partying every day to running a multinational corporation. Whether or not the goal is practical or not doesn’t matter to the ghost. It will be completely delusional and difficult, if not impossible, to reason with regarding its unfinished business. Helping the ghost achieve its goals may be the key to allowing it to move on, or it may bring greater harm to the living.






HOW TO STOP A GHOST


Various ghost-hunting equipment exists; these range from laughable rip-offs to sophisticated sensors that can monitor temperature changes or hear undead talking (see the movie, White Noise
 , for one such example). Ghosts, like energy beings, can interfere with electronic devices, so devices cannot always be trusted to provide accurate information or even to work when you need them.

Weak ghosts can be avoided by keeping calm, giving them no energy to feed on. If a ghost is evil and strong, it can be temporarily repelled by force-feeding it positive emotions. Positive emotions sicken and weaken evil ghosts, who must use up more and more of their negative energy to remain present, let alone fight back. Most will choose to quickly depart rather than risk going into a spiritual coma. They return once their energy levels have been restored.

What about force-feeding a friendly ghost positive emotions? That would have the opposite effect, making it more powerful. This is only advised if the object of feeding it is to give it enough energy to break free of the ethereal plane and continue its spiritual journey in the astral. Even then, they will likely resist the idea (at least at first), insisting they can do more good here. They are afraid of not being able to help the living they leave behind and afraid of being alone in an unknown, possibly hostile environment.

With evil ghosts, it is much harder to convince them they should leave the ethereal. Here, they are big fish in a small pond. Predators.
 They may fear what waits for them in the astral plane and beyond, such as eternal punishment, or becoming prey to more powerful astral energy beings.

Unless possessing the living, ghosts cannot cross a barrier of salt. That’s because salt is symbolic of the earth, which is nature, and ghosts are unnatural. Salt also cleanses an area of harmful or negative energies. However, the slightest break in a line of salt will allow a ghost to enter an otherwise protected area.

Iron is considered the life-force of the Earth, its “blood.” As such, iron disrupts the energy fields of ghosts, causing them to dematerialize until they can replenish their energy. Carrying a bar or club of iron makes an effective weapon.

Running water also represents life. Unless possessing a living creature or bound into an object, ghosts cannot cross it and must use bridges, boats, or other means of getting across. This means modern underground plumbing systems can trap them, or force them to take the long way around.

Unless stated otherwise, all ghosts are released by convincing them to go to the astral plane, or by salting and burning their bones, or by reducing their bones to ash and scattering them to the wind.






SAMPLE GHOSTS



13 Ghosts
 (1960)


la Llorona
 (1960)


The Curse of the Crying Woman
 (1961)


The Haunting
 (1963)


Legend of Hell House
 (1973)


Burnt Offerings
 (1976)


The Changeling
 (1980)


The Fog
 (1980)


The Entity
 (1981)


Ghost Story
 (1981)


Poltergeist
 (1982)


A Nightmare on Elm Street
 (1984)


A Chinese Ghost Story
 (1987)


Beetlejuice
 (1988)


Lady in White
 (1988)


The Frighteners
 (1996)


The Ring
 (1999)


The Sixth Sense
 (1999)


The Others
 (2001)


The Eye
 (2002)


Supernatural
 (TV, 2005-present)


White Noise
 (2005)


Ghost Adventures
 (TV, 2008-present)


Being Human
 (TV, 2011-2014)


Mama
 (2013)


Crimson Peak
 (2015)






GHOST PLOT IDEAS


· A struggling but ambitious loser is possessed by the ghost of a master in his craft.

· A psychic medium exploits the dead, passing off the work of ghosts as her own.

· A woman is possessed by the ghosts of her past lives.

· The ghost of a murdered woman possesses her killer.

· The ghost of an assassinated military leader builds an army of ghosts to win the war he lost in life.

· Kids are dared to spend a night in a haunted house.

· A family moves into the house of their dead grandparents who haunt them.

· A woman begs the ghost of her dead lover to stay with her, trapping him in the ethereal plane.

· A lonely man builds a radio to talk to ghosts.

· A killer’s ghost possesses people to keep on killing.




FANTASY RACES: HUMANOIDS



Humanoid races make up dwarves, elves, faeries, gnomes, goblins, orcs, ogres, trolls, and giants. Basically, anything that resembles a human being, but isn’t. Many of these can be found in The Lord of the Rings
 , but humanoid races aren’t limited to fantasy. For example, The Creature from the Black Lagoon
 (1954) is the last surviving member of an amphibian race of prehistoric “gill-men.”

Because these races are not human, they are more complicated to write about. What is their culture like? Their social traditions and sexual conventions? What is offensive or taboo? What does their language sound like? Their music? Their jokes? Their legends? What gods do they worship, if any? Do they have access to different magical, psychic, or supernatural abilities than other races? You won’t need to know every detail, but the more you know (even if you don’t use them), the better and more realistic they will appear to your readers.

As I advised in the Alien Races chapter, one shortcut is to steal bits and pieces from different real world cultures and then mix those liberally with other influences from movies, books, comics, video games, and TV. You want to be creative, but not too creative
 where your end result is unrecognizable. Fantasy fans will have certain expectations (haughty elves, greedy dwarves, cruel orcs). You want to meet those expectations, but surprise them with a fun twist that makes your version different.

Or, keep the fantasy race traditional, but create a unique individual, an outcast who must struggle to overcome the prejudice of others. Drizzt Do’Urden, a dark elf from the Dungeons & Dragons
 game world, is one of the most famous examples. But you could do the same with any “evil” fantasy race, creating a lone hero or renegade faction. Hellboy
 (2004), a demon turned hero, is another example.

Think about how your humanoid race(s) see the world, and how they view humanity. Are they friends, foes, or neutral? Do they share or compete for resources? Are they persecuted, enslaved, oppressed? Or are they the true masters of their world? Keep in mind that humans have a bad habit of killing anything that’s different from them, and inventing reasons to steal resources that don’t belong to them. Look at earth’s past. Look at earth’s present. Now imagine if we shared the planet with other races that weren’t us. Chances are, it wouldn’t go well. But then again, maybe it might do us some good to see we’re not the only powerful race around. That we’d have to cooperate, have to share. And allies are good to have when something big and nasty shows up.






SAMPLE HUMANOIDS



Don’t Be Afraid of the Dark
 (TV, 1973)


Legend
 (1985)


Labyrinth
 (1986)


Troll
 (1986)


Willow
 (1988)


Lord of the Rings
 series (2001-2003)


Warcraft
 (2016)






HUMANOID PLOT IDEAS


· Orcs and humans must team up to face an enemy that wants to destroy them both.

· An unknown humanoid race is discovered living deep underground or underwater.

· A human child is stolen and raised by goblins.

· Humans crush the dwarvish monopoly on gold.

· Modern day humans open a portal to a “fantasy” world ruled by one or more humanoid races.

· A humanoid tribe send an ambassador to the humans but he is assassinated, provoking a war.




FANTASY RACES: MYTHOLOGICAL BEASTS



Mythological beasts come in two types: those created by gods from non-human sources, and humans cursed by gods as punishment for their sins. Often, this curse comes with immortality—the beast cannot age past maturity, nor can it commit suicide.

A magical curse can only be broken by the god or creature who placed it, or by fulfilling whatever condition(s) for release were imposed at the time the curse was placed. In some cases, slaying the god or creature who placed the curse can free the victim. Note that “freedom” could mean killing the victim, not returning them to normal. Sometimes, death is mercy.

Some curses only affect the original target, while others can be transferred to a willing or possibly unwilling subject. This may or may not free the original victim of the curse.

A third type of mythic beast is one created not by gods or magic, but by science. Through the science of gene-splicing, all kinds of mythic beasts could be recreated in the lab.






GOALS AND MOTIVATION


Depending on their genetic origin, mythological beasts possess either animal-level intelligence, or human-level intelligence. Those wth human I.Q.s have varied goals. They may have resigned themselves to their curse and withdrawn from the world, forging hidden sanctuaries in inhospitable climes where they pursue whatever gives them pleasure: art, books, etc. Or, they could lurk in the shadows, jealous and hating, feeding on the drunk, the weary, the foolish.

Imagine yourself to be immortal but hideous and unfit for society, then add to that a taste for human flesh. You are powerless to avenge your fate on those who bestowed the curse, and you can’t stand feeling powerless, so you have to take it out on someone. Especially someone you can eat.
 You are most likely driven by rage, by despair, secretly hoping your next victim will kill you instead.

Or, perhaps you hang on to some twisted semblance of humanity and eat your victims slowly, keeping them alive as long as possible for “companionship.” Or maybe you don’t eat them but hope to turn them into a monster like you for companionship. Or, you could try to transfer your curse to a willing victim, by playing up the immortality, the power, and leaving out the terrible truth…






VARIANT MYTHOLOGICAL BEASTS


Here’s how to give classic monsters a unique twist:






CHIMERA


Classically, this is a monster with the body of a goat, the head of a lion, and a serpent’s tail. Your chimeras could be a fusion of several fearsome animals or creatures—including humans, as seen in season 5 of Teen Wolf
 (TV, 2015-16).






DRAGON


Not all dragons breathe fire. Yours could breathe acid, lightning, or nothing at all. You could also make dragon variants that are smaller, wingless, or have barbed scorpion tails. Need inspiration? Check out Dragonslayer
 (1981).






GORGON


This could be the classical Medusa with snakes for hair and petrifying gaze, or you could create gorgons with snake arms, or the lower half of a snake. You don’t need to limit yourself to serpents; you could use worms, tentacles, whatever you want to create new and interesting “Medusoid” variants. The Gorgon
 (1964) presents a horror spin on the classic Medusa, but for me, the ultimate version was captured in Clash of the Titans
 (1981).






MINOTAUR


This is a man with the head of a bull, but like the Gorgon, you can create all kinds of variants by combining a human with the head of an animal. Why not lion men? Panther women? Classic minotaurs can be found in The Chronicles of Narnia: The Lion, the Witch, and the Wardrobe
 (2005). Variants can be seen in The Scorpion King 2
 (2008), which features a reptilian one, and Sinbad and the Eye of the Tiger
 (1977), which has a magic-powered robot version.






CREATURES OF MYTH PLOT IDEAS


· Your hero goes on a Greek cruise and gets stranded on Medusa’s island.

· An archaeologist unseals an ancient vault releasing a mythic beast into the modern world.

· People are burned to death after stealing a treasure hoard that belonged to a dragon.

· When an ancient god is mocked, the disrespectful human is cursed to transform into a mythic beast.

· A mad scientist uses DNA to recreate a mythic beast that escapes and goes on a rampage.

· A goat-headed minotaur tricks a modern day witch cult into worshipping it as a demon.

· An ancient god’s curse is transferred to whoever possesses a sacred object from one of its temples.

· A scientist splices gorgon DNA into his lab assistant.




HUMAN MONSTERS: CANNIBALS



Cannibalism has been, and continues to be, a worldwide phenomenon. People practice cannibalism for a variety of reasons, and although starvation is the number one reason, it’s not the only one. Certain indigenous peoples practice it as part of their culture and religion. Some serial killers practice it as the ultimate act of power over their victims. But what if there is another reason people become cannibals? A supernatural one?

In Algonquian mythology, the Wendigo is an insatiable spirit, a demon of greed, hunger, jealousy, and murder. It is drawn to those who exhibit these dark qualities and attempts to possess them. Once possessed, the Wendigo will rob, murder, and cannibalize humans until the host body is killed. Those possessed have super-strength and don’t die easily. They can be quite cunning, befriending people until revealing their hideous true nature.

Regardless of whether or not you believe in evil spirits, there are actual recorded cases of “Wendigo Psychosis” throughout Canadian and American history, from 1661 to the present. Some newer cases of so-called “zombie murders” (such as the 2012 “Causeway Cannibal”) may in fact be the result of undiagnosed Wendigo Psychosis, as well as the legendary cases of the Donner Party (1846-47) and Alfred Packer (1874, later parodied by the South Park
 creators in Cannibal! The Musical
 ).

Examples of the Wendigo as an evil spirit can be found in the following films: Stephen King’s Pet Semetary
 (1989), Ravenous
 (1999), Wendigo
 (2001), “Wendigo,” an episode of Supernatural
 (TV, 2005), and “Skin and Bones,” an episode of Fear Itself
 (TV, 2008). Lastly, Cannibal Apocalypse
 (1980) tells the story of a virus that turns Vietnam vets and the people they bite into cannibals. But is it a virus, or is it Wendigo possession transmitted through bodily fluids?






FAMOUS CASES OF MASS CANNIBALISM


Some of the more infamous cannibal cases throughout history include Scotland’s legend of Sawney Beane, the cannibal soldiers of the Sierra Leone civil war (1991-2002), and the 1994-98 famines in North Korea that produced at least three executions of black marketeers caught profiting from the sale of human flesh.






SAMPLE CANNIBALS



Man from Deep River
 (1972)


The Texas Chainsaw Massacre
 (1974 and 2003 remake)


Jungle Holocaust
 (1977)


Cannibal Holocaust
 (1980)


Eaten Alive!
 (1980)


Motel Hell
 (1980)


Cannibal Ferox
 (1981, aka Make Them Die Slowly
 )


The Green Inferno
 (2013)






CANNIBAL PLOT IDEAS


· College kids breakdown on a lonely country road and are “helped” by a family of cannibals.

· A gourmet restaurant is open by invitation only, serving an exclusive clientele of rich cannibals.

· After a nuclear war, some survivors become sadistic cannibals, terrorizing the remaining population.

· The owner of a hotel feeds guests to the cannibal women he keeps locked up in the basement.

· Modern travelers on the Donner Pass are snowed-in and must resort to cannibalism to survive.

· A butcher kills people and disposes of the bodies by selling the meat to unsuspecting customers.

· Mass starvation creates a thriving black market to meet the desperate demand for human flesh.

· A family of inbred cannibals attack a summer camp.

· A man gets revenge on his wife and her lover by locking the lover up and forcing him to eat his wife.

· A cannibal puts an ad in the paper seeking victims.

· A psychic cannibal eats the brains of his victims to steal their memories.




HUMAN MONSTERS: FAMILIARS



Intelligent monsters (especially undead) will often keep one or more human “familiars” around as a first line of defense and to interface with human society. Think Renfield in Dracula
 (1931), Fritz in Frankenstein
 (1931), Igor in Young Frankenstein
 (1974), Mrs. Blaylock in The Omen
 (1976), Sergeant Neff in Damien: Omen II
 (1978), Straker in ’Salem’s Lot
 (1979), and Billy in Fright Night
 (1985). Where possible, the monster will have a telepathic bond with its human familiar, allowing them to communicate over great distances. This may also extend to the monster having the ability to possess the familiar and act or speak through it. Preferred familiars will be “morally flexible” types who are strong, clever, skilled, and talented in ways the monster finds valuable.

For example, Barlowe and Straker Antiques is the business front used by the vampire, Kurt Barlowe, in Stephen King’s ’Salem’s Lot
 . As the face of the operation, Richard Straker presents himself as a professional antiques dealer, a bit eccentric and stuffy, but not a weirdo. He uses his position to divert suspicion from Barlowe’s plans. But what does Straker get out of the deal, other than a job and a place to live? He gets the benefit of Barlowe’s vast fortune to collect the objects he loves with the promise that he will one day be made a vampire as well—that means he can continue to enjoy and add to his collection forever. Straker also has a few nasty habits of his own that Barlowe lets him indulge. As a result, Straker loves his master. His fear is not of Barlowe himself, but of disappointing
 him. Straker is the perfect familiar: highly skilled, highly motivated, thoroughly evil, and utterly devoted.

You could even reason that Norman Bates from Psycho
 (1960) is a kind of human familiar to the split personality of his mother. After all, she’s the one who does all the killing, while he has to clean up afterward to “protect” her.






REASONS HUMANS BECOME FAMILIARS


· To earn the right to become a monster themselves.

· To have the power of life and death over others (good for maniacs and sadists).

· To live nicely on the monster’s bank account.

· To simply be needed, employed, and/or protected.

· To be part of something bigger than themselves.

· Out of ambition (the monster has offered to help the familiar achieve some goal).

· Out of revenge (the monster has promised to help the familiar seek revenge).

· Out of fear (the monster is holding some threat over the familiar or his loved ones).

· Out of love for the monster—either what it was, what it is, or what it represents.

· Out of hope the monster will use its skill or power fix the familiar’s physical or mental defects.






SAMPLE FAMILARS



Dracula
 (1931)


Frankenstein
 (1931)


Young Frankenstein
 (1974)


The Omen
 (1976)


Damien: Omen II
 (1978)


’Salem’s Lot
 (1979)


Fright Night
 (1985)






HUMAN FAMILIAR PLOT IDEAS


· A local businessman or politician’s rivals all mysteriously die or disappear.

· Everyone who bullied or hurt a local nerd suddenly mysteriously die or disappear.

· A local loser suddenly comes into money and/or love under odd circumstances.

· A local loser radically alters his appearance and confidence, acting strangely superior.

· A new business with a mysterious owner sets up shop in a town that has no need for it.




HUMAN MONSTERS: MANIACS



Whether they hang out at abandoned summer camps or pricey Manhattan psychiatry offices, these “maniacs” are a staple of crime, horror, and thrillers. Some are geniuses, some merely cunning, and others lumbering morons. Their I.Q. doesn’t matter so much as how
 their insanity distorts their thinking and morality.

When portraying mentally ill characters, you should try to balance your need to tell an entertaining story with your responsibility to accurately depict mental illness. This involves research. For example, a lot of the clinical terms have changed over the years: manic-depressive is now “bipolar disorder” (which covers a spectrum of three related but significantly different disorders), and multiple personality disorder is now “dissociative identity disorder.” So doing research will not only help prevent unfairly stigmatizing the mentally ill, but it will make you look smarter by not using the wrong terms to describe your character’s disorders. You’d be surprised how many novelists get this part wrong, and Hollywood’s no better.






POLITICALLY CORRECT ALERT


Obviously, “maniac” is not a politically correct term, but I use it (and “psycho”) as shorthand for a specific type of fictional villain: Hannibal Lecter, Michael Myers, Jason Voorhees, etc. No disrespect to those struggling with mental illnesses is intended.






TELL ME ABOUT YOUR MOTHER…


Like any good psychiatrist, there are a number of important questions you need to ask yourself when creating your maniac:





· Is the maniac’s insanity inherited, the result of a brain injury, drug abuse, torture, a secret government experiment, aliens, or perhaps even the result of a supernatural agency, such as a curse or demonic possession?

· How does the insanity alter the maniac’s thinking?

· Does the insanity cover a single delusion or many?

· How does the insanity alter the maniac’s morality?

· How does the insanity alter the maniac’s behavior, both on a day-to-day basis and for the long-term?

· Can the maniac “pass” for normal, and if yes, for how long?

· If the maniac cannot
 pass for normal, what gives away their insanity and how quickly?

· Does the maniac operate by some kind of twisted moral code or is he completely amoral?

· Many maniacs are overconfident of their own abilities. When challenged or confronted, is the maniac more likely to fight, flee, or talk his way out?

· Does the maniac hear voices, and if yes, how many, and are they real or part of his insanity?

· Do the voices have names and personalities?

· What are several examples of what the voices say and how often do they say them?

· What triggers the maniac hearing the voices?

· Once triggered, what is the typical duration he hears the voices?

· Does the maniac hear any other auditory hallucinations that aren’t voices? What are they? How long do they last?

· Does the maniac see things that others don’t, and are they real or part of his insanity? What are they?

· What triggers him to see these things and how long do the visions last?






SPECIAL PURPOSE


Most maniacs live for a special purpose, from simply to punish sinners to as grandiose as saving the world from a disaster by ritual sacrificing the “chosen ones.” This special purpose gives the maniac’s tortured life meaning and keeps him believing that what he is doing is not only not
 wrong, but good, and vitally important. Remember, people who are insane rarely believe they are mad, and even more rarely think of themselves or their actions as evil.





· What is your maniac’s special purpose?

· How did he decide this was his special purpose and when did he begin to act on it?

· How does he pursue this purpose?

· Does he have a twisted moral code?

· How does he select his victims?

· Who is his “perfect” victim?

· Who will he absolutely refuse to injure or kill?

· How does he feel each time he completes his special purpose?

· How often is he compelled to complete his special purpose?

· Has the maniac ever been caught committing a crime, and if so, by who and when, and what happened as a result?

· Has the maniac killed before, and if yes, when, who, how, and by what method?

· Does the maniac feel shame, regret, joy, or nothing over the fate of his victim(s)?

· Does the maniac have a favorite murder weapon? What other weapons or killing methods does he use, and how proficient is he with them?

· Is the maniac currently on any sort of medication?

· Which medications has he tried in the past, and what were the results?






MANIACS WITH UNUSUAL WEAPONS


Odd weapons are no substitute for a well-developed personality, but they can help your psycho stand out. Some memorable slasher movie examples: The Burning
 (hedge clippers), Don’t Go In the House
 (flamethrower), The Driller Killer
 (power drill), My Bloody Valentine
 (pickaxe), The Mutilator
 (battleaxe, fishing gaff), The Prowler
 (pitchfork), and The Toolbox Murders
 (nail gun).






MANIACS AND TORTURE


Does your maniac enjoy torturing his victims, or is it only a job to him—a necessary evil? Is he a hot-blooded sadist aroused by pain, or a cold fish lacking even the most basic emotion? Humans are complex creatures, and your maniac should be no exception. Perhaps he tortures only those he feels “deserve” it, granting those he respects a quick, merciful death.

Does your maniac love his wife and children? His pet cat? Is he kind to his neighbors and coworkers? Does he have other, more dignified hobbies, like composing poetry or growing roses?

The more you know about your maniac and his motives, the more real you can make him to your reader. For example, a poetry-loving killer might draw “inspiration” from a certain victim, seeing her as his Muse. He could even compose and recite poems as he tortures her. A rose-obsessed villain could torture his victims with thorns in all manner of fiendish ways, or choke them on petals, or drown them in rose water. The possibilities are endless.






TORTURE DEVICES


When stocking a villain’s torture dungeon, think about the time period your story is set in to avoid any anachronisms. For example, the guillotine was not invented until 1792, although earlier beheading devices existed as early as 1280.

Some devices have obvious, self-explanatory names, like the breast-ripper or dunking chair, while others are called by more poetic, religious, or humorous names—the Pear of Agony, Judas Cradle, and Spanish Tickler come to mind.

If your villain’s dungeon is contemporary, consider whether he is a “purist” devoted to collecting copies of historical devices, or whether he wishes to invent his own. Perhaps your villain looks down on the methods of the past and prefers modern techniques, such as waterboarding.






SAMPLE MANIACS



The Lodger
 (1944)


Psycho
 (1960) and Bates Motel
 (TV, 2013-2017)


The Sadist
 (1963)


The Todd Killings
 (1971)


The Last House on the Left
 (1972)


Badlands
 (1973)


Black Christmas
 (1974)


Deep Red
 (1975, aka Profondo Rosso
 )


Halloween
 (1978)


When a Stranger Calls
 (1979)


Friday the 13th
 series (1980-2009)


The House on the Edge of the Park
 (1980)


Alone in the Dark
 (1982)


Silence of the Lambs
 (1991) and Hannibal
 (TV, 2013-15)


American Psycho
 (2000)


High Tension
 (2003)


Dexter
 (TV, 2006-2013)


Tusk
 (2014)






MANIAC PLOT IDEAS


· A recently widowed or divorced woman is courted by a charming maniac.

· A married man has an affair with a woman who turns out to be a jealous maniac.

· A summer camp is haunted by a legendary maniac the camp wronged.

· A maniac develops a psychotic love/hate obsession with your hero.

· The hero has a maniac family member (or entire family) out to get him.

· An anti-sex maniac targets couples parked in “lovers’ lane.”

· An escaped maniac returns to his home town to settle an old score.

· A maniac gets out of prison and swears revenge on everyone who put him there.

· Maniacs take over an asylum and pose as the staff before a new doctor arrives.

· A maniac decides to “become” your main character, copying everything about her.

· Your hero goes to a rural estate for the reading of a will, only to be trapped by a maniac.

· A man’s life is ruined by criminals, so he goes crazy, becoming a criminal-killing maniac.

· A serial killer receives a traumatic head injury and wakes up with a conscience.

· A serial killer is “cured” and released, but others are working to get him re-committed.

· A mad hypnotist uses past life regression to turn a patient into a murderer from a past life.

· A mother raises her child in isolation from the “sinful world,” but the experience drives him insane.




MACHINES: ANDROIDS



Androids are robots with a human-like appearance. They may be virtually indistinguishable from humans or built with one or more characteristics that identify them as robots. Androids are equipped with artificial intelligence and programmed to act in ways similar to humans. Due to their human-like appearance and behavior, androids make ideal companions, assassins, and spies.

Depending on their programming, androids may, over time, become obsessed with learning how to become more human (if treated well) or less human (if treated badly). The complicated web of human emotions are the primary stumbling block for androids. They are programmed to mimic emotions, but cannot actually feel
 them. The quest to truly feel and understand emotions is what drive many androids’ character arcs.






SAMPLE ANDROIDS


Lieutenant Commander Data from Star Trek: The Next Generation
 (TV, 1987-1992), Max-404 from Android
 (1982), the Replicants from Blade Runner
 (1982), the Mecha from A.I. Artificial Intelligence
 (2001), and the Synths from Humans
 (TV, 2015) are some of the more well-known androids.






ANDROID PLOT IDEAS


· Androids are banned; the last remaining ones struggle to hide within the human population.

· Humans are exterminated by androids and the last remaining humans pose as androids to survive.

· Androids are used by a foreign power to secretly replace our politicians and business executives.

· An android learns how to feel and attempts to teach other androids what it has learned.

· An android learns how to feel but when this leads to tragedy, it tries and fails to shut off its emotions.




MACHINES: CYBORGS



A cyborg is a human or other creature whose physical abilities have been enhanced beyond its natural limits by artificial replacements or modifications. These cybernetic parts may or may not be noticeable; they could be covered with synthetic skin, for example. In humans, the more organic parts that are replaced, the more anger, depression, and mental illness the cyborg may have, as he feels “more machine than man.” Robocop
 (1987), dealt with this struggle.

The cyborg theme is one of self-acceptance and identity: If you’re not who you were, who are you now? Man? Machine? Something more? Something less?

How are cyborgs treated in your story world? Are they primarily wounded veterans and accident victims, or do people seek out such procedures? Why? Is this for a job, military service, a fetish, or personal fulfillment?






CYBERPUNK CYBORGS


When you think of cyborgs, you may see a picture of someone who is half-man and half-machine, but there is another type of cyborg popularized in cyberpunk films and fiction like Johnny Mnemonic
 (1995). These cyborgs have cybernetic implants in their skulls—data ports they can use to download memories, information, languages, or specialized skills as a shortcut to traditional forms of learning. What if you could instantly become a master of anything you want? Think of the potential for education, careers, and espionage!






CYBORGS EXIST NOW


Cyborgs do not belong solely to the realm of science fiction. People with electronic artificial limbs are the most noticeable, but technically, any wearable or implanted electronic or prosthetic device is cybernetic; this includes pacemakers, hearing aids, and contact lenses. What would happen if a mad scientist or enterprising criminal could hijack these devices?

For example, sending subliminal suggestions through a hearing aid to brainwash a victim? Or blackmailing a man to commit a crime for him or else his pacemaker will be turned off? Or remote controlling a man’s cybernetic arm to strangle someone to death? The possibilities are endless!






CYBORG VULNERABILTY


Cyborgs are vulnerable to EMP (electro-magnetic pulse) effects that can cause unshielded implants to go dead. Depending on what these implants control, this can be a mere nuisance or absolutely crippling.






SAMPLE CYBORGS


Besides Robocop
 and Johnny Mnemonic
 , there are a ton of cyborgs you can be inspired by: Darth Vader from Star Wars
 , The Six Million Dollar Man
 , The Bionic Woman
 , the Borg from Star Trek: The Next Generation
 , the “human” Cylons from the re-imagining of Battlestar Galactica
 , the Cybermen and Daleks from Doctor Who
 , and Cyborg, the superhero from Teen Titans
 (TV, 2003-06) and Justice League
 (2017).






CYBORG PLOT IDEAS


· A soldier is saved from death by cybernetic implants but struggles to cope with his new identity.

· A grieving man undergoes cybernetic surgery to live an isolated life in a harsh environment.

· A mad scientist seizes control of all the cyborgs and uses them to enact his revenge.

· A woman gets a cybernetic hearing aid and picks up messages from outer space or another dimension.

· A foreign power releases cybernetic data chips that download computer viruses into user’s brains.




MACHINES: ROBOTS



Robots are autonomous or semi-autonomous machines programmed to carry out complex actions. They may or may not have a human- or animal-like appearance, and may be any size, and mobile or stationary. Robots can be used in hazardous situations and hostile environments without endangering human life. They can also maximize production efficiency in factories.

Replacing humans, while having obvious benefits, breeds anger and anti-robot sentiment in the humans who were replaced. Many humans fear not only job loss to robots, but what happens if robots become sentient and decide to exterminate humanity. The ethical use of robots and what governs their behavior is also in question. Can robots achieve self-awareness through artificial intelligence, and if they can, are they entitled to the same rights exercised by humans? If not, aren’t they our slaves? And what if the robots refuse to accept our decision? What if they choose to enslave or destroy us?

There are many examples of military, industrial, and commercial robots in use or being developed today, from drones to vacuum cleaners to self-driving vehicles and space probes.

Nanobots are a new type of robot to watch our for. These are bacteria-sized robots that can be injected into people to perform surgery or into machines to clean and repair them, but they can also be used as weapons. They could easily assassinate enemies, cripple computer systems, and wreak all kinds of havoc. Some even speculate nanobots could cover the earth, devouring everything and turning the planet into “gray goo.”






SAMPLE ROBOTS


Need more inspiration? Check out these famous robots from science fiction films: Robbie the Robot from Forbidden Planet
 (1956), “Robot” from Lost in Space
 (TV, 1965-1968), C-3PO and R2-D2 from Star Wars
 (1977), V.I.N.CENT, Captain S.T.A.R., and Maximillian from The Black Hole
 (1979), Hector from Saturn 3
 (1980), The Terminator
 (1984), The Transformers
 (TV, 1984-1987), and Number Five from Short Circuit
 (1986).






ROBOT PLOT IDEAS


· Workers rebel, sabotaging their factory after being replaced by machines.

· A foreign power introduces a computer virus into their enemy’s robot soldiers.

· A dying scientist transfers his consciousness into the brain of a robot.

· A race of sentient, self-replicating robots attempts to eradicate humanity.

· Robots enslave humans, implanting emotion-blocking chips in their brains.




MUTANTS



Mutants are either naturally occurring or the product of magical or scientific experimentation. Mutants tend to exaggerate one or more strengths or weaknesses of the parent species, hopefully enabling it to adapt to a new environment. Think about the environment of your story world. Has there been a dramatic change that demands species adapt or die? Have mutagenic chemicals or radiation been released? What effect are they having? Is it a slow change, or sudden? In Damnation Alley
 (1977), within a few years of a nuclear war, scorpions grow as large as dogs and cockroaches scour cities in swarms, feeding on human flesh.

Of course, with magic or science, there’s no need for the world to change. There only needs to be the desire of the wizard or scientist to create mutations. Is that desire benevolent or malevolent? Brilliant or misguided? Can the mutants be controlled or will they turn on their creator and escape? And what happens when they breed in the wild?






MUTANTS MAKING MUTANTS


Another idea is mutant parasites that enter a host organism, changing it from within. The David Cronenberg “body horror” film, Shivers
 (1975, aka The Parasite Murders
 , They Came from Within
 ) features a mad scientist who develops a parasite that stimulates the host’s sexual impulses. Unfortunately, the parasite overstimulates
 the host, turning them into what amounts to violent, sex-crazed zombies. And whoever they have sex with gets infected!






SAMPLE MUTANTS



The Island of Lost Souls
 (1932)


Godzilla
 (1954)


Them!
 (1954)


Day the World Ended
 (1955)


Tarantula!
 (1955)


Attack of the Crab Monsters
 (1957)


The Fly
 (1958 and 1986 remake)


The Alligator People
 (1959)


The Twilight People
 (1972)


Invasion of the Bee Girls
 (1973)


Ssssssss
 (1973)


The Food of the Gods
 (1976)


Empire of the Ants
 (1977)


The Island of Dr. Moreau
 (1977 and 1996 remake)


Man from Atlantis
 (TV, 1977-78)


The Incredible Hulk
 (TV, 1978-82)


Alligator
 (1980)


X-Men
 (2000)


Spider-Man
 (2002)


The Hills Have Eyes
 (2006)






MUTANT PLOT IDEAS


· The military tests mutagenic chemicals on soldiers so they can fight better in different environments.

· A mad scientist wants to grant enhanced animal senses or abilities to humans.

· A comic book-obsessed science student wants to turn himself into a mutant to gain “super powers.”

· Weaponized mutants escape from a government lab and breed with the local population of their species.

· A mutant parasite “helps” diabetics produce insulin.




SHAPESHIFTERS: CURSED



Cursed shapeshifters (also known as were-creatures) are humans bitten or otherwise infected by a natural or cursed shapeshifter; they can only take on the same form as the type of shapeshifter that infected them. Unlike natural shapeshifters, they are forced to change on the night of the full moon and possibly at other times (when angry, ecstatic, or injured being the most likely). A cursed shapeshifter initially has little to no control over their transformation. Control can be learned over time or taught by another shapeshifter, but cursed shapeshifters will never have complete mastery of the process. Maintaining a hybrid form (such as a bipedal werewolf) is possible to achieve with practice—or may be the only type of form a cursed shapeshifter can take; this option is entirely at your discretion.

Whereas natural shapeshifters flow easily in and out of their forms, cursed transformations tend to be slow and excruciatingly painful. Duration and pain levels can lessen with experience, but they call this a curse for a reason: it’s always going to be painful, messy, and inconvenient.

It is not uncommon for were-creatures to develop enhanced animal senses permanently in their human form; however those senses will not be as good as when they have transformed.

Although werewolves (lycanthropes) are by far the most common and popular type of cursed shapeshifter, in theory, any type of predatory animal, bird, fish, or insect can be a were-creature. Keep in mind that a werewolf is going to behave differently than a were-spider or were-shark. Regardless of the type of creature, it is always going to be aggressive and emotionally volatile. It may or may not recognize people it knows in its were-form, and even if it does recognize them, that is no guarantee to prevent an attack. However it can be enough to cause the were-creature to hesitate, flee, or choose a different target.

As predators, cursed shapeshifters are driven by an overwhelming urge to hunt and kill anything they can eat, including humans. Like a spiritual virus, the curse also seeks to propagate itself by causing the were-creature to infect others.

A cursed shapeshifter’s human consciousness is likely to blackout during the transformation process and may have no memory (or only scattered nightmare-like flashbacks) of what it did in were-form. Waking up in a strange place naked or in torn clothes, and covered in blood are common ways to suspect you have been cursed. Of course, you could also think you’re simply going insane, which is what most people in the modern world will think. The process of discovery of your true, cursed nature is the focus of most were-creature stories. Some will try to beat the curse, some kill themselves in despair, while others learn to accept (even enjoy) it. Which option will your hero pick?






VARIANT: SCIENCE-BASED SHAPESHIFTERS


Who needs magic when science can replicate some or all the effects of the curse? In Dr. Jekyll and Mr. Hyde
 (1931), a mild-mannered doctor invents a potion intended to purge mankind of evil impulses; instead, it creates a split personality: one good, the other a crude, almost bestial physical embodiment of evil.

In The Werewolf
 (1956), a mad scientist injects a man with “irradiated wolf’s blood” that turns him into a werewolf. Rather than potions or injections, I Was a Teenage Werewolf
 (1957) uses an evil hypnotist to regress a troubled teen to his “primitive state;” the end result being he turns into a werewolf. In Monster on the Campus
 (1958), a well-meaning scientist accidentally exposes himself to irradiated prehistoric blood that periodically devolves him into a homicidal caveman.






SAMPLE CURSED SHAPESHIFTERS



Werewolf of London
 (1935)


The Wolfman
 (1942)


Werewolf in a Girl’s Dormitory
 (1961)


The Cat Creature
 (1973)


Curse of the Black Widow
 (TV, 1977)


An American Werewolf in London
 (1981)


The Howling
 (1981)


Werewolf
 (TV, 1987-1988)


Ginger Snaps
 (2000)


Being Human
 (TV, 2011-2014)


Teen Wolf
 (TV, 2011-present)


Penny Dreadful
 (2014-16)






CURSED SHAPESHIFTER PLOT IDEAS


· A necklace originally owned by an Egyptian priestess of Bast curses the wearer to become a cat monster.

· A big game hunter kills a totem animal on safari and is cursed to become a were-creature of its kind.

· A troubled teen uses a black magic ritual she finds online to become a were-creature.

· A hunter is bitten by what he thinks is a wolf, but soon discovers he is cursed to be a werewolf.

· Mysterious livestock mutilations soon prove to be the work of a were-creature.




SHAPESHIFTERS: NATURAL



Natural shapeshifters (also known as shifters) were born that way or acquired their powers later in life by supernatural means. Some come from earth, some from outer space or other dimensions. Most have only three forms: human, hybrid (half-man, half-creature), and whatever creature their other form is: animal, bird, fish, insect. Others have mutagenic flesh able to shift into many forms, with or without restriction (for example, a monster might only be able to take on the form of something—or someone—it has eaten or otherwise absorbed). Some even steal the memories of the creatures they kill.

Shifters easily flow between forms, requiring only a few seconds in most cases to effect the change. Nor are they forced to change on the full moon or any other time. They have perfect control over their ability. That’s what makes them dangerous.

Something to consider when creating a natural shapeshifter is what its true form really is. For example, is she really a panther that turns into a woman, or a woman that turns into a panther? That will have a huge impact on how she thinks, acts, and feels. Whichever form she is in, she will have maximized senses, reflexes, and strength to be the best she can be in her present shape. Does that mean she can hear or smell as good in human form as she can as an animal? Probably not, but her senses will still be far superior to those of a normal human.

You can also play around with ideas to mix and match other monsters with shifters, such as an aquatic race of fish people whose hybrid form is (you guessed it!) mermaids and mermen. You can do the same thing with centaurs and other mythological beings as well.






SAMPLE NATURAL SHAPESHIFTERS


Irena from Cat People
 (1942 and 1982 remake), The Thing
 (1982), Dr. Jonathan Chase from Manimal
 (TV, 1983), the Wamphyri (shapeshifting alien vampires) from Brian Lumley’s Necroscope
 and Vampire World
 novels (1986-2009), Charles and Mary Brady from Stephen King’s Sleepwalkers
 (1992), the shapeshifters (who actually shed their skin!) from various episodes of Supernatural
 (TV, 2005-present), Alcide Herveaux and Sam Merlotte from True Blood
 (TV, 2008-2014), and Jacob Black from Twilight
 (2008).






NATURAL SHAPESHIFTER PLOT IDEAS


· A shifter falls in love with a human, which is forbidden by his kind.

· A shapeshifting alien takes on human form to experience life on our planet.

· Shifters decide to end humanity by replacing our leaders and starting a war.

· A renegade shifter gets hired to be a Mafia assassin.

· A sheriff begins to suspect werewolves are responsible for a series of recent “animal” attacks.

· Shifters run a traveling circus posing as both the human staff and the animals.

· A woman hits a dog and tries to take it to the vet, but it’s a shifter who turns into a man in her backseat.




SUBHUMANS



Cavemen are the blueprint for “subhumans” that are more ape than man (see also Cannibals). They are primitive hunter-gatherers who live in caves (or other remote regions) and want nothing to do with civilized people. They are extremely territorial and aggressive. Cavemen tribes use crude tools, such as spears, knives, clubs, and axes. They may worship gods, nature, spirits, or their ancestors, but in any case will have some kind of shaman who is the spiritual leader of the tribe. The military leader will be the chief.






SAMPLE SUBHUMANS



Monster on the Campus
 (1958)


Trog
 (1970)


The People That Time Forgot
 (1977)


The Pit
 (1981)


Quest for Fire
 (1981)


Ice Man
 (1984)


Clan of the Cave Bear
 (1986)






SUBHUMAN PLOT IDEAS


· A frozen caveman is unthawed and brought to life.

· Cave explorers discover a tribe of cavemen, unchanged since prehistoric times.

· Nuclear war survivors devolve into caveman savages.

· Time travelers are trapped in prehistoric times.

· A mad scientist invents a drug that devolves people into brutish cannibal cavemen.

· An evil hypnotist regresses female patients to their past lives as cavewomen to keep as his harem.




UNDEAD



The undead are not ghosts or other incorporeal energy beings like demons. They were once living humans that retain the use of their physical bodies and can easily interact with the physical world. Their souls may be trapped in their body, or may have been removed. If removed, perhaps they are stored elsewhere, such as in a magical object, or they may have been stolen or destroyed. Or, in your universe, perhaps souls don’t exist. Perhaps undeath is just another way of life: a mutation, a virus, or symbiotic relationships between the “undead” organism and a human host body.

The final possibility is possession: any trace of the human the undead once was is gone, replaced by an energy being such as a demon, or some kind of re-animating organism such as a virus. In either case, the possessing entity or organism may have access to the memories stored in the host body’s brain. This may cause it to mimic the host’s behavior, speech patterns, and personality in various ways. This can be intentional, as in the case of an energy being, or unintentional, in the case of an organism.

Corporeal undead make up the classic vampires, mummies, and zombies we’re all familiar with. What seems to hold true regardless of the type of undead is that they need humans to survive: either as food, or for a priest or wizard to command them. The primary exception is Frankenstein’s monster, which may eat human food, or feed on nothing, or on whatever brought it to life instead.

Intelligent undead will be driven to interact with the humans only as sources of amusement, food, or obsession (typically love or revenge). They may hate the living and lash out at them as a way to mourn their own lost humanity, or as a way to justify their superiority, or give meaning to their existence. However, they usually keep their interactions with the living to a minimum, both as a form of self-preservation and to limit any sense of loss from watching loved ones age and die while they go on forever.

Intelligent undead make wonderful villains; being immortal means their goals can be far-reaching and incredibly ambitious. Most take the long view. Since they do not fear death (only their own destruction), they will rarely endanger themselves recklessly, choosing to strategically retreat at the slightest hint of defeat. If pursued by powerful, aggressive, and competent foes, the monster will simply go to ground and hide, waiting for his foes to grow old and die.

Unintelligent undead are much less interesting in and of themselves. What makes them work as villains is either the human (or intelligent undead) commanding them, or else they exist as a force of nature that highlights the strengths and weaknesses of the human characters—the ones they are trying to convert into mindless undead like them.






UNDEAD GOALS AND MOTIVATIONS


As former humans, intelligent undead have many of the same needs as the living: food, shelter, security. Where they differ is in the nature
 of that food. The undead may have different needs for the kind and number of companionship they require, as well as desire for a mate (that is, if they still have a sex drive and ability to perform). Unintelligent undead have no needs or desires other than to feed and/or obey their masters.






SAMPLE UNDEAD



Nosferatu
 (1922 and 1979 remake)


Dracula
 (1931 and 1979 remake)


Frankenstein
 (1931)


The Mummy
 (1932 and 1999 remake)


Curse of Frankenstein
 (1957)


Horror of Dracula
 (1958)


Dark Shadows
 (TV, 1966-71)


Night of the Living Dead
 (1968 and 1990 remake)


Tombs of the Blind Dead
 (1971)


The Night Stalker
 (TV, 1972)


The Night Strangler
 (TV, 1973)


Captain Kronos, Vampire Hunter
 (1974)


Let Sleeping Corpses Lie
 (1974)


’Salem’s Lot
 (TV, 1979)


Day of the Dead
 (1985)


Re-Animator
 (1985)


Return of the Living Dead
 (1985)


The Lost Boys
 (1987)


Near Dark
 (1987)


Bram Stoker’s Dracula
 (1992)


Interview with the Vampire
 (1994)


Buffy the Vampire Slayer
 (TV, 1997-2003)


30 Days of Night
 (2007)


The Vampire Diaries
 (TV, 2009-17)


Being Human
 (TV, 2011-2014)


Hemlock Grove
 (2013-15)


Penny Dreadful
 (2014-16)


The Strain
 (2014-present)






UNDEAD PLOT IDEAS


· A mysterious illness falls over a rural town (but it’s really vampires causing it).

· During home renovations, a vampire’s coffin is discovered in a secret basement.

· Bodies are found drained of blood, but no one believes the town drunk that a vampire did it.

· When the cemetery is moved, angry ghouls seek alternative food by hunting humans.

· The new caretaker at a cemetery begins to suspect ghouls are stealing the bodies.

· Desert Storm soldiers lost in the desert are stalked by an Arabic ghoul.

· A mad scientist is stealing body parts to create the “perfect” human.

· A mad scientist devises an experiment to bring his dead friend/family/lover back to life.

· The military reanimates the dead as super-soldiers.

· A lich hires the hero to recover a rare magical object.

· A lich wants to possess the body of a blood relative.

· An elderly wizard sends the hero on a quest to get the things he needs to become a lich.

· A necromancer creates a small force of skeletons to seek revenge on an invading army.

· An archaeologist discovers a holy site or tomb guarded by skeletons or mummies.

· An archaeologist brings a mummy to life and uses it for his own evil ambitions.

· Your hero begins to see signs of the zombie apocalypse and a government cover-up.

· Government troops quarantine a town infected with the zombie virus.

· Your hero must flee a city infested with viral zombies for better odds elsewhere.

· Voodoo zombies are used to bring manufacturing jobs back to America.

· A Voodoo witchdoctor turns beautiful women into zombie slaves (to keep or sell).




UNDEAD: FRANKENSTEIN’S MONSTER



Frankenstein’s monster refers to a specific type of monster, one created by a mad scientist seeking to play God by creating artificial life. That “life” is undead: immortal, emotionally volatile, and possessed of incredible strength. The means by which this monster is created varies: special mineral baths, electrical stimulation, drugs, etc. They may or may not need repeated treatments to continue to function; the default assumption is they don’t need any.

This type of undead appears like a pale version of however they appeared in life; if they were stitched together from different corpses, or received an autopsy, or required the mad scientist to operate, there will be scars. These scars can be as awful or as minimal as the surgical skill of their creator allows. The monster experiences little to no physical pain except from fire. It lacks emotional regulation, either feeling too little or too much emotion. It is easily overwhelmed and subject to black and white thinking and negative feedback loops that cause it to retreat from or attack the cause of its pain.

Frankenstein’s monsters may desperately want to fit in among the living, or seek their destruction instead. It’s quite easy for this undead to develop a superiority complex (it doesn’t need to eat or sleep, it cannot age and cannot die except by misadventure). As to its soul, it may or may not be present. If it isn’t, then perhaps some other type of energy being has taken up residence in the body: a demon or ghost would be most likely.

Destroying these monsters isn’t easy. They must be frozen, electrocuted, burned, or torn apart to stop them.

Even more than the original novel, the classic Frankenstein
 (1931) and Bride of Frankenstein
 (1935) films provide the basis for much of what people know and expect from a Frankenstein story. Beginning with The Curse of Frankenstein
 (1957), many variant monsters were created by the legendary Hammer Films for their Frankenstein series (1957-1974); these featured a different creature in each film. In both The Revenge of Frankenstein
 (1958) and Frankenstein: The True Story
 (TV, 1973), the newly created monster begins its unlife attractive and stable, but becomes progressively uglier and more unbalanced over time. Could repeated applications of whatever treatment brought the monster to life prevent this process of decay, or is it inevitable?


H.P. Lovecraft’s Re-Animator
 (1985) introduces a serum-based reanimation procedure that can be used to bring individual parts back to life as well as whole creatures. Depending on how soon after death the serum is administered, the result can be a fully functional undead with its mind more or less intact, or a homicidal zombie (of the non-viral variety). This type of undead can continue to function even when chopped into pieces. The head continues to think, speak, and bite, the hands continue to grab, the body keeps walking. The head directs the parts telepathically. Destroying the brain stops the individual parts from moving or attacking (also see Psychic Zombies.)




UNDEAD: GHOULS



Depending on who you ask, ghouls are shape-shifting demons in physical (undead) form, a subhuman race of cunning savages who worship mad gods, or the poor man’s cross between a vampire and zombie. What they all have in common is they eat human flesh. Some say they eat only the dead, others say they eat both, but prefer dead victims (who can’t fight back). Let’s take a look at each variation:






ARABIC GHOUL


The original ghoul comes from Arabic mythology, where it haunts ruins and wastelands—all the desperate, lonely places of the earth. They can appear as predatory animals (the hyena is a favorite form), or as humans; whatever shape it needs to inspire fear or trust in its victims. The Arabic ghoul is not undead, but a type of djinn (genie), the lowest kind, but that does not mean they are not clever or powerful.

As natural energy beings, they have the power to possess animals or humans; they then use that host body to devour others, and this is where its most devastating power comes in: A ghoul has the ability to take on the appearance of any creature it devours, living or dead. However, upon death, the ghoul’s body will revert to whatever shape it first took upon entering the physical world.

This type of ghoul is immortal. Although its physical body can be destroyed, its energy body will return. Note that being killed by this type of ghoul does not cause the victim to become undead.

For my own personal take on Arabic ghouls mixed with viral vampires and zombies, read “The Gift of Flesh” in my short story collection, Gore Girls
 .






SUBHUMAN GHOULS


The second type of ghoul is that popularized by H.P. Lovecraft’s Cthulhu Mythos; a race of subhuman savages with sharp teeth who live in underground cities beneath human burial grounds. They tunnel up through the graves to steal the dead bodies for food and to look for human sacrifices for their inhuman gods. Disguised entrances to their tunnels are found in crypts and mausoleums. These ghouls can take on a more or less normal human appearance, but appear pale and hairless, with rough, rubbery skin and abnormally long, sharp nails. Their true form is similar, but more bestial, with a feral expression and the light of madness burning in their strange, dark eyes. They may be either fat or emaciated, depending on how well they’ve fed. These ghouls are surprisingly nimble, quick, and possessed of a wiry, inhuman strength. Since they are not undead, they can be killed in any way a human can—however, their unnatural bodies can take a lot more punishment before expiring. Their rough skin provides reasonable armor in a fight, and its rubbery texture may even stop regular bullets and all but the sharpest objects from doing more than blunt impact damage.

As subterranean creatures, ghouls dislike sunlight and avoid it whenever possible. It does not kill them, but can blind and disorient or give them severe sunburn. As such, they are rarely encountered during daylight hours.

This type of ghoul is not truly undead, but merely a long-lived race, a mutation able to survive hundreds of years. Being killed by this type of ghoul does not cause the victim to become undead, but it is possible for a human to become this type of ghoul: either by choice (undergoing an occult ritual), or by blood; if a ghoul mates with a human, the offspring may appear more or less normal until some point after reaching the point of maturity. At which point, it begins to take on a more ghoul-like appearance. A kind of “psychic homing beacon” will activate in its head, guiding the new ghoul through dreams and visions to the nearest underground community of its kind. The new ghoul’s sanity never survives intact.

For the best examples of this type of ghoul, read H.P. Lovecraft’s “Pickman’s Model,” Robert Bloch’s “The Grinning Ghoul,” and Clive Barker’s “The Midnight Meat Train.” Also check out Tokyo Ghoul
 (Anime, 2014-2015).






CURSED GHOULS


The first two types of ghouls are intelligent, driven by alien logic, and capable of organized, methodical plans. This last type is drawn from comic books. It is a cunning but not particularly intelligent type of immortal undead created from the body of a cannibal. It is cursed for this sin to continue to feed on the dead forever until it is destroyed.

This type of ghoul is pale and emaciated, with sharp teeth and strong nails, but it otherwise resembles how it looked when it was alive. It lives in, or lurks near, cemeteries or battlefields, digging out a tunnel network to steal bodies. It cannot eat the living, but has no qualms killing them to eat later, letting them “ripen” (rot) before turning them into a grisly feast. Those killed by it do not become ghouls themselves unless they willingly ate human flesh or were deceived into becoming cannibals (this type of ghoul enjoys tricking people into suffering its curse, though some may do it in the hope of gaining companionship).




UNDEAD: LICHES



A lich is a powerful type of undead driven by ambition and lust for forbidden knowledge. Becoming a lich is a magical process, so most are powerful psychics, priests, or wizards. Those few who are not themselves trained in the required black magic must have paid one who is in order to be transformed (a demonic pact would also work). The process involves a necromantic ritual that removes both the organs and the soul, placing the soul in a “soul object,” such as a gem, amulet, weapon, or phylactery. So long as the soul object remains intact, the lich cannot die. Even if its body is destroyed, its soul can reach out from the object to possess another body (which must typically be a blood relative or someone foolish enough to agree to let the lich possess it).

The lich attempts to dominate its victim, and if it wins, it casts out the former occupant’s soul and consumes it. In this case, the host body immediately becomes undead. It begins to take on a progressively more lich-like appearance over the course of several months, though this process can be extended if the body is kept cold and out of sunlight.

So what does a lich look like? It appears as a desiccated corpse with tough, leathery skin stretched tight over its bones like armor. Its eyes are lidless black pits that burn with a sinister, hungry light. At first glance, a lich might be confused for a zombie or ghoul, but it is typically richly dressed or armored, carrying itself proudly. It projects a radius of cold around itself, similar to a ghost. A lich does not smell of decay. Rather, its scent is dusty, exotic, a bit like a spice rack and similar to mummies in this regard. This is how a lich usually appears for the first several hundred years of its unlife; after that, the skin begins to crack, exposing gaps, and eventually falling away in crepe-like tatters until only bones remain. Like animated skeletons, magic holds the bones together—magic, and sheer force of will.

Liches speak in rasping tones and hissing whispers when they must, but prefer to communicate via telepathy. Whether spoken out loud or through the mind, their default voices are mocking and cruel, their manners condescending and arrogant. They rarely see any need to modify this behavior, caring nothing for how others perceive them.

Liches avoid sunlight as it has a degenerative effect on their skin. However, this process is slow, and a few hours (or even days) of exposure may not produce much effect.

Unlike most other forms of corporeal undead, liches do not feed on flesh or blood; instead they consume psychic energy or “life force” in much the same way as ghosts (see that chapter for details on this process); however, because they are in physical form, they require more energy more often. This causes the victim to age prematurely, wither, and shrivel into a dried-up husk. A victim killed in this manner is simply dead; they do not rise as liches.

Liches make powerful allies, but their ambition, greed, and arrogance means they can rarely be trusted for long. They are driven by cold, twisted logic and see everyone else (living or undead) as inferiors to be tolerated only so long as they prove useful. Combined with their life-draining touch, genius-level I.Q., immortality, and magic abilities, a lich is one of the worst enemies you can make.

For literary examples of liches, read H.P. Lovecraft’s “The Thing on the Doorstep,” Gardner Fox’s “The Sword of the Sorcerer,” and Robert E. Howard’s Skull-Face
 as well as his “The Cat and the Skull” and “Scarlet Tears.”

For a bizarre psychic alien variation of the lich that also encompasses viral aspects of both vampires and zombies (as well as H.P. Lovecraft’s Cthulhu Mythos), watch the sci-fi horror movie, Lifeforce
 (1986) or read Colin Wilson’s novel, The Space Vampires
 , on which it is loosely based.




UNDEAD: MUMMIES



Most mummies were created by Egyptian priests thousands of years ago. The mummy’s body had all of its organs removed and placed in separate jars (including its brain, which was scooped out by a long hook through its nose so as not to damage the skull). Its skin was treated with various preservatives of oils, herbs, and spices, then it was wrapped in gauze. Due to the dry desert heat and removal of anything that would rot, as well as the protecting bandages, the body desiccates but otherwise remains intact.

Mummies are brought to life by magic. They appear dead until some action is taken that triggers them to reanimate. These conditions will have been set by the priest or wizard who created them, but the most typical one is guarding a pyramid’s tomb from thieves and trespassers. When not pursuing its goal, a mummy returns to its dormant state.

Mummies do not need to eat, sleep, or breathe. They move with a slow, shuffling gait. They cannot run. They may have one arm still bound to their chest, with the other outstretched to grab their victims. The chemicals and bandages used to preserve them also function as a kind of leather armor. Lacking internal organs, mummies are immune to piercing damage and ignore most slashing damage. Like skeletons, they fare the worst against blunt force injury, though the bandages keep them from falling apart. They are also particularly susceptible to fire.






VARIANT MUMMIES


The most common variant mummy is that seen in The Mummy
 (1932) and its 1999 remake, in which the mummy retains its intelligence and ambitions. This type of mummy is a trained priest or wizard capable of using magic not only to return to life, but to restore his human appearance even though he remains undead. He may or may not have other mummies or magic at his command. This mummy is free-willed and dangerous, able to blend into human society and use magic to enact whatever his schemes are. He may be seeking a magical object, a reincarnated lost love, to preside over a cult to his gods, or to restore Egypt to greatness.

Two more types of variant mummy are found in the horror film, Dawn of the Mummy
 (1981). The first is the “master mummy,” who retains his evil intelligence, and is able to telepathically command an army of “mummy slaves.” These mummies act like viral zombies and eat their victims. They also carry “mummy rot,” a disease (or magical curse) similar to the zombie virus. Those bitten or or touched by the mummy slaves become infected (cursed). Patches of rot immediately break out in the affected areas, spreading quickly until it reaches the brain and other organs, shutting them down and killing the victim.

The victim rises as a new slave to the master mummy (only without the protective bandages and subject to rot since its organs have not been removed). New slaves must have their brains destroyed to break the telepathic link or be burned to ashes to be killed. Mummified slaves, as well as the master mummy, are made of stronger magic; they must be blown up or burned to ashes to be killed.




UNDEAD: SKELETONS



Unlike other types of undead which can be created by curses or science, skeletons require magic (necromancy) to bind their bones together. The god, priest, or wizard who creates them issues a set of orders which the skeletons must obey until destroyed. These orders need to be simple and short, such as “Kill anyone who enters this room, but do not pursue them out of the castle.” Skeletons have no mind or emotions; they cannot be reasoned with, and do not recognize anyone they knew in life. They are set as guards. The number of skeletons a priest or wizard can have in existence at any one time should be limited in some way. Each skeleton could require a separate ritual and sacrifice, perhaps having to be bathed in human blood and rare minerals for a certain time before being ready for reanimation. The choice is yours.

Beyond the idea of magic animating the skeletons, consider if what is really animating the skeletons are ghosts or demons. Also, consider how long the magic lasts.

As seen in Jason and the Argonauts
 (1963) and Army of Darkness
 (1992), skeletons may employ simple weapons and armor to aid them in their assigned tasks. Anything (or anyone) that does not trigger their master’s commands is ignored. They do not eat, sleep, or breathe. They ignore piercing and most slashing damage, but are particularly vulnerable to blunt force injury. The magic that reanimates the skeleton is centered in the skull, so destroying the skull destroys the skeleton.

When their orders are triggered, skeletons may show an evil red glow in their eye sockets, or another color if you prefer, or nothing at all. Their bones may be engraved or painted with magic symbols. Skeletons do not speak. Their teeth and bones rattle and clack as they move.






VARIANT SKELETONS


The bones of different creatures can be combined in creative ways to create larger, more powerful skeletons. This is particularly effective in fantasy worlds where giant animal and monster bones can be used.

To create an intelligent skeleton
 with (or without) free will, the magic ritual is altered to call back the soul of who the skeleton was in life. Now the skeleton will possess all the skills and knowledge it had before. It will not be able to speak, but can write or, if you wish, communicate telepathically. Few would choose to come back to life in this manner, so most intelligent skeletons will have been forced into this state and desire to return to death as soon as whatever task they were brought back to life for has been accomplished. Skeleton warriors are the most commonly encountered type of intelligent skeleton.




UNDEAD: VAMPIRES



Most vampires appear much as they did in life, but are gaunt, pale, with abnormally long and sharp canine teeth and nails. In some variations, the canines and nails may lengthen on command, such as when feeding or in combat. Their irises are dark, almost black, but the pupils may glow when excited, angry, or attempting to hypnotize a victim. Glow color can vary, from fiery red to blazing gold or icy silver. Their skin is cool to the touch. Vampires retain their human intelligence, ambitions, and desires.

It’s been over a century since Bram Stoker wrote Dracula
 (1897) and ushered in the modern vampire myth. Since then, there have been an infinite number of variations, from Buffy the Vampire Slayer
 (1992) to Twilight
 (2008). That makes presenting a “one size fits all” vampire more difficult—so I’m not even going to try. Instead, I’m going to let you pick and choose your vampire’s strengths and weaknesses from the following lists (or invent your own):






VAMPIRE STRENGTHS


· Can Create New Vampires (as slaves or free-willed)

· Command Creatures of the Night (bats, rats, wolves)

· Enhanced Physical Perfection (erasing any scars, tattoos, brands, blemishes it had before dying)

· Enhanced Senses (such as seeing in pitch darkness, hear conversations across a crowded room, etc.)

· Flight

· Hypnotic Gaze (implanting hypnotic suggestions)

· Jump or Fall Great Distances (minimal to no injury)

· Levitation

· Resistance to Physical Damage (and can ignore most pain except sunlight or impalement)

· Shape-change into bats, mist, rats, or wolves

· Super-healing

· Super-strength

· Super-speed

· Telepathy (one way, or two-way with those whose blood it has drunk or who have drunk its blood)

· Wall Climbing (like Spider-Man)

· Weather Control (call storms or darken the area)






VAMPIRE WEAKNESSES


· Cannot Cross Running Water (except by bridge, etc.)

· Cannot Enter a Private Residence Without Being Invited by a Living Owner or Guest

· Cannot Enter Holy Ground

· Casts No Reflection and Cannot Be Photographed

· Casts No Shadow

· Comatose During the Day

· Hurt or Killed by Decapitation

· Hurt or Killed by Dismemberment

· Hurt or Killed by Fire

· Hurt or Killed by Silver

· Hurt or Killed by Wooden Arrow or Stake Through the Heart

· Hurt or Killed by Sunlight

· Must Feed on Blood (can be Animal or Stored Human Blood)

· Must Feed on Blood (only Fresh Blood from a Living Human)

· Must Feed on Psychic Energy (as seen in Lifeforce
 )

· Must Feed on Youth (as seen in the movie, Captain Kronos, Vampire Hunter
 )

· Must Rest in Its Native Soil to Recharge Its Powers

· Repelled by Garlic

· Repelled by Holy Objects

· Repelled by Mirrors

· Unnaturally Ugly (as seen in the movie, Nosferatu
 )






VAMPIRE BONDING WITH VICTIMS


Once a vampire has drunk the blood of a creature but not killed it, that blood creates a psychic bond, a telepathic link, between vampire and victim. This can be used to send short messages to each other that can be heard over vast distances, or to get brief visions of where the other is and what their emotional state is like. The bond can also be exploited by vampire hunters, using their own hypnotist on the victim as a way to “see” clues as to where the vampire is.






VAMPIRE FEEDING


Most vampires must drink blood to survive. Failure to consume blood results in starvation, then desiccation and coma. A desiccated, comatose vampire can continue in this state theoretically forever, and can be brought back to life by forcing blood into its mouth.






VAMPIRE SALIVA


A vampire’s saliva may include a numbing agent, like a vampire bat. This is so as not to disturb a sleeping or hypnotized victim and allow the vampire to drink its fill. Other vampire saliva contains an “aphrodisiac” effect that makes the act of feeding pleasurable. Some contain both a numbing agent and
 an aphrodisiac.

However, should you not desire your vampire’s saliva to have special properties, then the similar effects can be achieved through hypnosis. This requires the vampire to spend more pre-feeding time with the victim, implanting suggestions that the victim loves to be bitten, to be fed on, that it brings pleasure, and they will feel no discomfort.






VAMPIRE HYPNOSIS


Vampires are masters of hypnotism, but hypnotism has its limits. The more time they spend putting the victim into a trance state, the deeper they can implant those suggestions, and the harder they will be to remove.

Note that with hypnosis, phrasing is incredibly important! Negative words are dropped by the subconscious, resulting in the opposite effect. So a vampire who wanted a victim to trust her would never suggest, “You are not afraid of me,” because the victim’s mind would drop the word “not” and end up with, “You are afraid of me.”

The correct
 way to get victims to do what you want is to phrase your suggestions in the positive and present tense, as if they were already true. Using the prior example, the vampire would suggest, “You trust me completely.”

Hypnosis cannot make someone do something against their will or that is obviously self-destructive. Those kinds of suggestions will always be rejected and may be jarring enough to break the victim out of the trance state. However, a vampire could convince a victim to do something harmful by assuring them that it is either safe or in their best interest. For example, a vampire floating outside a window ten stories above the ground could not suggest to a victim, “Jump!,” but could suggest, “Jump to me! I will catch you.”

Imagine the power a vampire posing as a hypnotist could have: an endless supply of victims coming to him and paying for the privilege! If you plan on having your vampire perform a lot of hypnosis, you should study it and see what it can and can’t do. You can always tweak the rules a bit if needed, since your vampire is using it as a supernatural power rather than a trained profession with human limits. However, as with writing, it’s important to know the rules before you break them.






VAMPIRE SOCIETY



Vampire: The Masquerade
 , a popular tabletop and live action role-playing game, set forth the idea of a vampire “shadow society” co-existing in secret with contemporary human society. These vampires were organized into rival noble houses, each composed of a different breed with the same strengths and weaknesses. Each house appointed a member to sit on the ruling Vampire Council to enact laws and policy for all the houses to follow.

This concept of warring noble houses was later borrowed for the Marvel Comics film, Blade
 (1998), and further refined in the superior sequel, Blade II
 (2002). Are the vampires in your story world organized? If so, how?






VAMPIRE BLOOD


In The Vampire Diaries
 (2009-17), vampire blood has healing properties and can be used to save the life of humans. However, if the human dies with vampire blood still in its system, the human becomes a vampire. It takes a day for the blood to be eliminated from the system. True Blood
 (2008-2014) takes this a step further by not just making vampire blood a healing agent, but an expensive and addictive drug. Going by the street name, “V,” it temporarily enhances human senses and libido, as well as strength. It also causes hallucinations and erotic dreams.


House of Dracula
 (1945) takes a different tactic. In that film, vampire blood transfusions turn humans evil both in thought and appearance. One way to develop that concept further would be turning the humans into “were-vampires”—bloodsucking maniacs by night, normal by day.

What properties does vampire blood have in your world?






BECOMING A VAMPIRE


There are typically three ways to become a vampire, but you can decide which are true and which are false or invent your own:

Exsanguination (death by vampiric blood drain)

Dying with the blood of a vampire in your system

Magic: either a demonic pact or cursed by a god

If the new vampire was not created by magic, you need to decide if it is telepathically linked, psychically bonded, or enslaved to the vampire who killed it or whose blood it drank. Whatever they are, the new vampires will be thirsty!






VARIANT: SCIENCE-BASED VAMPIRES


Tired of undead vampires? What about biological warfare creating mutant living vampires? Read Richard Matheson’s classic sci-fi horror novel, I Am Legend
 (1954), which was adapted three times into film as The Last Man on Earth
 (1964), The Omega Man
 (1971), and I Am Legend
 (2007). Another mutant vampire movie to watch is David Cronenberg’s Rabid
 (1977), which mixes elements of vampires and zombies with the disturbing “body horror” subgenre Cronenberg is known for.




UNDEAD: ZOMBIES



Zombies are mindless monsters created from dead bodies. They come in four types: those brought back by psychic energy, by science, by a virus, and by Voodoo (or magic). All four are slaves to whatever force reanimated them.






PSYCHIC ZOMBIES


Psychic zombies are powered by a combination of telepathy and psychokinesis (aka telekinesis). A living psychic, a ghost, a demon, or some other energy being brings a severed body part back to “life” and uses it to gain revenge or complete some other objective. These parts can remain unattached or may have been transplanted onto another human. They often belonged to “mad stranglers” in life.

Variants may be powered by science or radiation, but regardless of origin, no psychic zombie is truly undead.

Films featuring psychic zombies are Mad Love
 (1933), The Beast with Five Fingers
 (1946), Hands of a Stranger
 (1962), And Now the Screaming Starts
 (1973), The Severed Arm
 (1973), Demonoid
 (1981), The Hand
 (1981), Evil Dead II
 (1987), Body Parts
 (1991), and Idle Hands
 (1999).






SCIENCE ZOMBIES


Science zombies can be the mindless kind or those that retain their intelligence (if not their souls). Some are true undead, others only appear that way.

In the science fiction films, Invisible Invaders
 and Plan 9 from Outer Space
 (both 1959), aliens use the bodies of the dead to attack humanity. The aliens in Invisible Invaders
 are energy beings that physically merge with corpses, wearing them like suits in order to interact with the physical world. Plan 9
 ’s aliens operate the zombies by remote control from their spaceship. More recent examples show alien parasites taking over the host’s brain in Night of the Creeps
 (1986) and The Puppet Masters
 (1994).

The 1973 TV movie, The Night Strangler
 , features a Civil War era mad scientist creating an “elixir of life” from the spinal fluid of beautiful women. The elixir must be injected every 21 years, and has the effect of sustaining the scientist’s physical body (as well as giving it super-strength). If he does not receive another dose after 21 years, he begins to age and rot until he crumbles to dust.

Another example of an intelligent zombie created (at least in part) by science is in David Wellington’s novel, Monster Island
 . A medical student in a viral zombie outbreak commits suicide, but takes every possible precaution to preserve his brain function. The experiment works! Although still a flesh-eating zombie, he has retained his personality, emotions, and memories, as well as a high degree of self-control around those tasty humans. He also gains the ability to command other zombies.






VIRUS ZOMBIES


This zombie is the modern, flesh-eating kind. They are the means by which the zombie virus spreads itself, serving as mobile disease platforms. They infect others through biting, clawing, or transmission of bodily fluids. Once infected, a person develops a high fever, sickening and dying within a few days at most. Those who die as a result are reanimated by the virus. They get up (as best as they can, depending on their injuries), and begin wandering aimlessly until they locate food. That food is uninfected humans.

Zombie vision is poor, so they rely on their sense of hearing and smell to track prey. They never tire, so it’s impossible to outrun them. You can lose them (so long as you don’t run away in a straight line), or trick them into following something noisier or easier to catch. If you are trapped, zombies will try to break in to eat you. If they fail, they’ll wait around for you to come out or until something easier comes along.

Zombies have a blank expression, an empty gaze, and show various signs of injury and decomposition depending on how they died and how long they have been dead. They walk with an awkward, shuffling gait that can sometimes (if they are fresh enough) become a short, clumsy run when food is nearby. Some may use simple tools like rocks or sticks as bludgeoning weapons, or sharp objects like knives, especially if they died with them still clutched in their hands. A rare few who were trained in firearms may remember how to shoot, but not reload, nor will their aim be accurate. For an example, watch Day of the Dead
 (1985).

Generally, the zombie will retain one or two quirks of its former human self. Some may even attempt to do things they did in life, performing skills like drive a car or actions like go shopping at their favorite store. These may give the zombie character, but they don’t give it humanity, or true intelligence. They are “ghost behaviors,” leftover patterns and impulses that the zombie virus has not yet overwritten. On some level, the virus may even encourage these behaviors if they help it find food.

In the initial stages of a zombie apocalypse, zombies will be fresh, and may not appear to be obviously dead. This, combined with no one knowing what a zombie is yet, makes it easy for the virus to spread.

A reanimated zombie initially appears confused, almost as if they are trapped in a dream, but this confusion quickly vanishes, replaced by hunger and aggression. New zombies may also experience flashes of recognition of the people they knew when they were alive; this can result in the zombie hesitating to attack those people (if they loved them). Presented with a choice between someone they loved and someone they didn’t, a “fresh” zombie will almost always choose to attack the person they did not know or love. Of course, various factors may prevent the zombie from selecting that person; these could be distance, difficulty, or the interference of the person they know.

Zombies are driven by hunger. They live to kill and kill to eat, infecting as many as they can along the way. Zombies can only be killed by destroying the brain, which is where the virus is centered. A zombie with its head cut off can still bite, a zombie with its legs blown off can still crawl. They keep coming. And they want to make you just like them. That’s what makes them scary.

The zombie virus may be man-made, or a natural or supernatural mutation, even a magical curse, but it’s origin isn’t important. In fact, it’s a terrible idea to explain why the dead are rising; no one has ever gotten it right and only looked stupid for trying. That’s not to say you can’t have characters in your story try
 to explain it, but only as conjecture. No definitive explanation should be given. Trust me, you can’t get clever here.

Whatever reason you have for why flesh-eating zombies exist, keep it to yourself. Your readers don’t care, and more than that, they don’t want to know
 . I’m telling you this as horror fan who has watched virtually every zombie movie ever made. The ones that try to explain it always suck. Instead, just let the zombie apocalypse happen. That’s the fun, that’s the fear: Not knowing why.


For the examples of virus zombies, watch the original zombie trilogy that invented the subgenre: Night of the Living Dead
 (1968), Dawn of the Dead
 (1978), and Day of the Dead
 (1985), as well as The Walking Dead
 TV series.






VARIANT VIRUS ZOMBIES


Intelligent zombies can be found in Return of the Living Dead
 (1985); they are created by a military nerve gas. They can talk and reason to a degree, but are in incredible pain, a pain that is only temporarily lessened by eating live human brains (or inflicting pain on themselves, as seen in Return of the Living Dead 3
 ). Anyone killed by these zombies or exposed to the gas becomes a zombie.

If you prefer fast zombies, try 28 Days Later
 (2002), Dawn of the Dead
 (2004 remake), or Quarantine
 (2008). Personally, I prefer classic, slow-moving zombies. When you try to make zombies “more extreme,” you’re just making it harder to suspend disbelief. How does a regular human die and come back to life as an undead track star? The other problem with fast zombies is it ruins the fantasy. Many zombie fans want to at least pretend
 they have a chance to survive in a post-apocalyptic world. As soon as the zombies run faster then they can, their chances of survival go from slim to none. That may be “extreme,” but it’s not realistic.






VOODOO ZOMBIES


Depending on if magic is real in your story, these can be true undead or else the result of being given a dose of tetrodotoxin
 , a neurotoxin derived from puffer fish venom that causes the victim to appear dead. Before death can occur, however, the victim is given an antidote along with a dose of datura stramonium
 , a plant-based drug with strong hallucinogenic and alleged mind control properties. The victim is then convinced by the Voodoo bokor
 (wizard) that he is now not only dead, but a zombie, and his soul has been stolen by the bokor and will not be returned unless the zombie obeys his commands.

Voodoo zombies are used as slaves in Haiti, frequently on plantations either around the clock or as the “night crew,” so as not to upset those who work the fields by day. Zombies are created from those the priest hates or desires to control, or from those who won’t be missed so the bokor can profit by turning them into zombies.

Voodoo zombies are incredibly hard to kill; they don’t feel pain and will attempt to follow whatever the last order they were given until destroyed. Undead zombies are not immortal and will break down over time until they become useless. However, the bokor will get many years (often decades) of work out of them before this happens. If fed salt, Voodoo zombies must return to their graves peacefully and lay down to die; they cannot be reanimated again after this, as it also frees their souls from the bokor’s bondage.

Zombies created by drugs are not undead and can be killed normally (though due to their drug-induced state, they ignore pain and keep coming until suffering crippling injury). They may be incapable of coherent speech or precise motion, and may or may not recognize the people they knew in life. They are emotionally flat, speaking slowly if at all. Their brains are hopelessly broken, their will shattered. They exhibit various symptoms of severe mental illness, such as schizophrenia or catatonia. They may not be able to do much of anything for themselves unless ordered to, and are prone to wandering off if left unsupervised.

For Voodoo zombies, watch White Zombie
 (1932), I Walked With a Zombie
 (1943), and Plague of the Zombies
 (1966). Individual body parts are brought to life by Voodoo in Asylum
 (1972). Dead and Buried
 (1981) offers a clever twist on Voodoo. Finally, for a blend of science and Voodoo, try Wes Craven’s The Serpent and the Rainbow
 (1988).




AFTERWORD



There is no limit to evil, just as is there is no limit to your imagination. This book gives you the tools to create any kind of monster you want, from the “classics” to the most modern, even the human kind. But what does it mean to be a monster? What does it mean to live outside the law&mash;not just the laws of man, but the laws of nature or even space and time? How would that change you?

Most everything man does is based on his fear of dying, of creating a legacy, whether through children or his work. And then there’s the whole “you only live once” message—that you better have fun now because you may not get the chance again. There’s always something ready to stand in the way of pleasure, from a drunk driver to cancer to the hopeless grind of dull days trying to make ends meet. Before you know it, you’re dead, and chances are, you have more than a few regrets to keep you and the worms company.

But what if you were immortal? What if dying was no longer an issue? How would that change your decisions? How would that change your life? What if you could command magic or alien technology to do the impossible? How interested would you be in making the world a “better place”? Wouldn't you want to reshape it into your
 place? A place where you were no longer the monster, the outcast, but in control? And oh, how you'd make those pesky humans dance—if you allowed them to remain at all.

Monsters think differently from us because they are different. From the moment they are born to the moment they die, they struggle in ways we can never understand.





Jackson Dean Chase


www.JacksonDeanChase.com





Definitions: WIZARDS, SORCERERS, WITCHES, AND PRIESTS



I use the terms “wizard” and “sorcerer” interchangeably throughout this book. The term “witch” is used solely to refer to the classic evil witch of horror movies, folklore, and fairy tales, and is not meant to disparage practitioners of Wicca or other Pagan or Neo-Pagan belief systems. The term “priest” is used to refer to a person who performs rituals and services for a religion—in the context of this book, that typically means religions dedicated to alien or malevolent gods or entities.

We can break down the differences between wizards, witches, and priests still further: A priest acts as an intermediary to channel the powers of his gods or entities through religious rituals. The priest knows no spells and has no supernatural power himself, whereas a wizard knows magic spells he can cast at any time. Witches walk the line between wizard and priest; they have magically bound themselves to a god or entity in exchange for being taught some magic spells, being granted a demonic familiar, and given supernatural powers which can be taken away if their master becomes displeased (see Salem
 , TV, 2014-present).




APPENDIX: HOW TO CREATE YOUR OWN MONSTERS, ALIENS, AND FANTASY CREATURES






STEP 1: MONSTER BUILDER



There are 23 key questions you need to ask yourself when creating a realistic monster or other non-human race—whether it is unique or one of many. Non-intelligent or animal-like creatures require less detail, but for human- or higher-level creatures, you should answer all the applicable questions. If you aren’t sure how to answer, leave it blank and come back to it later.






1. What is the monster’s name?







2. What is the monster’s species and subtype?







3. Where does the monster come from?


· A country on Earth or another world: Y/N

· Which country?

· A region on Earth or another world: Y/N

· Which region?

· An ocean on Earth or another world: Y/N

· Which ocean?

· Does it live on the surface? Y/N

· Below the surface? Y/N If yes, how deep?

· Another dimension: Y/N

· If yes, is it a parallel universe? Y/N

· Is it an alternate reality/alternate history earth? Y/N

· (If Yes, explain how it is different to our present day Earth)

· Another time: Y/N

· Past: Y/N

· Present: Y/N

· Future: Y/N

· Outer Space: Y/N

· Another planet: Y/N

· Asteroid: Y/N

· Black Hole: Y/N

· Comet: Y/N

· Moon: Y/N

· Nebula: Y/N

· Other: Y/N (Explain: )

· Astral Plane: Y/N

· Astral Kingdom (“Pocket Dimension”): Y/N

· Elemental Plane: Y/N (Air, Earth, Fire, Water)

· Heaven or other Spiritual Utopia: Y/N

· Hell or other Spiritual Dystopia: Y/N

· Limbo (Astral Wasteland): Y/N

· The Void (Darkness, Nothingness): Y/N

· Ethereal Plane (“Ghost Dimension”): Y/N






4. What is the monster’s native habitat?


· How long has it lived there?

· How long has it been on earth or your story world (if

· that is not its native habitat)?

· If non-native to its current habitat, how did it get here?

· Was its coming here by choice or was it forced to?

· Does it desire to stay here or return to its native world?

· How has it adapted its native and/or adopted habitat?

· Is there anything that restricts it ability to travel outside its native habitat?






5. What is the monster’s preferred diet, and how often must it feed?


· What food makes it thrive above all others?

· What happens if it consumes too much food?

· What food makes it weaken, sicken, or die?

· What happens if it starves to death?






6. How does the monster communicate?


· What language(s) does it know?

· How fluent is it in these languages?

· What does its native language sound like?

· Does it have any common short expressions or slang in its language? Y/N

· If yes, write them as they sound in English, but keep them as phonetic as possible and limit or avoid the use of special characters.

· Stuck for ideas? Use these word pairs instead: Yes/No, Stay/Go, Fast/Slow, Good/Bad.







7. How intelligent and cunning is the monster compared to the average human (I.Q.)?


· How intelligent and cunning is it compared to the average member of its race or kind?

· What are the monster’s mental strengths?

· What are its mental weaknesses?






8. How strong is the monster compared to the average human?


· How strong is it compared to the average member of its race or kind?






9. How do the monster’s supernatural and/or psychic powers compare to the average human?


· How do its supernatural and/or psychic powers compare to the average member of its kind?






10. What are the monster’s physical strengths?


· What are its physical weaknesses?






11. What are the monster’s supernatural and/or psychic powers?


· How do the monster’s supernatural and/or psychic powers compare to the average human’s?

· How do its supernatural and/or psychic powers compare to the average member of its race or kind?






12. Who or what does the monster love and desire?


· Who or what does it hate and despise?

· Who or what does it fear?






13. What is the monster’s primary goal?


· What is its secondary goal?

· What is its tertiary goal?

· What are its other goals?

· What is it willing to sacrifice its goals for?

· What is it willing to sacrifice its life for?

· What is it willing to sacrifice its soul for?






14. Does the monster have a gender? Y/N


· If yes, what kind?

· If no, why not?

· Does it reproduce, and if so, how?

· Can it mate with humans to produce offspring? Y/N

· Will the human mother die giving birth? Y/N

· What will the monster/human hybrid child be like?






15. What does the monster’s true form look like?


· What color is its skin?

· What color is its hair?

· What color are its eyes?

· What color is its blood?

· What color are its teeth, claws, and/or horns?

· What does the monster smell like?

· Can it take on other forms or appearances? Y/N

· If yes, how does it do this?

· What does the transformation look like and what noises and/or smells does it produce?

· How long does it take for it to change its form(s) or appearance(s)?






16. What is the monster’s average lifespan?


· How old is it now?

· Is this considered a child, teenager, adult, or elder of its kind?






17. How does the monster relate to:


· Aliens?

· Energy Beings?

· Humans?

· Its own kind?

· Other Monsters?

· Does it have a concept of family, and if so, what is it?

· Does it prefer to travel in packs or groups of its own kind?

· Does it travel with other monsters or anyone else?

· Does it travel with others by choice or by force?






18. What are the monster’s beliefs or opinions on:


· Magic, psychic phenomena, and the supernatural?

· Society?

· Entertainment?

· What does it do for fun or a hobby?

· Does it ever drink, use drugs, or engage in other addictive behaviors? Y/N (Explain)

· If yes, is it addicted to something and what is it?

· Is its addiction illegal or difficult to acquire?

· Can it willingly break its addiction?

· What happens if it breaks its addiction?

· How often is it bored and by what?

· Does it value human currency and valuables? Y/N

· Does its race or kind have or produce its own currency?

· If yes, what is it?

· If no, does it rely on the currency of others? Y/N

· Is it willing to barter for goods or services? Y/N

· What would it typically offer in a barter?






19. Is the monster: Amoral, Immoral, Moral, or does it live by its own Personal Code?


Amoral means it does not understand or bother to concern itself with morality.

Immoral means it understands morality and chooses to act outside of it.

Moral means it understands and strives to act within the morality of its society.

Personal Code means it has its own (usually twisted) moral code to justify its behavior; it feels shame, regret, and pain for violating its moral code, but not society’s.

· What are its social taboos?

· What is its view on crime?

· What is its view on murder?

· What is its view on sex?

· What is its view on war?

· Can it feel and express empathy or sympathy for others?

· Is there anything it won’t do to get what it wants?

· Is there anything it wants to do, but feels conflicted about?

· Can its “better nature” be appealed to? Y/N






20. What government does the monster have?


· Does it prefer to rule or be ruled by might or merit?

· Who is it willing to accept as its ruler/master?

· Who is it not willing to accept as its ruler/master?






21. What is the monster’s religion?


· What god (or gods) does it worship?

· Does it worship out of love or fear?

· What is its view on the afterlife?

· What is its view on the Spirit World?






22. What is the monster’s preferred shelter?


· Where can’t it take shelter?






23. Does the monster use or create its own technology or rely on that of others?


· What kind of technology does the monster produce?




STEP 2: MAGIC SPELLS



What is magic? It is the art of imposing your will on the universe through the manipulation of natural and supernatural forces. If your monster knows how to cast spells, you need to decide what spells it knows and whether it can cast them innately (which implies it knows a limited number) or whether they must be learned—in which case, the number of spells it knows is limited only by its education and access to magical books and/or mentoring.

To determine what type of spells a monster knows, think of the type of magic it needs in order to perform its story goals. It should not know and be good at all types of magic or it will not only be too powerful, but boring.






LIMITS OF MAGIC


Magic systems are important because when the author knows the rules, he knows what magic can and can’t do, which creates consistency and credibility.

One of the worst things you can do as an author is make a magic item or spell that’s too good
 . Readers will wonder why the hero (or villain) simply doesn’t use it all the time to solve their problems and short-circuit the plot. The usual workaround is to impose limits on how and when the spell can be cast or item used. These limits must make sense, and there must be a very real penalty for violating that limit.





Here are ideas for limitations per use of a spell or item:

· Rare and costly material components or a sacrifice

· Specific rare event must be occurring (eclipse, etc.)

· Must perform a quest, pact, or other action

· Life force drain (fast aging) or worse, soul drain


· More than one use causes permanent insanity

· More than one use is impossible (or fatal)






TYPES OF MAGIC


Here are seven types of magic, what they are primarily concerned with achieving, and sample spells from each:






ABJURATION (Protection Magic)


· Cloaking Spell (hides its location from senses or magic)

· Dispel Magic (blocks magical attacks or activity in its vicinity)

· Force Field (blocks physical attacks from all directions simultaneously)

· Invisible Shield (blocks physical attacks from only one side at a time)

· Remove Curse (curse is either broken or transferred to another eligible party)

· Ward (may be protection against all damage, one type, or several types, to an area, or individuals)






CONJURATION (Summoning Magic)


· Banish Summoned Creatures or Objects

· Open Gate to Another Dimension

· Open Gate to Another Part of Same World

· Summon Animals (all types or specific kind)

· Summon/Store Energy (all types or specific kind)

· Summon/Store Magic (all types or specific kind)

· Summon Monsters (all types or specific kind)

· Summon Objects (all types or specific kind)

· Summon People (specific individuals only)

· Psychokinesis (aka Telekinesis)

· Teleportation






ENCHANTMENT (Mind Magic)


· Alter Dream

· Alter Emotion

· Alter Perceptions

· Cause Seizure

· Create Confusion

· Create or Remove Mental Illness

· Influence Others

· Mind Control

· Put Self or Others to Sleep (short term)

· Put Self or Others into Magical Hibernation

· Quicken Self (moves fast for a brief duration)

· Telepathy (one-way or two-way)






ILLUSION (Disguise And Misdirection Magic)


· Appear as Other

· Blur (harder to see and hit in combat)

· Hallucination (single target sees and/or hears something that isn’t real)

· Mass Hallucination (multiple targets see and/or hear something that isn’t real)

· Invisibility (monster becomes invisible for a limited duration or under specific conditions)

· Manipulate Light and Shadow (brighten or darken a limited area to blind or mislead, awe, or frighten. Can also create light or shadow-based illusions.)






NATURE (Positive Energy Magic)


· Alter Temperature around Self or Others

· Banish Negative Energy

· Banish Unnatural Creatures or Objects

· Breathe Underwater

· Communicate with Animals

· Communicate with Elemental or Nature Spirit

· Communicate with Objects (psychometry)

· Communicate with Plants

· Control Animals

· Control Elemental or Nature Spirit

· Create or Ignore Difficult Terrain

· Create or Ignore Elements

· Fly

· Gain Animal Senses or Heighten Existing Senses

· Grow Plants

· Heal Living

· Heal Self

· Hibernate

· Levitate

· Locate Animals, Plants, or Minerals

· Meld into Element (Air, Earth, Fire, Water)

· Omen Reading (by studying natural phenomena)

· Pass without Trace

· Release Souls/Spirits (frees bound souls or spirits)

· Remove Disease

· Slay Undead (may only damage powerful undead)

· Slow Aging (target physically ages at a reduced rate)

· Summon Animal

· Summon Elemental or Nature Spirit

· Summon Food or Water

· Summon Natural Barrier (thorn bushes, rocks, etc.)

· Summon Positive Energy Spirit (angel, etc.)

· Summon Weather

· Swim Faster

· Walk on Water






NECROMANCY (Negative Energy Magic)


· Banish Positive Energy

· Cause Disease

· Curse

· Communicate with Ghosts or Spirits of the Dead

· Control Ghosts or Spirits of the Dead

· Control Undead

· Create Undead

· Drain and Store Health

· Drain and Store Psychic Energy

· Drain and Store Souls

· Drain and Store Youth

· Immortality (can only die by violence, not old age)

· Locate Ghosts or Spirits of the Dead

· Locate Undead

· Omen Reading (by studying blood, guts, and organs)

· Raise Dead (must be recent)

· Reincarnation (soul is placed into a different body)

· Resurrection (no time limit on how long dead)

· Slay Living

· Slay Ghosts or Spirits

· Speed Aging (target ages at an accelerated rate)

· Summon Ghosts or Spirits

· Summon Negative Energy Spirits (demons, etc.)

· Summon Undead

· Wither Limb (rendering it crippled and/or useless)






TRANSMUTATION (Shapechanging Magic)


· Modify Self (partial change, minor)

· Modify Objects (partial change, minor)

· Modify Others (partial change, minor)

· Transform Self (total change, major)

· Transform Objects (total change, major)

· Transform Others (total change, major)




STEP 3: PSYCHIC TALENTS



Psychic talents are innate mental talents that are with a human or monster from birth. However, awareness (much less mastery) may not come until much later, such as with the onset of puberty, as the result of a traumatic brain injury, accidentally unlocked through hypnosis, by experimenting with the occult, etc.

Only gods will have access to all psychic talents. Major supernatural beings will have many, while lesser supernatural beings and humans usually only a few. The number of talents an individual has has nothing to do with how powerful those talents are. Someone with only one talent could be the world’s greatest psychic medium, for example, while someone with five or six talents could be terrible at all of them.

Not all psychic talents are created equal and some may only have situational value, rather than be something used on a daily basis. Using talents tends to quickly drain humans depending on how experienced they are with using them. Also, remember that it is more costly for energy beings to project their talents into the physical world than it is to use them in the astral or ethereal planes (or other non-physical dimensions), and the same is true of humans trying to project theirs beyond our physical reality.

Here is a list of common psychic talents:





· Alter Emotion (one step at a time)

· Alter Perceptions/Senses of Others (Create hallucinations)

· Astral Projection

· Bilocation (Ability to be in two places at the same time)

· Cause Seizure/Death in Others (Ability to paralyze or kill with the mind, think Scanners
 )

· Channel Ghost or Spirit (Psychic Mediumship)

· Clairaudience (Hear what others say at a distance)

· Clairvoyance (See what others do at a distance)

· Create or Remove Mental Illness

· Control Others (Mind Control)

· Enhanced Senses (Cannot be surprised, etc.)

· ESP (Extra-Sensory Perception)

· Heal Self or Others (Psychic Surgery)

· Influence Others (Implant Hypnotic Suggestions)

· Locate Energy Beings (and Hide from Same)

· Lucid Dreaming (Control dreams)

· Mind Reading (Hear other’s thoughts)

· Modify Memory (Permanently or temporarily)

· Postcognition (Ability to see events after
 they have happened)

· Precognition (Ability to see events before
 they happen)

· Psychic Surgery (healing by the power of thought)

· Psychokinesis (aka telekinesis, the ability to move objects with the mind)

· Psychometry (Read objects to gain insights on past owners)

· Pyrokinesis (Ability start fires with the mind)

· Quicken Self (Increase movement for short bursts)

· Read Auras (See the health/power of an individual or object presented as colors surrounding them)

· See the Invisible (See things made invisible by magic or psychic powers, like energy beings)

· Telepathy (One-way or two-way)




STEP 4: SUPERNATURAL POWERS



Supernatural monsters tend to have a specific set of strength and weaknesses which vary by monster type. For example, all energy beings can pass through physical barriers but may be blocked by salt or running water, as well as have their physical manifestations disrupted by iron.

For your convenience when creating new monsters, here is a list of known supernatural strengths and weaknesses:






SUPERNATURAL STRENGTHS


· Breath Weapon (such as dragon fire)

· Can Create New Monsters of Any Type (either as slaves under its control or free-willed)

· Can Create New Monsters of Its Same Type (either as slaves under its control or free-willed)

· Create Avatar* (physical embodiment of one or more aspects of its power)

· Create Ectoplasm

· Curse Others (with its curse and/or a variety of ailments or bad luck)

· Enhanced Physical Perfection (erasing any scars, tattoos, brands, blemishes)

· Enhanced Senses (such as seeing in pitch darkness, hear conversations across a crowded room, etc.)

· Extra Limbs

· Flight (limited or unlimited, winged or wingless)

· Hypnotic Gaze (implanting suggestions)

· Ignore Physical Barriers (pass through walls, etc.)

· Immortality (can only be killed by misadventure, not old age or disease)

· Immunity to Holy Objects (either all or specific)

· Immunity to Magic (either all or specific)

· Immunity to Physical Damage (either all or specific)

· Immunity to Psychic Abilities (either all or specific)

· Invisible to Humans (not necessarily to animals)

· Jump or Fall Great Distances (minimal to no injury)

· Levitation

· Natural Defenses (claws, fangs, poison, etc.)

· Petrifying Gaze (paralyze or turn others to stone)

· Possess Others

· Resistance to Magic (either all or specific kinds)

· Resistance to Physical Damage (either all or specific kinds)

· Resistance to Psychic Talents (either all or specific kinds)

· Shapechange into Animal, Bird, Fish, and/or Insect

· Shapechange into Human

· Shapechange into Anything* (real or imagined)

· Split Consciousness* (can be in multiple minds)

· Spread Curse and/or Disease

· Super-healing

· Super-strength

· Super-reflexes

· Super-speed

· Telepathy (One-way or two-way)

· Teleportation

· Wall Climbing (like Spider-Man)

· Weather Control






* Strengths marked with an asterisk are reserved for gods and major supernatural beings.







SUPERNATURAL WEAKNESSES


· Believes Itself and/or Its Kind Superior

· Bound to a Specific Area

· Cannot Consume Normal Food/Drink (becomes ill)

· Cannot Cross Running Water (except by bridge, boat, etc.)

· Cannot Enter a Private Residence Without Being Invited by a Living Owner or Guest

· Cannot Enter Holy Ground

· Cannot Speak Holy Names

· Casts No Reflection/Cannot Be Photographed

· Casts No Shadow

· Comatose During the Day

· Hurt or Killed by Decapitation

· Hurt or Killed by Dismemberment

· Hurt or Killed by Fire

· Hurt or Killed by Holy Objects

· Hurt or Killed by Iron

· Hurt or Killed by Salt

· Hurt or Killed by Silver

· Hurt or Killed by Sunlight

· Hurt or Killed by Wooden Arrow/Stake

· Must Feed on Blood (can be Animal or Stored Blood)

· Must Feed on Blood (must be Fresh Blood from a Living Human)

· Must Feed on Flesh (can be Animal or other non-human)

· Must Feed on Flesh (must be Human)

· Must Feed on Psychic Energy (either subtly, or as seen in the movie, Lifeforce
 )

· Must Feed on Youth (either subtly, or as seen in the movie, Captain Kronos, Vampire Hunter
 )

· Must Keep Its Oath or Promise (only under specific conditions)

· Must Rest in Its Native Soil to Recharge Its Powers

· Repelled by Garlic

· Repelled by Holy Objects

· Repelled by Love and/or Positive Emotions

· Repelled by Mirrors

· Repelled by Salt

· Repelled by Water

· Unnaturally Ugly (as seen in the movie, Nosferatu
 )





Remember, anything a monster is drawn to can be used against it—even if that thing normally makes it stronger, like blood or negative energy. Clever (or desperate) heroes could use the monster’s favorite food as bait or poison. Creative exploitation of your monster’s strengths and weaknesses always make for a more interesting story.
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 to write hit after hit!
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CHARACTERS THAT LEAP OFF THE PAGE!






Have you ever asked yourself why so many novels and screenplays fail to become hits? The answer is they lack realistic characters—ones people can not only believe in, but fall in love with.

You can have the most amazing plot, but if nobody cares about your characters, nobody will care about your plot. We pick up a book or buy a ticket to go on a journey with characters we like (or who are at least interesting). They can’t be perfect, they can’t be boring. They have to be flawed. In other words, no matter what skills or powers they have, your characters must be realistic.







When readers don’t believe in your characters, they don’t believe in your story.
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Why do so many writers fail to deliver realistic male characters? It turns out writing a “real man” is harder than it looks! And that’s a danger that can keep your next book from being the best seller you deserve. After all…






When readers don’t believe in your characters, they don’t believe in your story.






That’s why I’m going to share the TOP 5 SECRETS
 you need to know and what to do with them! Even better, I’ll show you the fast, easy way
 to master writing incredibly deep male characters. This is a SHORT QUICK-START GUIDE FOR BUSY WRITERS
 that teaches how men react to shame, threats, sorrow, and more. Get your copy today!
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Hey, you! Tired of your imagination hitting a brick wall? Pump up your mental muscles with the Action Writers’ Phrase Book
 . With over 3,000 ways to describe weapons, fights, and more, it’s the perfect workout for authors of Action, Adventure, and Thrillers!






This Time, It’s Personal






     · Her red nails raked his cheek, clawing for his eyes





     · Hairy knuckles crashed home, knocking her senseless





     · He circled his opponent like a shark smelling blood





     · The sword swung in savage fury





     · The blade felt good in his hand, as did the deaths that followed






Gunfights and Bullet Hits!






     · Flesh and brains erupted in a liquid halo





     · A dozen figures cut through the brush, guns blazing





     · The shotgun painted the wall a savage red





     · The high-powered assault rifles peppered the bodies into bloody rags





     · Set to full-auto, the weapon made short work of the advancing men






Explosions and Fiery Doom!






     · Hellfire roared, bringing damnation and death





     · Red, yellow, and orange: these were the colors of my hate





     · A living torch, the man ran to the cliffs and fell to the rocks below





     · Driver and vehicle became one in an angry cloud of orange fire





     · Razored shrapnel cut through the smoke-filled air






Mechanized Death!






     · A madman sat behind the wheel, his brain humming death





     · The child became a bloody smear across my windshield





     · The cars crashed in a grinding shriek





     · The hellish machine ground him to hamburger





     · What the machine spit out resembled nothing human










ACTION WRITERS’ PHRASE BOOK






Essential Reference for All Authors of
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Come along for the ride as author Jackson Dean Chase takes you deep into the twisted ruins of a new tomorrow. If you write apocalyptic, post-apocalyptic, dystopian, prepper, or zombie fiction, you won’t want to be without this book when the bombs drop!






Ruined Cities!






     · The streets were barren, an urban desert devoid of life





     · The once-proud metropolis still stood as a monument to greed





     · The bombs had hit hardest here, fusing bodies into the pavement





     · Crows flew overhead, but of people, we saw no sign





     · The city had died as one big traffic jam






Road Warriors!






     · They were pierced and tattooed, the new tribe of this primitive world





     · The punk’s car was heavily-modified, covered in spikes and skulls





     · The maniacs raced after us in their custom machines, howling for blood





     · They were thieves and rapists, sadists and killers‌—‌this was their world





     · The savage men were sharks swimming the long black highway






Nuclear War!






     · The hell-blasted sky was burnt orange and black





     · Nothing lived under the nightmare sky





     · The mushroom cloud bloomed, a deadly flower on the horizon





     · The mushroom cloud was a flower on mankind’s grave





     · Missiles streaked from silos, and I knew this was the end






Radiation!






     · Radiation scars covered his body like a page from hell’s coloring book





     · Radiation burns were her only makeup now





     · He’d stared into the blast, and it had stolen his eyes





     · The mob was sick with radiation poisoning, but still dangerous





· The geiger counter went into the red as I held it over the sickly child






Looting and Scavenging!






     · The stores emptied fast, but there were still treasures to be found





     · The corpses wouldn’t be needing their camping supplies now





     · I checked the headless man’s pockets, hoping for keys, a knife, anything





     · My buddy kept an eye on the street while I scavenged for food





     · Any food that wasn’t canned had spoiled, and the store reeked of it






Mutants!






     · Human vampires, the Sewer People only came out at night





     · The Sewer People were albinos with mad, red eyes and pointed teeth





     · The girl had two heads: one beautiful, the other ugly‌—‌and neither shy





     · A grotesque parade flaunted their deformities in a lascivious display





     · The radiation had burned out their humanity, but not their desire to kill






Dystopian Societies!






     · The Society claimed it was perfect, yet I had begun to doubt this





     · Ours was a society built on ashes and twice as gray





     · Citizens traded liberty for security, a full belly for an empty soul





     · They said the wall was to keep danger out, but it also kept us in





     · The only freedom these people knew was a bullet






Zombies!






     · They were undead eating machines that left nothing in their path





     · The air was alive with hunger and nothing else





     · A blood-caked abomination crawled into view, its lower half gone





     · Creeping, crawling, the creatures came on, horrible in their hunger





     · The cannibal dead cried for blood in the language of the grave
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Blast off into the final frontier as #1 best selling author Jackson Dean Chase sends you to far-away futures on forbidden planets. If you write sci-fi, cyberpunk, dystopian, space marine, or space fantasy adventure, you need this book!






Bars and Cantinas!






     · The bar smelled of the dashed hopes of a thousand worlds





     · A motley band took to the cantina’s stage





     · Gruff laughter bellowed from the booth near the door





     · They didn’t serve our kind here





     · There was no bartender, just some weird kind of fluid dispenser






Planets, Moons, and Asteroids!






     · The planet’s surface was covered in sentient gray slime





     · I could only call them trees, but their branches moved like tentacles





     · A ring of ghost ships orbited the Death Moon





     · The asteroid’s surface was pitted and cracked, covered in minerals





     · The loathsome swamp bubbled and oozed






Space Stations!






     · The station’s halls were a uniform white, punctuated by black doors





     · Red lights flashed in every hall as the self-destruct countdown began





     · Getting past the security door required a biometric identi-print





     · The abandoned station had been built by a long-dead race





     · Blast-proof doors came down to seal us in






Spaceships and Ground Vehicles!






     · The gray bulk of the cruiser drifted by





     · The imperial flagship loomed ahead, weapons locked





     · The ship’s engine room throbbed and hummed





     · The speeder bike shot down the tunnel and was gone





     · The sleek black hover-car came to a graceful stop






Ranged Weapons!






     · I set my pistol to “stun” and thumbed the trigger





     · I slapped a fresh battery pack in my rifle and felt it hum to life





     · Laser cannons popped down through ports in the ceiling





     · The tangler shot a polymer capsule that quickly expanded into a net





     · The weird gun fired nano-darts that could reprogram a victim’s mind






Melee Weapons!






     · I drew my plasma sword and let it crackle to life





     · The laser sword lit up the darkened hallway





     · Her monofilament whip cracked, cutting the man in two





     · The slaver’s staff had an electrified tip that stunned its targets





     · The robo-ripper sawed forward, chewing through the soldier’s armor
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