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Creatures
Egg Grown

Speed, Intelligence, Strength and Toughness are all determined by rolling a d50 (d100 (or d%) and dividing by two (rounding fractions up)). The remaining eight are determined from those four results. Fertility is determined by a d50 roll.

Pre-Hatched

Hatched creatures bought from the store are determined by distributing 100 points between Speed, Intelligence, Strength and Toughness. Fertility is determined by a d50 roll.

Endurance is the creatures ability to run at an acceptable speed for long times. Smarter creatures are more likely to pace themselves well. 

Tolerance is a measure of metabolism and a resistance to drugs and poisons. Smarter creatures are more likely to realize their weaknesses and recognize when things are happening to them.

Attack is a measure of speed and power used in combat. Faster creatures hit more, stronger creatures hit harder. For simplicity it evens out in the end.

Defense is the measure of how hard they can be hit before they start to feel it. Stronger creatures can take more damage than weak creatures (blocking, etc) while tougher creatures have a tendency to shrug off heavier blows.

Maneuver is a measure of the creature’s ability to move in and out of tough locations.
Damage is how harmful their hits are. This is used to determine combat damage. 

SP is a measure of how likely your creature is to listen to you and trainers. A low result may cause creatures to misbehave.

HP is health points. These are used to track your creature’s current health and wellbeing.

Fertility is how likely your creature will produce offspring when mated for breeding. This is added with the fertility of the other parent to produce the final number.
Move is the length the creature will move on a successful movement roll.
	Speed
	d50
	Endurance
	(Spd+Int)
	Maneuver
	(Spd+Spd)

	Intelligence
	d50
	Tolerance
	(Int+Tough)
	SP
	(Int+Int)

	Strength
	d50
	Attack
	(Spd+Str)
	Damage
	(Str+Str)

	Toughness
	d50
	Defense
	(Str+Tough)
	HP
	(Tough+Tough)

	Fertility
	d50
	
	
	
	


Reputation
Starting Reputation
Starting Reputation of a creature is equal to half of another Creature of the owner. The creature used to determine this value must be the creature with the highest or lowest reputation. 
If the owner is getting his first creature, the reputation is 0.
If an owner has no creatures do to selling, confiscation or death, then figure reputation with the last creature owned by the owner.
If the owner owns one or both of the parents he may transfer the reputation of the parent to the offspring.
	Event
	effect

	Caught using drugs
	-2

	Caught fouling
	-2

	Fouling
	-1

	Kill a creature
	-4

	Break your winning streak
	-2

	Win race
	+1

	Break another’s winning streak
	+2

	Increase class
	+1

	Decrease class
	-1

	Caught at illegal race/fight
	-2

	1st place at race
	+2

	Pass drug test clean
	+1

	Win in higher class (1)
	+1

	Win in higher class (2+)
	+2

	Win in lower class (2+)
	-1

	Permanently Injuring Creature
	-2


If reputation is above 10 then all reputation losses are doubled.

Racing Classes

E- Class Creatures pass on 5% of one stat to offspring. 20% Chance to pass on traits.

D- Class Creatures have +1 Crowd Bonus. Pass on 10% of one stat. 30% chance to pass on traits.

C- Class Creatures have +2 to Crowd Bonus. Pass on 15% of one stat and 5% of all other base stats. 30% chance to pass on traits.

B- Class Creatures have +4 to Crowd Bonus. Pass on 20% of one stat and 5% of all other base stats. 40% Chance to pass on traits.

	Class
	W
	L
	requirements

	E
	0
	0
	None

	D
	1
	10
	Min 5 races

	C
	1
	5
	Min 10 races

	B
	1
	2
	Min 15 races

	A
	1
	1
	Min 20 races

	S
	2
	1
	Min 30 races


A- Class Creatures have +8 to Crowd Bonus. Pass on 20% of one stat and 10% of all other base stats. 50% chance to pass on traits.

S- Class Creatures have +10 to Crowd Bonus. Pass on 30% of one stat and 15% of all other base stats. 60% chance to pass on traits.

Creatures are given their racing class according to their win/lose record. For these purposes any draws are not counted. Note: It is impossible for a creature under level 6 to reach the requirements of S-Class in its own lifetime under normal conditions.

Species
	Creature Type
	Level
	Spd Max
	Str Max
	Tough Max
	Int Max
	Movement

	Snake
	1
	-20
	-10
	+10
	0
	4”

	4 Legged Lizard
	3
	-10
	+10
	+10
	-10
	4”

	Generic
	5
	0
	0
	0
	0
	6”

	Large Rodent
	5
	+10
	-20
	+20
	-10
	6”

	Dog
	6
	0
	0
	0
	+10
	6”

	Cat
	6
	+10
	0
	0
	0
	6”

	Giant Bird
	6
	+20
	-10
	-10
	-10
	8”

	Bear
	7
	0
	+20
	0
	0
	6”

	2 legged Lizard
	7
	+10
	+10
	+10
	-10
	6”

	Large Cat
	8
	+20
	-10
	0
	0
	8”

	Dragon
	11
	+10
	+30
	+30
	+10
	4”


Creature Traits
Temporary Traits

Temporary Traits do not affect level of the creature.
Burn Out 
If a creature suffers Burn Out he has over worked himself and the stat causing him to burn out has its maximum reduced by 10. If this brings the Max Value lower than the Current Value then reduce the Current Value to the Maximum Value.
Poison 
Every turn a creature is poisoned roll (Poison Rating – Tolerance) % if this roll is failed the creature takes Damage equal to half the poison rating.
Delayed Poison 
Delayed poison does not need to be announced until the person using the poison chooses to announce it. Creatures must roll (Poison Rating – Tolerance) % if they fail the creature becomes sick from the poison and can either spend the period recovering or will suffer from poison as normal.

Knocked Out 
When knocked out a creature cannot do anything and his defense is dropped to 0.
Permanent Traits

For permanent traits, Trait Levels are added to the Creatures Level as they are added to the creature.

Blind 
When blinded a creature suffers -50% to all attempts to hit an opponent as well as any other sight related rolls.
Sterile 
The Creature is completely unable to reproduce. The creature cannot increase his fertility rating above 0 with this trait.
Fire 
The creature has fire resistance built into his system. As such he does not feel the effects of fire as much and only takes half damage from it.
Fire Breath 

The creature has attuned his fire senses to the point where it can control his abilities and expel fire from his body. 

Swim

The creature has learned to swim like a fish, perhaps from training, perhaps from being a fish. Either way, he now moves normally thru water.
	Trait
	Level
	effect
	cost
	Prerequisite

	Fire
	1
	½ damage from fire
	
	

	Fire Breath
	1
	shoot fireball
	30sp
	Fire

	Swim
	1
	swimming
	
	

	Adv. Fire
	2
	immune to fire
	
	Fire

	Flying
	2
	flight for 1 turn
	20sp
	

	Adv. Flying
	2
	flight
	20sp
	Flying

	Stat Increase
	2
	+10 Max to stat
	
	

	Speed Boost
	2
	+2” move 1 turn
	40sp
	

	Poison
	2
	Attack causes Poison
	
	

	Delayed Poison
	2
	Allows DPoison
	20sp
	Poison

	Water
	2
	water breathing
	
	swim 

	Echolocation
	2
	+25% to hit
	10sp
	

	Adv. Echolocation
	2
	+50% to hit
	10sp
	Echolocation

	Adv. Movement
	4
	+2” move
	
	

	One Eye
	-1
	-25% to hit
	
	

	Lost Wing
	-2
	Cannot Fly
	
	

	Lost Arm
	-2
	-50% Str
	
	

	Blind
	-2
	-50% to hit
	
	

	Sterile
	-4
	Cannot Reproduce
	
	

	Lost Leg
	-4
	-2” Move
	
	


Game Systems
For any roll assume you should roll under the percentage given from stats and bonuses/penalties unless otherwise stated. Generally lower is better for rolls.

No matter what the stats are a 91-100% is always a fail and a 1-10% is always a success. A 1-5% result is a critical success. A 96-100% is a critical failure. The results of a critical roll are explained further in segments they pertain to.
Racing

If the roll against the checked stat succeeds move your full movement rating. Critical Success results in moving 1.5 times the normal movement rate.

If roll fails move half movement. Critical failure results in not moving at all as well as possible injury. Make a Endurance check, if this check is failed damage is equal to the margin of failure. 
Fighting
To Hit
Roll Attack of attacker minus the defense value of the defender (Attack – Defense) %

On a critical failure the creature stumbles and effectively loses a turn. Effect is doubled if a critical success is rolled, if torso was called the critical success no further effect occurs.

The attacker may call a location to target in the attack. 

	Location
	To hit modifier
	damage modifier
	Effect

	Torso
	0
	0
	None

	Arm/wing
	-10
	+10
	-1 Strength

	Legs
	-10
	+10
	-1 speed

	Head
	-20
	+20
	-1 intelligence

	Eyes
	-40
	+20
	Blinded

	Groin
	-30
	+10
	-1 fertility


Effects are added once per ten points of damage done. (I.e. if arm is hit for thirty points of damage, strength is reduced by 3).

Effects resulting in stat loss are permanent. Effect is doubled if a critical success is rolled.

Blinded lasts for the rest of the fight after which the creature will recover his vision unless location is destroyed (see below).
Life and Death

If a creatures HP is reduced to 0 it is knocked out. At -50 the creature will die. 

If enough damage is done to a creature to reduce HP to 0 but the damage is from a called shot, the location hit is destroyed (take appropriate trait and level loss) and the creature’s HP is set to 0. Determine left or right side randomly unless only one side is available.

Death can also be caused by aging effects (see aging below).
Upkeep

Every period, certain things must be done to keep your creatures healthy and in fighting condition.

Food
Creatures need food servings equal to their level every period. As such if a creature has a Level of 6 it will need 6 servings of food. 

If a creature is not fed during a period he will lose 10 points of maximum toughness. If the creature’s toughness falls below 0 during this time it will die.

Aging
	Age
	Formula
	Breeding

	Young
	0 weeks to X weeks
	Cannot breed

	Mature
	X weeks to 3X weeks
	Breeds normally

	Old
	3X weeks to 5X weeks
	Fertility -30


Every period make certain to increase your creature’s age by 1. This will contribute to a few things. All creatures will have a breeding window in which only during that time can they produce offspring. Since creatures age and mature they must die as well. After the creature reaches its maximum age it will no longer be useful for racing, fighting or breeding. At this point the animal will either die or need to be put down. Age is a function of the creatures base level (X=Base Level of creature)
Once reaching old age creatures will begin the risk of dying from natural causes. Every period there is a compounding 5% chance of a creature dying from natural causes. It begins at 5% and increases by 5% each period there after (10% second period, 15% third period, etc). Damage is also doubled in old age as the creature grows increasingly frail.

Shelter
Creatures must be sheltered during every period. If they are not sheltered they will become sick and be affected as if poisoned until they are sheltered.

Experience

Experience is awarded after every period.
Races

Racing will earn you 1 experience point for each level of track segments you complete. Bonus exp will be given based on the order the race is finished in. +10 for 1st place, +8 for 2nd, and +5 for 3rd. All others receive +1 point if they finished the race.
Fighting
Fighting will grant you 2 experience points every time you hit your opponent. 1 every time you get hit and an additional 10 points if you win. If you lose you still receive +5 experience points.
Training
For training the creatures receive d10 experience points. If doing Race training the experience must go towards Speed or Intelligence. If doing Fight training the experience must go to Toughness or Strength. Otherwise experience may be distributed normally.
Spending Experience

	
	Cost

	0-25
	5

	26-50
	10

	51-75
	15

	76-100
	20

	101+
	25


 Experience may be spent to earn new traits at 100 experience points per level or may increase current stats. If your stat you are raising is between 0 and 25 points it costs 5 experience points per one stat point. If the stat is between 26 and 50 it costs 10 experience points. If it is between 51 and 75 it will cost 15 points. If it is between 76 points and 100 points it will cost 20 experience points to raise the stat by one point. At 101 or higher it will cost 25 experience points to raise the stat by one point.
Drugs

Effectiveness 

100-Tolerance + (# of Doses *10) %

Subtract an additional 5% for every time the creature has taken the drug before.

Addiction

(# doses*10)- Tolerance %

If previous addiction to any drug add an additional +20% add another +10% if the same drug. If drug being taken was also taken in the last 8 periods, add +5% for each dose add another +5% if it was in the last 4. Add +5% for each other drug dose in the last 4 matches.

Side Effects

Each Dose
-1 Fertility

If the Creature’s stat is brought above its normal maximum the creature suffers from Burn Out.

Legality

While technically no drugs are illegal for animals certain drugs are banned from racing stock. These drugs will be listed as per the Leagues rulings or will be posted by the track as general ruling or per race.
Tracks

Tracks are composed of modular segments approximately 25 feet long (48ft 4inches - 10 inches at 28mm scale or 1/54 scale). Segments can be swapped in and out at anytime between races.

Purchasing
Owners can purchase tracks. A track costs $100,000 per track segment it can hold (a track with a max of 10 segments would cost $1,000,000). Track segments cost $10,000 x Segment Level (a level 6 segment would cost $60,000). Segments are interchangeable and not fixed. All tracks come with free Road segments.

Tracks must pay a 10% fee in taxes for all legal matches (otherwise they are illegal matches). 
Leagues

A track does not need to follow any rules imposed by the league. However without league backing from at least one league the track will be unable to increase creatures racing classes. 
Profits
Profits for tracks are determined by the crowd rating of all segments being used + crowd bonuses. Creature reputation is added to the crowd bonuses (negative reputation still increases this value) as are crowd bonuses from racing classes. Bonuses from owner classes are then figured in. Finally Advertising bonuses are added in.

All legal matches must pay 10% of the income in taxes. 
Additionally all purses must be paid out by the track owner from the profits of their own pocket.

Legality
Any track segments that can have a good chance at harming or killing the animals are illegal. If a race contains an illegal segment it makes the race an illegal match. If tracks do not pay tax on the races the race is an illegal match. However, paying tax does not make it legal.
Illegal Races

If discovered by police the track owner will be facing several problems. First he will lose all the profit from the race. Second he will lose an additional 10% of the profit in fines. In effect he will be paying the 10% taxes on the profit that he is not receiving.

Any injured creatures are automatically confiscated. All other creatures must roll (Creature Level – Reputation) x 10 % A failure indicates your creature has been confiscated by the police.

If advertising is used for an illegal match there is a chance the police will find out. Roll (Crowd Rating from Advertising x 10) % if the roll is under this value the police have found out.

If taxes are not paid on an illegal match and the match is found out, then the tack owner will have to pay an additional 20% of the profit in fines.

This means an illegal match can potentially cost the owner 30% of the normal income while no money is actually taken in.

Track Segments

	Type
	Level
	penalties
	check
	Crowd
	legality

	Road
	1
	none
	M
	+1
	O

	Sand
	2
	Spd - 10
	E
	+1
	O

	Pool
	2
	Spd - 10
	E
	+1
	O

	Cave
	3
	Spd - 20
	M
	+1
	O

	Water
	3
	Spd - 20
	E
	+2
	O

	Pit
	3
	SP - 20
	M
	+1
	O

	Tunnel
	4
	Spd - 30
	M
	+2
	O

	Cliff
	4
	SP - 30
	M
	+4
	X

	Fire
	5
	HP - 20
	E
	+5
	X

	Mountains
	4
	Spd - 30
	E
	+2
	O

	Lava
	7
	HP - 30
	E
	+7
	X


E = Endurance

M = Maneuver

Segment Level is 1 + (Penalty / 10). If HP penalty is applied it use 1 + (penalty * 2) / 10
Crowd Rating is ½ Segment Level rounded down for legal segments. For illegal segments Crowd Rating is equal to Segment Level.
Track Officials

Tracks must have at least one track official at each event.

First number is hire fee, then payment for working (they do not need to work at every race), then bribe cost.

	Official Type
	Hire
	Upkeep
	Bribe
	Ignore %

	Sleazy
	$1000
	$200
	$500
	40

	Standard
	$2000
	$500
	$1000
	20

	Straight Arrow
	$3000
	$1000
	X
	X

	Trust Worthy
	$3000
	$800
	$3000
	X

	Lazy
	$200
	$100
	$100
	60

	Temp
	$500
	$500
	$500
	40


Trustworthy and Straight Arrow do not ignore fouls.

Straight Arrow cannot be bribed +20% chance police will discover an illegal match held at the track they work at.  Straight Arrows also cannot work during illegal races.
Positions

Each Official is placed in a job position for each race they officiate at. Not all officials must work at each race but every official must be paid for each race.

	Position
	Effect
	Bribe

	Race Starter
	+20% to catch foul
	Ignore/Make-Up Fouls

	Finish Line
	+20% to catch foul
	Ignore/Make-Up Fouls

	Announcer
	+1 Crowd
	-1 Crowd

	Drug Tester
	60% to find drugs
	Ignore Test Results

	Ticket Booth
	+1 Crowd
	-1 Crowd


Race Starter only effects at the beginning of the race.

Finish Line only effects at the end of the race.

Drug Testers can test up to 2 creatures each. 

Racing league
Responsibilities
The racing leagues are responsible for maintaining standards in which creatures will race under. These standards can include anything from a minimum purse value or percentage to exclusion of the use of drugs. While not all races are endorsed by Leagues most large races are. In order to gain Classes creatures must race in league endorsed matches. A single league will be responsible for validating sub-species.

Classes
Leagues need to create guidelines under which the will determine who is eligible for gaining classes. These guidelines should be competitive and only handed out to creatures that prove themselves worthy of moving up in class. 

Classes will not carry over from league to league. Leagues may not ask owners Classes in other Leagues. Nor can a creature start in a league at higher than C class.
Drugs

It is a leagues job to maintain standards of creature enhancing drugs. The league may or may not choose to ban any or all drugs available to the owners for their creatures.
Fines

Under certain conditions a league may find people breaking their rules. When this happens leagues are allowed to place penalties on creatures. These may be anything from kicking creatures out of the league to imposing a fine. Fines may include loss of purse, money loss, racing class loss, or creature confiscation. This is not a complete list of fines.

Endorsement
While a track is under no obligation to follow any rules set forth by a league it is generally in their best interest to be endorsed by at least one league. However a league without a track for league races to be held at is no league at all.
Ranches
In order to be a successful creature owner one needs a home to accommodate all the requirements of training.

Grain Silo is used to store feed over long spans of time. Using a grain silo an owner does not need to worry about the feed inside going to waste. A silo can hold 100 units of feed.
Grain Field is used to grow feed for creatures. How much feed can be grown is detailed later.
Stables are used to shelter animals while they are not training. The creatures enjoy a bit of relaxation time and get to sleep. Without stables a creature will surely suffer from a lack of protection from the elements. Initially a stable can only fit one creature in it; however the stables can be upgraded to hold more creatures.
Stable Stall While normally a stable can only house one creature at a time, the addition of another stable stall can allow an additional animal to sleep in the same stables. Usually the stalls will separate the animals, eliminating any problems of misbehaved creatures causing harm to more gentile creatures.
Training Room contains all equipment needed to help train your creature. 
Fighting Equipment outfits your training room to better accommodate creatures training for fights or training strength and toughness. 
Racing Equipment outfits your training room to better accommodate creatures training for races or training speed and intelligence.
Hospital allows the additional facilities to treat sick and injured creatures on the owner’s farm. The hospital can only treat one creature at a time without additional hospital beds.
Hospital Bed allows an additional creature to be treated in the hospital of the owner. The bed alone has no effects but when combined with the Hospital is grants a +1 to the occupancy.
Assistants

With the exception of the Breeder, each assistant is hired for a specific creature and cannot be transferred from creature to creature. The Breeder is hired in general and assists in all breeding operations while he is on duty.

Only one type of trainer may affect an animal at a time. However all trainers on staff for an animal must be paid as if they are working.

	Assistant Type
	Hire
	upkeep
	effect

	Feeders
	$10,000
	$3,000
	Recover SP +5%

	Trainers
	$10,000
	$5,000
	+2% exp

	Fight trainer
	$10,000
	$6,000
	+5% fight exp

	Race trainer
	$10,000
	$6,000
	+5% exp

	Breeder
	$10,000
	$2,000
	+5% to breed traits

	Promoter
	$6,000
	$1,000
	+2 crowd

	Manager
	$5,000
	$1,000
	+2 reputation

	Handler
	$5,000
	$2,000
	recover HP +5%


Items

Food
Feed is generic and can feed any type of animal. However some animals need more than others. Each period an animal must consume feed equal to its level.
Chemicals and Drugs
Owner Classes

Owner classes are under 4 separate categories according to the focus of the classes. 
Business Class is concerned mostly with profit and risk. They are the less likely to worry about the actual training of the creatures and worry more about making money off of them leaving the details to others. A goal of the business man may be to have the most money.

Creature Class worried about the animals and their care. They often will work their hardest to keep creatures safe. These are the creature caretakers. They are often found dabbling in breeding animals. Creature oriented owners are likely to have goals relating to well bred animals or highly respected animals.

Trainer Classes are mostly looking after the outcome of the races. They want to be number one. The goal of the trainer may be to have the most wins of the best trained creature.

Technical Class oriented owners are often more interested in what they own and how they can improve them. The technical class may have goals relating to their farms, ranches or other material goods.

Breeder (creature)
Skill: Hybrids

(+) +10% Offspring Roll

(+) +10% Breeding Traits

(-) -10% Experience Points

The Breeder has turned the care of animals into an art form. She knows how and when animals are ready to create the best offspring. She has also managed to master the art of breeding so much that that she can create a hybrid out of two animals.

Builder (technical)

Skill: 

(+) 10% Discount on ranch improvements

(+) 

(-) 

Builders prefer to spend their days constructing additions to ranches and homes. They are also quite talented at construction race tracks and arenas.
Business Man (business)
Skill: Bribe Official

(+) 10% Discount on Hire Fees

(+) 10% Discount to Upkeep Costs

(-) -5% Experience Points

The Business Man bases his career on earning money fast. He may do this legally or not. His methods have reduced his operating costs and he has learned to deal with the people he needs to work with on a daily basis. 
Chemist (technical)
Skill: Mixology

(+) 

(+) 

(-) 

Chemists are trained to provide pharmaceuticals to creatures. From legal medicines to illegal drugs, everything is available for a price.

Farmer (technical)
Skill: Crop Rotation

(+) +10% feed production

(+) -10% cost to harvest food

(-) 

The Farmer focuses his talents on growing food for creatures

Fight Trainer (Trainer)
Skill: Accelerated Training

(+) -2 to Reputation

(+) +10% Experience from Fights

(-) -10% Experience from Races

The Fight Trainer has learned how the creatures learn. He however prefers them to be violent by nature. He knows how to teach animals skills much better and knows how to make the best out of the animal’s experiences. Unfortunately his studies have somewhat harmed him in other fields.

Gambler (business)
Skill: Risk

(+) +5% Critical Window (1-10% and 91%-100%)

(+) 1 re-roll per period

(-) -10% (high) or +10% (low) Purse (Gambling)

The Gambler seeks the risk. His chances to succeed spectacularly have increased but so have the chances to fail miserably. The Gambler is excited by this. Unfortunately all his gambling doesn’t always pay off and he suffers regular losses in his pay check.

Mechanic (technical)

Skill: Repair

(+) +5% Repairing Rates

(+) +5% Upgrade Points

(-) -5% Experience

The Mechanic has detached himself from creatures to pursue another avenue in the world. 

Promoter (business)
Skill: Advertising

(+) +2 to Reputation of Creatures

(+) +10% Crowd Rating

(-) -10% Experience

The Promoter may not be able to train great animals he sure can make it sound like he does. This makes more and more people want to see his creatures. His fast talking also lends to his creatures by increasing their reputation.

Race Trainer (Trainer)
Skill: Accelerated Training

(+) +2 to Reputation

(+) +10% Experience from Racing

(-) -15% Experience from Fights

The Race Trainer has taken a gentler approach to training her animals. She prefers a field in which her animals won’t be harmed as much. Unfortunately her study of racing has left her a bit in the dark on fighting.
Vet (creature)
Skill: Healer

(+) +5% Healing Rates

(+) -5% chance to become addicted

(-) -5% experience

The Vet has spent her life learning to mend injured animals. Her proximity to the animals has given her insight to help the creatures learn and develop. 

. 

Owner Skills 
Accelerated Training-

Trainers can give one creature a +10% to training results in their chosen discipline.

Advertise-

By spending $1,500 the promoter can increase the crowd rating by +2 for every $1,500 spent.

Bribe Official-

Business Men may bribe officials to achieve beneficial results at half cost.

Crop Rotation-

Using skills learned through his profession the Farmer knows how to manipulate the crops in a way to provide him a +20% bonus to any one crop field. 

Healer-

Vets may help heal animals at an accelerated rating. Giving them a +50% to healing. However he can only do this for one animal per period without proper equipment.

Hybrids-

Breeders can breed two species together to create a third, new species. Fertility of Hybrids cannot ever be greater than 0.

Mixology-

Chemists have learned to mix different items, potions and drugs to create a new item from the combination. 
Repair-
Mechanics can add a +50% bonus to the repair of any one machine 

Risk-

The Gambler may increase his critical window to 50% for one roll in a race (1-50 critical success, 51-100 critical failure). Alternatively the gambler may roll a 50/50 double or nothing on his purse money if he does not use the critical window increase in the race.

Shop Mart

Players can only buy creatures and items from Shop Mart before beginning play. After they start playing they must rely on other players for goods and services.

Creatures
	
	Cost
	Effect

	E Class Egg
	$20,000 x Creature Level
	E Class Parents

	D Class Egg
	$30,000 x Creature Level
	D Class Parents

	C Class Egg
	$40,000 x Creature Level
	C Class Parents

	E Class Creature
	$40,000 x Creature Level
	E Class Parents

	D Class Creature
	$60,000 x Creature Level
	D Class Parents

	C Class Creature
	$80,000 x Creature Level
	C Class Parents


Food cannot be with out storage. It will go bad in 2 periods.

Item Creation
	Item
	Cost
	Effect
	Building

	Armor
	$20,000 * Level
	+10 / Level Defense
	Forge

	Weapons
	$20,000 * Level
	+10 / Level Attack
	Forge

	Strength + 
	$4,000/dose
	+10 Strength Temp
	Chem. Lab

	Speed +
	$4,000/dose
	+10 Speed Temp
	Chem. Lab

	Intelligence + 
	$4,000/dose
	+10 Intelligence Temp
	Chem. Lab

	Toughness + 
	$4,000/dose
	+10 Toughness Temp
	Chem. Lab

	Fertility + 
	$8,000/dose
	+20 Fertility
	Chem. Lab

	Poison
	$3,000 x Poison Rating
	Temp Poison Trait
	Chem. Lab

	Delayed Poison
	$5,000 x Poison Rating
	Temp DPoison Trait
	Chem. Lab

	Antidote
	$3,000 x Poison Rating
	Cures Poison.
	Chem. Lab

	Health Potion
	$4,000 / dose
	+10% Current HP
	Chem. Lab

	Feed
	$200 / serving
	Must feed animals
	Grain Field

	Med Kit
	$3,000 / use
	+10% Healing
	Hospital

	Breeding Gear
	$6000/use
	needed for breeding
	Hospital

	Hybrid Breeding
	$10,000/use
	needed to make hybrids
	Hospital

	Drug Testing
	$1,000/use
	+20% to testing
	Hospital


If feed is not stored for 2 or more days it will spoil.

Homestead (Ranch Improvement)

	
	Cost
	Effect

	Grain Silo
	$40,000
	Allows food storage

	Stables
	$100,000
	Shelters Animals

	Stable Stall
	$50,000
	+1 max creature to Stables

	Training Room
	$100,000
	Allows Training

	Racing Equipment
	$150,000
	+5% Race Training

	Fighting Equipment
	$150,000
	+5% Fight Training

	Forge
	$100,000
	Create weapons an armor

	Chem. Lab
	$100,000
	Create Drugs and Poisons

	Hospital
	$250,000
	Heal Creatures at Home

	Hospital Bed
	$100,000
	+1 max Creature in Hospital

	Grain Field
	$100,000
	Allows food production


Stables and Hospitals can initially only hold one creature. Training rooms can only be used by two creatures at a time.

All Ranch Improvements are non-transferable.
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