Water Gap Gryphon R.C.C.





	Sentient gryphons are a relatively new species on Rifts Earth. They were created by the Splugorth, who wanted a new challenge added to their hunting preserves. A creature that was already able to defend itself, but with intelligence to make it even harder to take down. Therefore, they took several gryphlets from the preserves, and altered them. The Splugorth added intelligence, as well as creating 5 distinct types, each with its own abilities and specializations. These included the strong, muscular Eagle, the light, agile Falcon, and the partially nocturnal Owl. They left one type, the Hawk, basically unmodified except for intelligence. A fifth type, the carrion eating Vulture gryphon, was also created.





	The "improved" gryphons were eventually released into the hunting preserves. Not long after, several staged an escape, flying over the Atlantic to the eastern coast of the US, finally ending up at Delaware Water Gap. The colony they founded soon came to be known as the Water Gap Aerie. Over the past 15 years, they have managed to flourish there, and some have begun to look at other possible nesting sites. Also, some of the more courageous of the Water Gap Gryphons (as they have begun calling themselves), have snuck back to Atlantis in order to bring others back with them. The rescuers are usually Hawk gryphons, since they look the most like "true" gryphons. They are extremely careful, for to be caught means death. The Splugorth do not look kindly upon the escapees, and will often torture the captured gryphons before killing them, if it can be proved that they belong to the Water Gap group. Of course, all sentient gryphons, good or evil, hate the Splugorth with a passion, and will never ally with them.





	Sentient gryphons are smaller than their animal cousins, and possess very minor psychic powers. They are light MDC creatures, as well. When the group contains more than one gryphon, the stronger types will normally take charge of the weaker ones. Also, many will be offended if someone asks to ride them. However, they may offer to carry someone they trust. Anyone who attempts to ride a sentient gryphon without their permission can expect to be quite thoroughly rebuffed, if not torn into pieces. Despite their tempers, gryphons usually have a very long fuse, especially when around friends. They are also protective and loyal. The females, especially, tend to be maternal towards younger friends. Evil gryphons are rare among all but the Vultures. Notes on the general temperaments of  each type are included with the descriptions.





	Most player character gryphons will be single adults, eager to prove themselves. Occasionally, there may be a mated pair. Whether or not the pair has fledglings is up to the players, but it is suggested that fledglings be NPCs.





The Water Gap Aerie:


There are an estimated 200 to 300 gryphons total inhabiting the Aerie. However, the gryphons refuse to reveal their exact numbers. The Water Gap Aerie is actually comprised of many small aeries built into the cliffs, relatively close to each other. The gryphons value their freedom highly, and will fight to the death if the Aerie is threatened. There are extremely few Vulture gryphons at the Aerie, all of Anarchist alignment. They generally stay apart from the general population. However, a small colony of them is rumored to lay several miles to the south. There is a 75% chance that a sentient gryphon is a member of the Aerie, and a 25% chance that they are from one of the offshoot colonies, which are scatted around the east coast. These offshoot colonies never number more than 4D4.





Approximate population breakdown of the Water Gap Aerie:


30%	Hawk


25%	Eagle


25%	Falcon


15%	Owl


5%	Vulture





Notes on gryphons in general:


(Mainly from the Monsters and Animals book, with a few additions of my own)





	Gryphons HATE vampires and other undead, instinctively.





	Gryphons can be very loyal. Although they normally gather in small, loose-knit communities of 4D4, they will join small groups of humans and/or DBs on occasion. A mated pair (they mate for life) can bear 1D4 offspring once every 8 years. Young leave the parents at the age of 7 or 8 and reach full maturity by age 12. Gryphons generally attempt to avoid conflict, attacking only when attacked first, hurt, scared, threatened, or when protecting their young or mate. Once engaged in combat, they will fight until their opponent is slain or retreats. Gryphons feed on sheep, goats, deer, and large fowl.





	Specific notes and attributes for the 5 specific types of sentient gryphon are below.








Sentient Hawk Gryphon R.C.C.





	Hawk gryphons are very similar to their "true" cousins, except they are much smarter. They were the first type created, and the most numerous. They are muscular, with a medium build. Coloration ranges from black to various shades of brown. The foreparts and markings are those of a broadwing hawk, while the hindquarters resemble those of an African lion. Fur color normally matches feather color. Talons are long and sharp.





	Hawks are your basic, all purpose gryphon. Stronger than the Falcon, yet more agile than the Eagle, they use all their talents to the best advantage. Their similarity to non-sentient gryphons allows them to blend in easier than other types.





Alignments: Any, however evil alignments are extremely rare. 90% of Hawks are of good or selfish alignments, with the remaining 10% of aberrant or diabolic alignments.





The Eight Attributes: I.Q. 3D6, M.E. 3D6, M.A. 3D6, P.S. 4D6, P.P. 4D6, P.E. 5D6, P.B. 4D6, Spd. (Running) 4D6


Hit Points: PE+1d6 per level


M.D.C.: 6D6+50


P.P.E.: 1D6*10


HF: 13





Combat: Airborne and Basic H2H only


Bonuses:


	Attacks/Melee: 5 (3 for hatchlings)


	Initiative: +2


	Strike: +1


	Dodge: +1


Attacks:


	Beak: 1D6 MDC


	Restrained claw attack: 1D6 MDC


	Full claw attack: 3D6 MDC





Natural Abilities:


	Nightvision: 120 ft


	Flight: (1D6*10+48)


	Exceptional hawk-like vision (can see a rabbit from 2 miles away)


	180 degree arc for peripheral vision


	Track by sight: 54%





R.C.C. Bonuses (in addition to attribute bonuses): 


Saving Throws: +2 on all





Psionics: Telepathy, plus 3 from the Minor category from either the Healing, Physical, and Sensitive categories.


Magic: None.





Average Life Span: 200 years


Habitat: Preferably cliffs with caves, which make it easier for them to launch into the air, as well as being easily defensible.


Size: 3 ft tall, 6 ft long, plus tail, with a wingspan of 10 - 12 ft.


Weight: 150 - 200 pounds





RCC Skills:


	Prowl: 66%


	Hunting


	Wilderness Survival: 44%


	3 languages at 50% each


	Telepathy


	Hand 2 Hand: Basic


	Hand 2 Hand: Airborne





R.C.C. Related Skills: choose 6





R.C.C. Secondary Skills: choose 4





Standard Equipment:


	Leather pouch (worn around neck)





Armor:


	Leather harness with breastplate





Money: None





Cybernetics and Bionics: None to start with, and they will avoid getting any.





Allies: Gryphons will tolerate many species, provided they show themselves to be friendly, except undead and Splugorth.





Enemies: The Splugorth and undead. Hatred of the undead is instinctual to all gryphons. The Splugorth are hated because of their persecution of gryphons, and their treatment of other species, as well.








Sentient Falcon Gryphon R.C.C.





	The Falcon Gryphon is the smallest of the five. Lightly built, they are extremely agile both on the ground and in the air. The foreparts and wings resemble those of a peregrine falcon, while the hindquarters are those of a mountain lion. Their coloration is normally either buff with light gray wingbars and markings, or light gray, with darker gray wingbars and markings. Markings are similar to those found on peregrines. Fur color normally matches feather color.





	The front talons are short and stubby, resembling hands. This enables them to do tasks that would normally be hindered by longer talons. For fighting, many Falcons carry a set of Vibrotalons, custom made to fit over their "hands."





	In the air, Falcons use many of the same tactics as their avian namesakes. This includes dive-bombing opponents, striking them in midair with balled fists, in an attempt to knock them out of the air. Because their talons are so short, Falcons will often use their beak to strike the killing blow. Due to their agility and other abilities, Falcons make good scouts. In a group with other gryphons, they will usually be the underdogs.





Alignments: Any, however evil alignments are extremely rare. 90% of Falcons are of good or selfish alignments, with the remaining 10% of aberrant or diabolic alignments.





The Eight Attributes: I.Q. 3D6, M.E. 3D6, M.A. 3D6, P.S. 3D6, P.P. 5D6, P.E. 5D6, P.B. 4D6, Spd. 4D6


Hit Points: PE+1d6 per level


M.D.C.: 6D6+50


P.P.E.: 1D6*10


HF: 13





Combat: Airborne and Basic H2H only


Bonuses:


	Attacks/Melee: 5 (3 for hatchlings)


	Initiative: +2


	Strike: +1


	Dodge: +1


Attacks:


	Beak: 1D6 MDC


	Dive-bomb: (starting altitude - impact altitude)/10 meters*1D6


	Without Vibrotalons: 1D6


	With Vibrotalons: 2D6


	(Normally stored in leather pouch, they can be easily be slipped over front claws. Used like normal talons.)





Natural Abilities:


	Nightvision: 120 ft


	Flight: (1D6*10+48)


	Dive-bombing: 180 mph


	Exceptional hawk-like vision (can see a rabbit from 2 miles away)


	180 degree arc for peripheral vision


	Track by sight: 54%





R.C.C. Bonuses (in addition to attribute bonuses): 


Saving Throws: +2 on all





Psionics: Telepathy, plus 3 from the Minor category from either the Healing, Physical, and Sensitive categories.


Magic: None.





Average Life Span: 200 years


Habitat: Preferably cliffs with caves, which make it easier for them to launch into the air, as well as being easily defensible.


Size: 2.5 ft tall, 6 ft long, plus tail, with a wingspan of 8 - 10 ft.


Weight: 150 - 200 pounds





RCC Skills:


	Prowl: 66%


	Hunting


	Wilderness Survival: 44%


	3 languages at 50% each


	Telepathy


	Hand 2 Hand: Basic


	Hand 2 Hand: Airborne





R.C.C. Related Skills: choose 6





R.C.C. Secondary Skills: choose 4





Standard Equipment:


	Vibrotalons


	Leather pouch (worn around neck)





Armor:


	Leather harness with breastplate





Money: None





Cybernetics and Bionics: None to start with, and they will avoid getting any.





Allies: Gryphons will tolerate many species, provided they show themselves to be friendly, except undead and Splugorth.





Enemies: The Splugorth and undead. Hatred of the undead is instinctual to all gryphons. The Splugorth are hated because of their persecution of gryphons, and their treatment of other species, as well.








Sentient Eagle Gryphon R.C.C.





	The Eagle gryphon is a powerhouse on wings. Heavily built, these proud and strong creatures have a tendency to be a bit vain. Half African lion, half eagle, they are the largest of the sentient gryphons. Coloration ranges from black, to various shades of brown. Golden and bald (brown with white feathers on head) Eagles are also common. Fur color normally matches feather color. Eagles are natural leaders, and, especially in a group with other gryphons, they will take charge of difficult situations. They also tend to be much more protective than the other types. In the Aerie, most Eagles function as peacekeepers and guards. Eagles prefer to attack their opponents directly, and tend to be blunt in both speech and manner.





Alignments: Any, however evil alignments are extremely rare. 90% of Eagles are of good or selfish alignments, with the remaining 10% of aberrant or diabolic alignments.





The Eight Attributes: I.Q. 3D6, M.E. 3D6, M.A. 3D6, P.S. 5D6, P.P. 3D6, P.E. 5D6, P.B. 4D6, Spd. (Running) 4D6


Hit Points: PE+1d6 per level


M.D.C.: 6D6+50


P.P.E.: 1D6*10


HF: 13





Combat: Airborne and Basic H2H only


Bonuses:


	Attacks/Melee: 5 (3 for hatchlings)


	Initiative: +2


	Strike: +1


	Dodge: +1


Attacks:


	Beak: 1D6+2 MDC


	Restrained claw attack: 1D6+2 MDC


	Full claw attack: 3D6+3 MDC





Natural Abilities:


	Nightvision: 120 ft


	Flight: (1D6*10+48)


	Exceptional hawk-like vision (can see a rabbit from 2 miles away)


	180 degree arc for peripheral vision


	Track by sight: 54%





R.C.C. Bonuses (in addition to attribute bonuses): 


Saving Throws: +2 on all





Psionics: Telepathy, plus 3 from the Minor category from either the Healing, Physical, and Sensitive categories.


Magic: None.





Average Life Span: 200 years


Habitat: Preferably cliffs with caves, which make it easier for them to launch into the air, as well as being easily defensible.


Size: 3 ft tall, 6 ft long, plus tail, with a wingspan of 12 - 14 ft.


Weight: 180 - 230 pounds 





RCC Skills:


	Prowl: 66%


	Hunting


	Wilderness Survival: 44%


	3 languages at 50% each


	Telepathy


	Hand 2 Hand: Basic


	Hand 2 Hand: Airborne





R.C.C. Related Skills: choose 6





R.C.C. Secondary Skills: choose 4





Standard Equipment:


	Leather pouch (worn around neck)





Armor:


	Leather harness with breastplate





Money: None





Cybernetics and Bionics: None to start with, and they will avoid getting any.





Allies: Gryphons will tolerate many species, provided they show themselves to be friendly, except undead and Splugorth.





Enemies: The Splugorth and undead. Hatred of the undead is instinctual to all gryphons. The Splugorth are hated because of their persecution of gryphons, and their treatment of other species, as well.





Sentient Owl Gryphon R.C.C.





	The Owl gryphon was among the last created, and are not as common as the other types. They were created for those Splugorth who wanted the added challenge of hunting at night. Despite their name, Owls can also see quite well during the day. However, they lack the exceptional daytime vision of the other types. Owls also have fringed feathers, enabling them to fly in virtual silence. Like Hawks, they are muscular, with a medium build. They are remarkably even tempered compared to other types, and will often be the ones soothing ruffled tempers when tension gets high. The avian part and markings are those of a great horned owl, with the hindquarters of an African lion. Coloration is normally gray, with black markings. Occasionally, there are also Owl gryphons with the heart-shaped face and brown coloring of barn owls. Barn Owl gryphons, however, are quite rare, with a ratio of about 1 Barn Owl to every 10 “normal” Owls.





Alignments: Any, however evil alignments are extremely rare. 90% of Owls are of good or selfish alignments, with the remaining 10% of aberrant or diabolic alignments.





The Eight Attributes: I.Q. 4D6, M.E. 3D6, M.A. 3D6, P.S. 4D6, P.P. 4D6, P.E. 5D6, P.B. 4D6, Spd. (Running) 4D6


Hit Points: PE+1d6 per level


M.D.C.: 6D6+50


P.P.E.: 1D6*10


HF: 13





Combat: Airborne and Basic H2H only


Bonuses:


	Attacks/Melee: 5 (3 for hatchlings)


	Initiative: +2


	Strike: +1


	Dodge: +1


Attacks:


	Beak: 1D6 MDC


	Restrained claw attack: 1D6 MDC


	Full claw attack: 3D6 MDC





Natural Abilities:


	Nightvision: 240 ft


	Flight: 1d6*10+10


	Silent flight


	180 degree arc for peripheral vision


	Track by sight: 54%





R.C.C. Bonuses (in addition to attribute bonuses): 


Saving Throws: +2 on all





Psionics: Telepathy, plus 3 from the Minor category from either the Healing, Physical, and Sensitive categories.


Magic: None.





Average Life Span: 200 years


Habitat: Preferably cliffs with caves, which make it easier for them to launch into the air, as well as being easily defensible.


Size: 3 ft tall, 6 ft long, plus tail, with a wingspan of 10 - 12 ft.


Weight: 150 - 200 pounds 





RCC Skills:


	Prowl: 66%


	Hunting


	Wilderness Survival: 44%


	3 languages at 50% each


	Telepathy


	Hand 2 Hand: Basic


	Hand 2 Hand: Airborne





R.C.C. Related Skills: choose 6





R.C.C. Secondary Skills: choose 4





Standard Equipment:


	Leather pouch (worn around neck)





Armor:


	Leather harness with breastplate





Money: None





Cybernetics and Bionics: None to start with, and they will avoid getting any.





Allies: Gryphons will tolerate many species, provided they show themselves to be friendly, except undead and Splugorth.





Enemies: The Splugorth and undead. Hatred of the undead is instinctual to all gryphons. The Splugorth are hated because of their persecution of gryphons, and their treatment of other species, as well.





Sentient Vulture Gryphon R.C.C.





	Vulture gryphons were the last created, and are quite rare. The foreparts are those of a turkey vulture, complete with bald head, and black feathers. The hindquarters are those of an African lion. Vultures are carrion eaters, so their talons and beaks are not as strong as those of other types. They prefer to soar for long periods of time, and can endure more physical activity than other types. They are more sociable than most gryphons, and can often be found soaring in a flock of up to 4D4 members.





Alignments: The best alignment a Vulture may have is Unprincipled. About 30% of all Vultures are of Selfish alignment, while the other 60% are of Evil alignments.





The Eight Attributes: I.Q. 3D6, M.E. 3D6, M.A. 3D6, P.S. 4D6, P.P. 4D6, P.E. 6D6, P.B. 4D6, Spd. (Running) 4D6


Hit Points: PE+1d6 per level


M.D.C.: 6D6+50


P.P.E.: 1D6*10


HF: 13





Combat: Airborne and Basic H2H only


Bonuses:


	Attacks/Melee: 5 (3 for hatchlings)


	Initiative: +2


	Strike: +1


	Dodge: +1


Attacks:


	Beak: 1D6 MDC


	Restrained claw attack: 1D6 MDC


	Full claw attack: 3D6 MDC





Natural Abilities:


	Nightvision: 120 ft


	Flight 1d6*10


	Exceptional hawk-like vision (can see a rabbit from 2 miles away)


	180 degree arc for peripheral vision


	Track by sight: 54%





R.C.C. Bonuses (in addition to attribute bonuses): 


Saving Throws: +2 on all





Psionics: Telepathy, plus 3 from the Minor category from either the Healing, Physical, and Sensitive categories.


Magic: None.





Average Life Span: 200 years


Habitat: Preferably cliffs with caves, which make it easier for them to launch into the air, as well as being easily defensible.


Size: 3 ft tall, 6 ft long, plus tail, with a wingspan of 10 - 12 ft.


Weight: 150 - 200 pounds





RCC Skills:


	Prowl: 66%


	Hunting


	Wilderness Survival: 44%


	3 languages at 50% each


	Telepathy


	Hand 2 Hand: Basic


	Hand 2 Hand: Airborne





R.C.C. Related Skills: choose 6





R.C.C. Secondary Skills: choose 4





Standard Equipment:


	Leather pouch (worn around neck)





Armor:


	Leather harness with breastplate





Money: None





Cybernetics and Bionics: None to start with, and they will avoid getting any.





Allies: Gryphons will tolerate many species, provided they show themselves to be friendly, except undead and Splugorth.





Enemies: The Splugorth and undead. Hatred of the undead is instinctual to all gryphons. The Splugorth are hated because of their persecution of gryphons, and their treatment of other species, as well.


