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Type: Medium Omnivore 

Number: varies1d10 (5d10)

Move: Medium (20m/turn walk, 40m/turn run)

IM/RS: 6/60

Stamina: 120

Attack: 65

Damage: As Weapon or Punch 2d10, Wrestle 3d10/turn 

Special Attack: Wrestle (see below)

Special Defense: None
Apemen are the descendants of genetic experiments carried out on various greater primates from Terra with the goal of creating a Sape like creature to compete on the Frontier market for various labor uses.  Unlike the Sape they have the keen intellect of humans. Apemen are very strong, in combat apemen receive a bonus of +10 to damage. Apemen can live in any environment humans might live, but they prefer to live in forests. A typical “village” will have a population of 5d10 individuals. In this community, there is usually a stronger individual in charge, who is treated as a 200 STA monster. They are 2 meters tall. They speak their own language, can learn to speak Pan-Galactic. These creatures are not docile servants like the Sape. 

They can attack with bare hands and feet - either to kick/punch or wrestle. Kicking/punching allows a sape two attacks per turn each inflicting 2d10 points of damage. When wrestling, they have a +5% chance of gaining a hold. Wrestled victims have a -5% penalty on attempts to escape and suffer 3d10 points of damage per turn. Unlike the Sape they do not go into battle rage. They can and will use weapons and armor.   
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