[Author’s Note: A great deal of the information on the animal species comes from www.metroidguide.com Without it, that section wouldn’t be anywhere near as comprehensive or accurate as it is.]

Deep Space

En Route to Planet Zebes

Excerpt from The History of the Planet Zebes 

by Arthur Leah (abridged version) 

            Zebes is perhaps the most infamous planet in the history of the cosmos. It has a stigma attached to it and perhaps because of this people are totally ignorant of it other than its relatively recent history involving the Space Pirates and of even this, most of what they know are rumors or rather something that a friend of a friend of a friend saw and knew. It is little better than gossip and therefore utter nonsense. I hope to shed some light about this misunderstood planet and its history while at the same time not offending those who have been affected by its present inhabitants. My simple wish is to increase knowledge of those that would listen to my words, and nothing more.

 The Races of Zebes 

            In the beginning Zebes was nothing more than a fiery orb of chaos and destruction, incapable of supporting any kind of life at all. Just as everything else, patience was required before the conditions could be precisely right. After it cooled, the first beings of life began to emerge. Literally millions of species covered the planet from its chilling mountaintops and deep blue skies to its fiery mantle and crystal clear oceans. However, it was not until only several hundred thousand years ago that intelligent life truly began.

 The Evir: 1st Race of Zebes


Originally only tiny ocean dwelling crustaceans, the Evir evolved into a larger and very intelligent species rather quickly. Both their brains and their bodies grew at an astounding rate, and, they were able to live in a variety of climates and areas. Using their amphibious advantage over the other creatures, they soon became masters of both land and sea. They may have been the first creatures to ever erect any kind of structure on all of Zebes. Though they ruled Zebes without any opposition for many millennia, their culture and true history has been lost to time and today we have no idea about many of the very simplest of things that the Evir did and how they lived. Pottery and art are almost non-existent; the few remaining remnants of cities and buildings that have been found are in such poor conditions that giant leaps of faith must be taken to arrive at the most basic of conclusions. An exceedingly more detailed history of the planet Zebes begins with the arrival of the Chorizo.


What we do know for certain is that there was a war between the Chorizo and the Evir and that the Chorizo conquered them soundly and without much difficulty whatsoever. The victorious bird-race had almost no use for the oceans and therefore the Evir were able to retreat back into the oceans to survive. Over time, their claws and legs shrunk from lack of use and they lost the ability to operate much of their technology as a result. (The exception being the sewer systems, most likely designed by the Evir, is still in working order, although, as one would expect, it has its kinks. Whether it has been maintained by others along the way I haven’t yet determined.)

I personally believe that though (or perhaps because) the Evir are so reclusive, great numbers of them exist all over the oceans of Zebes just out of reach. In Maridia, there have been conclusive sightings but I have as of yet been unable to locate their natural homes. It is possible that the Evir have become a completely nomadic species but I find this very doubtful. Regardless, due to the Chorizo’s dominance as well as the loss of almost all of their technology the Evir have sunk into almost total obscurity and irrelevance where they were once masters of an entire planet. 

 The Chorizo: 2nd Race of Zebes


The Chorizo have been known by many names throughout all parts of the galaxy and without exception they are negative. Names such as “The Destroyers” and “Blood Gî-kkai” [condors or hawks would be the closest comparative creatures to the animal which this name refers] were spoken in terror. In their own language, the Chorizo used a compound word to form their name: “cho” meaning “bold” or in some contexts “enlightened” and “rizo” meaning “warriors” or “conquerors” (in the Chorizo tongue the two are absolutely synonymous because the Chorizo never went to war without achieving utter, absolute victory and conquest). 


As a result, for an innumerable time the Chorizo conquered, settled, and moved on leaving a trail of blood light years long. Every planet that came under their control was “cleansed” of all “impurities.” Entire phylums were wiped out and always the dominant/sentient species was eradicated in any area that was under control of the Chorizo in case they should ever become an “inconvenience.” At one time, their history tells us that they looked for challenges to overcome but they soon realized that there was no such thing as a challenge for them. One race was destroyed just as easily as the next. It seems that some began to doubt their purpose as one Chorizo lord put it in one of his poetic memoirs, “What is the purpose of strength if there is nothing around to test it against?/ What is the purpose of life is there if there are no more barriers to cross?”  

 And so, by twist of fate, the Chorizo turned their collective, predatory eye to Zebes.


The Chorizo took the planet from the Evir and began to “settle down” as usual. A wealth of paleontologic knowledge about the bone structure of the Evir was gained after discovering one of the many mass graves that are believed to exist. Signs of killing fields have been found all over the planet. Evirean constructions were torn down during this time and the Chorizo began to build new structures, putting their mark on the land. Then a change took place that totally altered the destiny of the Chorizos and perhaps the galaxy itself for all eternity.


They wanted to stop.


A faction of Chorizo (calling themselves merely the “Chozo”) wished to cease their conquering ways and simply confine themselves to Zebes. They wished peace and wanted to heal and grow life rather than kill and destroy it. Naturally, there was opposition to this sudden change of heart. Those who did not wish to change their ways (calling themselves the “Torizo”) began a war against their brothers. It lasted many years and was nearly a total stalemate. The Chozos made their home on the surface and outer crust of the planet while the Torizos made their home in the scorching bowels of Norfair. Even the architecture reflects the differences between the two powers’ ideals (though it possible that another earlier or later race contributed a part to this). Despite the fact that Chozos and Torizos were killing one another on a daily basis, the Chozo were winning simply because they had contained their war-mongering brethren. In a last desperate assault, the Torizo attempted one giant offensive to break free and in the end, they failed. Millions upon millions were killed because they refused to surrender, however a few thousand did give up/were captured. The Chozo could not bring themselves to callously murder these Torizo so instead they imprisoned them in a state of suspended animation inside great statues and in their hands the Chozo placed all of their weapons and enhancements of war vowing never to use them again for any purpose. The Chozo devoted their entire existences to protecting life, no matter the cost. 


Using their superior technology, they were able to do just that. They watched as humanity reached out across the cosmos and settled on a planet they renamed Ammon-höta but only after stealing it from a primitive sentient species first. They watched as the different races first battled then began to form the large alliances that eventually became the Federation. They watched as this fledgling Federation sought to bring “peace” to the galaxy but in the process brought pain and death, forcing peace and membership down the throats of those who did not want it. But the Chozo did nothing to stop them, only aid those who had already been hurt in some small way and never became directly involved. 


A few tried to colonize other planets such as what we now know as Talon IV and Wing IX however they failed miserably and paid a price for it. The Zebesian Chozo took this as a sign that they should never stray too far from their “home planet” and became even more reclusive. So time passed and things went on the same, much as they had before. And then the Space Pirates came. [at some point between the destruction of the Evir and the advent of the Space Pirates the climate of Zebes was polluted into the acidic wasteland that exists today. Need to work this in smoothly but where?]  

 The Space Pirates: 3rd Race of Zebes


The Space Pirates are not truly a “race” in the sense of the word that we use it. Many different species make up the Space Pirate “race.” They are as close (and probably closer) than most races are and there is actually no fighting between any Space Pirate and another… as long as they belong to the same clan (though some may credit this fact to the psychic link they have with their Mother Brain). A clan consists of one “Mother Brain,” one “Ridley,” and one (adult) “Kraid” and an army of what we would call “Zebesians.” Mother Brain, Ridley, and Kraid are more of a title than actual names and probably because of this, those who would encounter more than one clan might think the three can reincarnate themselves or at the very least have the powers of instant transportation. Each clan is slightly different as the Space Pirates are an incredibly adaptive race though the “Big Three” stay much the same. Within a few generations, a Myrnai’s entire body structure can be dramatically altered to fit whatever is most needed (I will get to exactly what the Myrani are later). The history of Space Pirates is not very well known before they came to Zebes, even to themselves, only that they were in another region of the galaxy and that they were a nomadic race much like the Chorizo (though infinitely less dangerous). 

            The Space Pirates have a legend that says that the Chorizo conquered their home planet thousands of years ago but they were never able to completely wipe out several of their species because they banded together and fought their common foe to a standstill. Unfortunately, after the Chorizo left, their planet was ruined. The Space Pirates took to the vast abyss of the cosmos and spread out away from one another. Both the name and location of their home planet has been lost to them so one sphere is just as good as the next. The name they used to call themselves has long been forgotten and “Space Pirates” describes them just as well as any other name could. They have accepted their role in the universe as well as their method of survival. Few are willing to trade with “invaders” so they are pirates of space. 

            Now obviously this account is biased however much of what they say makes a great deal of sense. Of course no one is around to contradict them either. After coming to Zebes, they slaughtered the pacifist Chozo in what they call revenge for past wrongs. Many Chozo were alive for years being tortured. In my time here, I have stumbled across bones of Chozo everywhere, many dry, some still rotting. Many Space Pirates wear Chozo bones as jewelry. A few Chozo did manage to leave the planet but the Space Pirates say they tracked all of them down and killed them. I doubt this very much but I have no proof, only the words of the race that I can actually converse with. The Space Pirates are not saints in any way however I believe that few in their place would have done much different.     Unfortunately, the Galactic Federation’s iron grip over medias of all kinds makes it impossible for anyone to even consider this. [Perhaps the institution of a Grand Lattice would help solve some this? Although many logistical problems still must be figured out. Note: may be forced to cut this out to keep things flowing]

            The pirates have also settled a planet for the first time in a long while and despite what they may say, the truth of the matter is that it is because they have no where else to go. They cannot conquer Galactic Federation planets and the path “behind” them belongs to other Space Pirate clans who have followed them, the closest and most dangerous of which being the Kihunter Space Pirates. Becoming stationary raiders was their only true option.  

The Space Pirates have dramatically altered and added to the planet Zebes. Under the surface they have created a jungle of life to remind them of their home world, wherever it may be. They have carved large caverns out of sheer rock and built countless structures. Their scientists have grown and modified creatures on Zebes from Alcoons and Beetoms to Metaree and Cactacs, increasing natural aggressive tendencies tenfold and augmenting innate abilities. They have built themselves an impenetrable fortress to resist the Galactic Federation and it has for the most part succeeded. The Space Pirates are an amazing race but we can never forget that are also exceedingly dangerous. I most of all am always wary and alert for I know that should they ever change their minds there would be absolutely no hope to my survival.

[To be worked in somehow: It is quite clear, however, that these pirates don’t merely steal. By their own admission, they aren’t in the “business” of pirating for their health. Though they claim that they steal goods from others because no one would trade with them, the Space Pirates actually do so much trading because they steal. By taking products from others at no cost to produce and little cost to procure, they can undercut any provider and therefore have many contracts from even reputable outlets. In return, they get the resources needed to fund their research and future pirating campaigns. It’s rather ironic that much of the economy of the Federation is funded by its worst enemy.] 

 The Space Pirates

 “Zebesians”: Soldiers of the Space Pirates


There are few things more dangerous than a Myrnai warrior (this is the proper name for the species). They are adaptive and naturally strong, multiplying at a very rapid pace and acquiring skill through age and instinct rather than experience. Of course, this doesn’t mean that they are incapable of learning however their actual learning pales in comparison to their instinct. Most are able to release a short-range beam of electricity, which severely damages Federation suits though I understand that the Federation has developed some prototype suits that resist this attack and prevent it from shutting powered suits down completely. As Myrnai age, their carapace strengthens, their agility grows, and their aggression rises at an unbelievable rate.


I have yet to find a Myrnai warrior who has died of old age. It is simply unheard of. Death during a marauding mission is the preferred means of passage into the next life although defending the homeworld is also accepted. It is said that the longer Myrnai live, the less chance they have of entering paradise with their god. Whether this is because they will commit more sins or simply because they must compensate for their time in this plane of existence I am not quite sure of yet. They are also rewarded for as many beings as they can take with them before they die, though this is thought of as simply a “bonus,” keeping other individuals as pure as possible. The religion is muddled at best but I believe in time I may learn to understand it better. 

I have run into two Myrnais who are considered ancient by their species’ values. They are an oddity; the two of them hatched out of the same egg and somehow they are completely identical in every way (contrary to popular belief, Myrnai are actually quite different from individual to individual however most cannot easily tell them apart just as they cannot tell one human or Lygian apart from the next). Mother Brain wished to experiment with them and did not send them off to any raiding mission until they were five years old, middle aged by Myrnai standards. The two of them decimated a corps of Federation Mechanized Infantrymen over a period of one month after they caught the soldiers stranded on the outlying colony of Sar Bahasa in the West Quadrant. They have a carapace so dense that they seem invincible at times, giving them a huge advantage over their opponents. However, this “invincibility “ requires and act of will and they must drop it from time to time. Also, they must rely on melee attacks because they never developed the other abilities that most Myrnai do. On the other hand, they are much physically stronger and agile, and if what they’ve gained is a tradeoff for what they lack, it was well worth it. Mother Brain has since then tried to repeat these results but it has been met mostly with failure.


Since that time the twins have grown older and even more powerful. Everyday they spend alive damns them even further, according to their religion, and everyday they seek death at the hands of someone or something more powerful than them. After seeing what they can do to I am beginning to believe that they will live long enough to create new levels of hell.

[Space for adding actual breeding practices of Myrnai]

  Kraid: Lord of Brinstar


Kraid is a large green reptile approximately 42 feet tall with three holes in his abdomen, which are capable of releasing parasitic organisms that live inside of him. I have not actually seen the inside of his stomach (thankfully) however I do not think that his large belly is because of fat, so much as it is to provide room for these parasites. Hopefully, I will never find out firsthand. 

Using Ridley as my interpreter, I was actually able to converse with the gigantic reptile. Had the space dragon not been there, however, I fear that I would have been “gobbled up” almost immediately. From my conversation, I learned that Kraid is a short-lived, asexual creature (though I will continue to refer to Kraid as a male) who, though sentient, is rather brutish and comparatively dull. He is at the top of the Brinstar’s “social ladder” however, he does not remain there for long. He spawns many children (through self-fertilization) who grow and fight one another until only the strongest of them is left. After he is large enough, that child kills and devours Kraid and the cycle begins again. The forced natural selection improves the quality and strength of Kraids in general very rapidly. 

A full-grown Kraid has a very thick hide that is nearly impenetrable. His head and speed are his only real weak points though once inside the mouth of the Lord of the Brinstar, few can find a way to exploit this.    

 Ridley: Commander of Space Pirates


Ridley is one of the most puzzling creatures I have ever come across in all of my life and travels. He does not have the direct, brutish strength of Kraid nor does he have the incredible intellect of Mother Brain and yet he is arguably the most dangerous of all the Space Pirates. He is crafty and patient and even though I know he has slaughtered more people than I have met, he is civil and courteous when he wishes to be. Basically, he is the hand of the Space Pirates, carrying out all tasks and objectives that must be fulfilled.


Space Dragons are not psychic in the sense that we usually define the word however they can communicate with their own species over incredibly vast distances. Ridley told me that this is because they are so spread out and few in number that their brains evolved in this way so they could all keep in contact with one another. They share what they know with one another so all are very intelligent, well informed, and never alone unless they wish to be. He has never seen another of his kind despite his extraordinarily long lifespan but he accepts this as the way things must be. In a very candid moment, he told me that he feared that his species was dying out and that soon they would be forgotten like specks of dust caught in the solar winds. He was very silent after that.


I attempted to press further and almost lost my life for it. He lunged forward and snapped his teeth shut just before they closed over me. His hot breath poured over me like vaporous death and I can safely say I have never been filled with more fear than I was at that moment. It was a savage reminder of Ridley’s duality. Ridley is a nihilist in the truest sense of the word and perhaps that explains his callousness of all of his actions. He once told me:

“If there is no purpose to the universe and everyone someday shares the same fate, what is the point of morality? All moral boundaries are subjective anyway. What is holy to one is sin to another. Why base my life around some abstract notion of moral superiority when I am going to die regardless of any good deeds I may or may not do? Only fools think themselves important enough for their lives to mean something. Besides, I cannot change what I am going to do any more than any other creature can. Every being’s actions are merely a formula. Brain chemistry and experiences determine all choices while letting us think we made some enormous, painstaking decision when the truth is, we never would have made any other. I am under no such illusion. I will have an indefinite set of options but only one choice will be made and even that choice is already predetermined. I am a prisoner of my own choices and I am wise enough to accept it.”  

            For most this comes as a shock. We generally assume the Space Pirates to be a race of evil, mindless beasts and yet their “leader” actually has a very well thought out view of the universe, if a rather pessimistic one (although I am sure that he would say it is merely real-istic). It is also in sharp contrast to the Myrnai philosophy on life and the after-life therefore I often wonder how they get along with each other. I assume that the Myrnai view Ridley as bound to an afterlife of fiery torment for taking up too much time during this life while Ridley sees them as fools wasting their time following a make-believe friend. 

            Ridley is a very lean creature and I have yet to find out exactly what his diet is (yet another occasion where ignorance is superior to first hand knowledge) though I can assume the easy answer is similar to the ancient 500 pound gorilla joke: “whatever he likes.” Though Kraid is the Lord of the Brinstar, Ridley is the master of Zebes including Kraid and when he wishes, Ridley can force Kraid to do what he wants him to. He disciplines those who Mother Brain senses are out of line quite harshly and some are never seen again. Perhaps he snacks on them? Ah but I’m rambling now and this is pure speculation. [Note: cut this section out of the final copy and replace it with more on the biology of Ridley especially Poltik Gland and its ability to create liquid fire.] 

 Mother Brain: Superior Psychic Intelligence 

            Mother Brain is not actually a natural species such as Kraid or Ridley. She (He? It?) is a gigantic techno-organic brain which is connected to all of the Space Pirates through a psychic channel that can be used to organize and inform all of the Space Pirates at once, or separately if the situation so requires it. The Space Pirates can act as one because there is one brain, which connects all of the parts that make up the Space Pirate organization. She is also the primary force and organizer behind the genetics and technological experiments that the Space Pirates are constantly engaging in.    


Ironically, Mother Brain was herself a genetics and technological experiment. One of the Space Pirate clan’s scientists took several brains, mutated them until they grew together, then fused the omni-brain into a computer interface. Through the “Ridleys” communication with one another, the basic information of this process was relayed and later repeated throughout all of the different clans though each made their own slight adjustments making each Mother Brain as unique as the clans themselves. The Mother Brain that I saw was completely surrounded by a defensive web that is for all intents and purposes impenetrable. I was only able to make it before her company due to my protection by Ridley and a brief deactivation of the defensive web (though it was more symbolic than anything else because Ridley was simply translating the messages Mother Brain was sending him). I can safely say that for any person or military to make it to the Mother Brain, it would require an act of God. 


However, I do believe that the heavy glass shield that surrounds the Mother Brain is as much for protection as anything else. If the Mother Brain has one weakness, the fragility of its “body” is that weakness. Still, I am quite positive that no man in this Galaxy has the power to take advantage of it.

[to be further defined]


The Space Pirates have actively mapped their planet and the life forms that inhabit it with them. Much of this information comes from their research however they have not actually studied all of the creatures they have identified, I have not yet been able to collect all of the data on the species they do have, and they continue to build and expand their numerous bases on Zebes, therefore this section may never be complete.

 Regions of Zebes

 Crateria

Crateria is the name given to the surface area of Planet Zebes. Due to the constant deluge of acid rain, only small grasses and moss dot most of the landscape. The region of Crateria surrounding the Pirate’s main base on Zebes is very rocky and mountainous however, as with most planets, the surface of Zebes is far from standardized and the geography varies wildly. There are several areas on Zebes which are still capable of sustaining life on the surface, however I haven’t visited them yet.

The Space Pirates have few important structures on the face of Zebes, due in part to the Galactic Federation’s policy of scorching the surface of planets before they deploy full-scale military action. The structures that do exist are enclosed in mountains or other natural fortifications. 

  Brinstar

Brinstar is divided into two very distinct sections. One is totally devoid of plant life and only sparse animal life. It is rocky, and has been very obviously shaped by the hands of intelligent, albeit macabre, beings.

Meanwhile the jungle area of Zebes is a maze of heavy foliage that is actually a synthetically created and maintained climate lying under the surface, where it is protected from the acid rains of the sky. Genetic splicing and artificial energy sources have produced a sprawling, lush underground forest, a zone of sweltering, almost suffocating heat, and a dangerous landscape all in one. The jungle area is currently rather small, or at least too small for an adult Kraid to inhabit however the Space Pirates have plans to expand it greatly.  

  Maridia

Maridia is the name given to the sea near the Space Pirate’s home base on Zebes. The bodies of water on Zebes are surrounded by land, unlike other planets, however the oceans are still quite large and as such, the Space Pirates haven’t done as much exploration as elsewhere. 

  Norfair

Norfair is deep below the surface of Zebes. The lava and heat prove to be too much for unprotected visitors. The area of Norfair has crystallized “bubbles” which rise out of the lava and provide natural stepping-stones and in some cases walls and ceilings as giant air pockets form passageways and rooms. There has also been the recent discovery of a “Lower Norfair” which is even hotter than “Upper Norfair” and contains artificial structures fashioned from stone. This is either the work of the early Evir, the Torizo, or perhaps another race entirely unknown at the present time. Some of the work resembles the architecture of the non-jungle portions of Brinstar, at least in spirit. I have heard reports of a few bird statues being located done there, but I haven’t actually investigated it myself at the present.

Ridley prefers this area to his current home, however it isn’t ready for him to take up residence just yet and may not be for some time. 

 Minor Races of Zebes

Name: Alcoon (al-coon)
Height: 1.9 m
Weight: 500 lbs

Inhabiting the lower depths of the planet are creatures of strange oddity known as the Alcoon. Evolutionary outcroppings of Dragons, Alcoons are a somewhat intelligent species. 


The Alcoon is a subterranean animal, preferring to bide its days underground. Using ambush tactics on prey, it will then leap out of the ground, catching its prey off guard. Its two bipedal legs are very strong, able to support it's massive weight. Their large cranial mass gives them the ability to formulate strategies and make complex decisions. They have evolved a system of multifaceted eye compounds, which enable them to see through areas of intense heat as well as through some sedimentary rock elements, giving the Alcoon another advantage over its prey. This mutlifacet also protects the eye from severe burning of the hot air, which can reach temperatures of over 120c. 


Alcoons have evolved warty, sturdy hides, further shielding them from heat. The true importance of this hide acts as a moisture barrier keeping in much needed body fluids. Their long, protruding snouts begin with large cheek pouches and end in a very flexible proboscis. Hidden within the cheek pouches lie special chemical glands that when stimulated, produce considerable amounts of Glensic Morixine amino acids. These are then "shot" out of the mouth at amazing speeds as a defensive measure. This compound is highly corrosive and hazardous.


Though Alcoons are only found naturally in Norfair, the Space Pirates have been actively seeking to create artificial Alcoons that are superior specimens, and able to survive in climates other than the bowels of Norfair.

Name: Beetom (bee tome)
Height: 1m
Weight: 55 kg

            Beetoms are incredibly dangerous creatures that seem to live in the worst of possible places. Unlike their relatives, the helpful Trippers, Beetoms are as dangerous as creatures on Zebes come. They seem rather innocuous, slowly crawling back and forth on the ground, however their long legs allow them to leap great distances, catching the reckless off guard. They can then attach to their target, quickly draining the energy of a powered suit or the life of one not so well protected. They are notoriously difficult to kill, with missiles being the best option once one has been foolish or unlucky enough to stumble on to them. Fortuitously, Beetoms do not attack more than one target at a time.

            Beetoms tend to congregate in very small rooms and crevices where they cannot be avoided. Even if one knows they are waiting in a nearby room, they may attack so quickly that death will ensue before one can even get a shot off in defense. These creatures are one of the many reasons to never let one’s guard down when entering a new area. 

They are found in Crateria, Brinstar, and Norfair


Name: Botwoon (baht - twoon)
Length: 5 m
Weight: 1 ton

            Botwoons are colossal, serpent like creatures that dwell deep within the seas of Maridia. Unknown from previous Space Pirate survey teams, Botwoon has been characterized as being "a massive collection of teeth, fangs and segments, extremely aggressive and formidable". In reality, the Botwoons are reclusive creatures. Making their burrows into a system of tunnels, they will usually create more than eight entrances for a single burrow. The tactic to this is of yet unknown, though some have theorized that it provides a natural defense by forcing any predator to “guess” which hole the Botwoon is in at the current moment (which begs the question, what type of creature could be a predator to a Botwoon?).

A Botwoon’s head is little more then elongated jaws studded with row after row of teeth. At the tip of it's snout, lay 4 small nostril holes. In reality, they are a type of adapted nostril that filters in oxygen from the waters through the top pair of nostrils and is then shot out through the bottom pair. The Botwoon eye has adapted to the murky depths of Maridia with excellent precision. It is able to see through the murky waters and zero in on potential prey.


            A Botwoon has no appendages to propel it through the water, therefore it has developed a small skin flaps along the sides of each segment of it's body. These flaps are attached to tendons just under the skin. When contracted in unison, they are able to move the Botwoon at speeds of up to 30 mph underwater.

            Botwoon are territorial in nature and therefore make it a habit to not nest close to others. During the mating season of the planet’s fourth phase, Botwoons actively seek out one another become violently hostile to any other species that crosses their paths. This could explain some of the early reports survey teams made. Botwoons tend to nest in egg clusters of up to 16 - 25 eggs at a time. Due to the harshness of Maridia, very few will reach maturity.


Name: Boyon (boy - yawn)
Height: 1m
Weight: 0.5 kg

            The Boyon is a contradictory creature. It looks weak, and indeed it is almost totally harmless to anyone it comes in contact to. However, the Boyon is one of the toughest creatures on Zebes, able to absorb a huge amount of punishment before it is destroyed. They are not affected by lava or high temperatures in the slightest, however they become powerless and immobile when frozen.

            Boyons are very elastic, and, in a way, act much like balloons. They are very light and use small jets of air and/or their own inherent bounciness to propel themselves into the air when they sense a threat. They have only one type of cell, which resembles the hyfa of Terran fungus, and carries the same name. It is made up of many fibrous cells forming interconnecting netting. Rach cell is joined to the next one by a semi-permeable membrane that allows for the flow of chemicals and organelles between cells. The cells are very elastic and are able to selectively change their length, allowing them to act as muscles. The cells also create electrical signals, both when deformed (allowing the whole body to act as a pressure nerve) and when they receive electrical signals from other cells (allowing the transition of impulses and also allowing the whole body to act as a primitive brain). All hyfa-based animals on Zebes (Boyons, Puyos and Violas/ Multiviolas) have similar cells, and all feed on the electrical energy produced by the neurons and muscles of other lifeforms. This electrical energy is also flows through power suits to power self-repair systems and other functions (this is what is displayed in HUD as units of energy), and is drained when someone wearing one comes in contact with a hyfa-based lifeform. The Boyons cannot detect radiation, and instead sense things by detecting slight pressure in the air and ground, allowing them to "hear" anything that comes near. They then bounce up and down in an effort to come in contact with the intruder, feeding on the energy. They are related to Puyos, Violas, and Multiviolas, and are found in Crateria, Brinstar, Norfair, and Maridia.


Name: Bull (bul)
Diameter : 1.3 m
Weight: .4 lbs 

            Many creatures have adapted strangely due to the massive competition needed to survive on Zebes. The Bull is no exception.

            The Bull is a simple-brained organism. Due to its light weight, it is able to take air in through the many tuberous appendages located on its body. Its skin itself is made up of a very porous texture which also helps keep the Bull airborne.

Bulls are capable of sustaining themselves by feeding of particle in the air. When threatened, excess reserves of air in a specially adapted air pouch within their body releases a burst of air in the direction of the threat. While air is stored this way inside the Bull's body, acidic enzymes are mixed in with the air from the Bull's body, therefore making the air it exhausts very lethal to most life forms.

            Bulls have what could almost be described as an undying curiosity with other creatures, and will usually latch on to others, hindering their movement. When in a dormant state, the Bull with uses it's “tubers” as suction to latch onto walls and ceiling, ensuring it is out of reach of most conventional predators.


Name: Cacatac (cac – a - tac)
Height: 1.5 m
Weight: 35 kg

           The Cacatac, despite its ability to move, is not an animal and is more closely related to the plants of Zebes than anything else. It walks back and forth over a small area, most likely to keep from exhausting the airborne chemicals it processes for energy. It looks pretty harmless, a slow, small creature one could easily jump over if necessary. That is, until it inflates itself. When the Cacatac then deflates, it releases multiple high-speed spines in all directions, each one more than capable of inflicting tremendous harm.

           Cacatacs are highly adaptable and come in multiple color varieties, which simply act as camouflage for their particular area, protecting them from predators and hiding them from their prey. Green Cacatacs live in the jungles of Brinstar, Red Cacatacs live in the red volcanic rock of Norfair, and Purple Cacatacs live in the unusual purple rocks of Maridia. The Cacatac is very closely related to the Yapping Maw. It has been speculated that the Cacatac might be the larval form of the Yapping Maw, but this has not been confirmed through observation. The Cacatac cannot detect electromagnetic radiation. Instead, it can sense the vibrations made by moving objects, both in the air and through the ground. 

Name: Choot (chewt)
Height: 0.3
Wingspan: 1.7 m
Weight: 8 kg

Choots are timid but stupid creatures. When startled they will leap into the air and spread membranous "wings", then settle back down in a back and forth motion, like a falling leaf. They will not avoid predator or pursue prey, and will do nothing else active until they land. One might wonder how these stupid creatures survive at all. It appears Mother Nature made up for their lack of intelligence in another way. 

Choots secrete a very powerful acid from pores covering every square inch of their bodies. The end result is a creature that is dangerous even to the touch. The unusual motion they create as they fall combined with the small height at which they jump makes them difficult to move underneath, so avoiding them is usually the best option. 

Their exact evolutionary relationship is uncertain, but they are thought to be, or are descended from, a sort of "missing link" between several different groups of animals. 


Name: Dessgeega (des gee gaw)
Height: 2m
Weight: 150kg

The Dessgeega is a direct descendant of the Sidehopper, also related to the Mellow, Mella, Reo, and Geruta. It follows the same basic pattern as the Sidehopper: a large predator that attacks by leaping incredible distances to its prey, jumping up and down on the prey until it dies. The large mandibles are more than capable of chewing most creatures however the delicate stomach cannot handle food that hasn’t already begun decomposition. 

             The Dessgeega is more powerful than the standard Sidehopper, even more harmful than the Blue Sidehopper, and can take more punishment than the standard Yellow Sidehopper. Its increased destructiveness is due to the sharp spines covering its body and the larger, stronger leg muscles that allow the Dessgeega to jump with more force. Its increased defensive abilities are due to a stronger natural carapace. Both these adaptations are probably due to the pressure of dealing with the more dangerous creatures of Norfair. Juvenile Dessgeegas (called Small Dessgeega) can also be found in Norfair, and in parallel to their adult form are more powerful than Small Sidehoppers.

 Name: Dragon (dra-gun)

 Length: 2.3 m

 Weight: 450 lbs


Dragons on Zebes are not to be confused with Space Dragons such as Ridley. Why the Zebesians chose to name a species “Dragon”, I have no idea. They resemble what we know as Seahorses, however they are much larger and live in the depths of Norfair. Dragons seem to be in some way related to Alcoons, though less intelligent to some extent. They live in the lava seas of Norfair where they hunt above the surface of the “waves” as well as below, by jumping out of the lava and spitting pieces of rock at high velocities. 


However, with such small mouths, eating the food they kill requires much effort. They are usually forced to eat only rodents and small insects because of this.


Name: Fireflea (fyr-fle)
Height: .7 m
Wingspan: 1 m
Weight: 15 kg 

The Fireflea is an unusual creature. Its exact classification is unclear, as it bears resemblances to several creatures. It is very weak, and can be killed from the slightest damage, even if one merely touches it. This is not as good a thing as it might first seem. The Fireflea exists in regions in which, for some reason, no other bioluminescent microorganisms or plants live. The Fireflea produces its own light, which lights the area. Whether the Fireflea lives in those area and produces light because there is no light or whether the bioluminescent organisms are absent as a result of the Firefleas is not clear. Either way, the fact remains that one does not want to kill Firefleas unless he wishes to find himself in total darkness. Space Pirates have started making an effort to put artificial lights into these areas however it is not a high priority at this point. It seems for the time being, Firefleas still have their very distinct status in the Animal Kingdom of Zebes.

The Fireflea is found in Brinstar and Norfair. 

 Name: Fune (fewn)
 Height: 2.0 m
 Length: unknown

 Weight: unknown 

Fune seem closely related to the Nahime, simply with eyes and a slightly smaller mouth. They behave in much the same manner however, (if they are indeed natural organisms) Fune seem to be the evolutionary successors of the Nahime or (if they are techno-organic sentries) Fune are a more recent model in the same vein as the Nahime.


Fune also only inhabit/guard Ridley’s realm however, the reasoning for this could be applied to either option. Perhaps because Ridley lives in a hotter climate, only Fune can survive there. On the other hand, perhaps because Ridley is the highest-ranking Space Pirate and therefore most important, he receives the latest models to help protect him. I have no idea one way or the other.     


Gamet: [no data]
Geega: [no data]

Name: Geemer/ Zoomer (gee-mer)
Height: 1m
Weight: 55kg

Note: Though some scientists wish to identify the Zoomer as an evolutionary offshoot of the Geemer due to its retractable spines, the two can breed with one another and the retractability trait appears to be a recessive one. For all practical purposes, the two terms are interchangeable. 

The Geemer, also known by its common name "Zoomer," is one of the more common life forms under the control of Mother Brain. It appears it was originally a small, herbivorous, beetle-like crawling organism that spent its day walking in a repetitive manner around rocks, happily eating the chemo-autotrophic organisms that grow on the rocks. Unlike current Geemers, it was timid and tended to avoid fights. The theory goes that Mother Brain, realizing a creature that repeatedly walked around the same area could be used as a living trap, increased its size, eliminated its timidness, and added spikes to its hard shell. Thus, the Geemer that now lives in many areas of Zebes came into being. 

Another type of Geemer, the very rare "Rainbow Geemer," exists. It appears to be similar to the normal Geemer in terms of armor and strength, but it tends to avoid intruders instead of remaining at its post as normal Geemers do. It has been speculated that Rainbow Geemers are mutants that are no longer under the control of Mother Brain and have reverted to the timid behavior of their ancestors. A more powerful form of Geemer, called the "Silver Geemer," exists as well. Its armor has a very large amount of a very strong metallic alloy in it almost making the Geemer a living wall. 

Geemers can be found in Crateria and Norfair. It is evolutionarily related to the Waver. 


Name: Geruta (geh-ru-ta)
Height: 1.7m
Weight: 45 kg

The Geruta are a close relative of the Reo. They are also related to the Sidehopper, Dessgeega, Mellow, and Mella. Unlike the Reo, whose front legs evolved into wings, the Geruta's front limbs evolved into large claws, which take the place of the Reo's back claws. In the Geruta, these back claws are smaller and have jets (built into them by the Space Pirates) capable of surprisingly rapid movements for such a bulky creature. This is especially impressive given that the Geruta has very hard, heavy armor. A Geruta simply pulls in the superheated Norfair air, pressurizes it, and then funnels it into and out of its claws through special ducts in its legs. The flames one can see are a result of that highly oxygenated air that is created as a side effect of the Geruta’s flying process.

Gerutas are very obviously predators, and use their jets to lunge at prey in a similar manner to Reos. They fly to the ceiling of a cave and wait until potential prey comes near, then drop down to it in an arc, attacking then flying up again until hitting the ceiling, where it pulls in more air then lunges again. The creature can track prey, following it through caves, but it has so much momentum and has such strong instincts, the Geruta will follow a path once it has started on it (unless it hits something), allowing one to possibly dodge it. In addition, the Gerutas often get stuck on vertical walls, as there is a maximum distance they will fly down before coming back up. 

That is beneficial, given that Gerutas are capable of striking with a great deal of force. They depend on their heavy claws to crush or stun their prey. Luckily, they have a small brain and rely on instinct for most of their movements allowing one to successfully escape if caught in a tough situation.

Name: Holtz (hole-ts)
Height: 1m
Weight: 37kg

The Holtz is the only robot under the control of Mother Brain. Its appears to use similar core systems to other Space Pirate “meta-projects,” with the exception of having almost no organic components. It has no use for polymer musculature or rapid repair systems, so it is made almost exclusively of inorganic, mechanical components. It is powered by a small fusion reactor like that of the Sampi-class starships. This reactor is fed from water that is piped to locations containing Holtz in the form of steam, as water could not stay as liquid in the superheated areas of Norfair were Holtz “live.” Holtz vent hot plasma directly from their reactor then accelerate it using magnetic fields to create thrust for movements. The Holtz fly in a diagonal, swooping motion, reminiscent of the Reo and Geruta and the Holtz’s behavior seems to have been programmed to mimic these two creatures. The Holtz will stay by the ceiling until it detects a target, swoop down and attack, and then fly back up to build up more plasma for another dive. They are heavy, and once they start in motion they will not change direction unless they hit something. A Holtz has optical sensor in front that is used to detect motion in its surroundings. Anything that has a motion signature that does not match a creature or natural phenomenon in that room is attacked immediately. The Holtz main method of attack is its two horns, which are found on either side of its body. The horns look like they might be a method of propulsion, as they rotate to face the direction the Holtz is moving (either up or down). However, the horns are only weapons, they play no actual role in the Holtz's movements. 

Holtz have very thick heat-resistant ceramic armor, however, when exposed to a strong magnetic field, the magnets containing the gasses used for the jets are interfered with, created a chain reaction that destabilizes the Holtz's reactor, causing it to go critical and destroying the Holtz in the process. Because the plasma in the Holtz reactor is not very dense, and the reactor is small, the resulting explosion is only enough to destroy the Holtz, and does not do any damage to nearby objects. 


Name: Kago (ka go)
Height: 1.7m (hive) .1m (hatchling)
Weight: 230kg (hive) 2kg (hatchling) 

The name “Kago” refers to both the large hive-like structure and the small hatchlings that live in it. The hive itself is stationary, but covered with a strong acid for defense. Unlike many hives, the Kago hive is actually alive. It is thought that the hatchlings are the offspring of the hive thatlive there for a certain period until they have matured. They then venture out and when they find a suitable spot, anchor themselves to the ground and grow into a new hive, repeating the process. If attacked, in a panic the hive will release the hatchlings, hoping they will find a suitable spot to reproduce. Once all the hatchlings are released, the hive's reason for living is gone and it self-destructs to keep from competing with its offspring. The hatchlings are tame, but also show no signs of intelligence and appear to act purely on instinct. They will start hopping towards a new home, whether there is anything in the way or not. The hatchlings are also covered with the same natural acid, so even contact is painful. 

The Kago is found in Crateria and Norfair. Its exact evolutionary relationships are still unclear.


Koben: [no data]


Name: Magdolite (mag doe lit)
Height: Varies
Weight: Varies

Magdolites appear to be heat resistant creatures, able to live within the lavas of Norfair. Its exact size and shape are unknown, as a specimen has never been captured. Magdolites appear to be some sort of serpentine species that lives in and uses lava to hide its shape and provide cover, from which it can attack. They seem to be at least marginally intelligent and very patient, waiting until prey can get into its range before attacking. Whether they spit lava or sling it is unclear and as one has yet to be captured and studied, only guesswork can be done. 

Magdolites appear to be related, if only cosmetically, to the Fune however that isn’t much help considering that the Fune also defy classification.   

Name:Mella (mel law)
Height: 0.5 m
Weight: 5 kg
            The Mella is a relative of the Mellow, Sidehopper, Reo, and Geruta. Unlike its close relative, the Mellow, the Mella has no functional wings and in its place, the wings are vestigial. Instead, it evolved to produce light hydrocarbons in large amounts. These gasses are stored in a pouch. The Mella cannot control the rate of gas production, so it is constantly forced to vent these volatile compounds at low speed into the air through small pores on their top (where the pouch is located). The high temperatures of its native Norfair and exposure to oxygen ignite the gasses, producing a steady stream of fire above the creature. The Mella can compress the pouch and expel the gasses through amiable jets, allowing the Mella to move quickly. The gasses are immediately replenished. Through the existing flames, the jets of gas are very hard to notice, especially at a distance. Like the Mellow, the Mella live in large swarms made up of members that carry out uncoordinated attacks. However, perhaps because they expend more energy, they necessitate more food, and Mellas tend to live in smaller, less dense swarms than Mellows. 


Name: Mellow (mel*o)
Height: 0.3 m
Wingspan: 0.5m
Weight: 6 kg 

             The Mellow's name does not come from its temperament, most likely it originated from the fact it is not all that dangerous, at least on its own. Mellows are small, weak flying predators related to Reos, Sidehoppers, Dessgeegas, and Gerutas. When they spot prey, the Mellows swoop down and attack in a diagonal pattern repeatedly. They can’t cause much pain alone, however, they tend to live in large swarms. Like most swarming creatures on Zebes, they do not have the normal hive mentality found on most other planets. Instead of attacking in an organized fashion, each creature attacks individually when it sees a potential target. However, if one rushes into a room full of Mellows too quickly, they can appear to act as one. Luckily they have a very narrow and limited field of view. 

             Mellows only live in Crateria.


Name: Metaree (met a ree)
Height: 1.5 m
Wingspan: 1.5 m
Weight: 16 kg 

             The Metaree is the result of the Space Pirate determination for the perfect biological weapon. Space Pirate scientists had long ago come up with the idea of a procedure in which the fusing of biological and mechanical parts was possible. Nevertheless, it is only recently that this dream could indeed become reality. Dubbing the technology "Meta" technology, they were able to ride the weaknesses of the living with the perfection of technology. Having success in the past with this project, they began trying to find indigenous life forms they deemed worthy into something of military value. Noticing the natural tenacity of the indigenous Skree, Pirate scientist set off to work and created the Metaree.

            The Metaree uses it's newly enhanced forelimbs to lung at anything it perceives as a threat. Using hormone therapy, the Pirates were also able to increase it's overall body mass by 47%. The Metaree is an unstable creature, having all it's natural instincts taken over by mechanical directives. Although still organic to an extent, it is no prone to the weaknesses and flaws of the original Skree creature. All this has been made possible through the Pirates Meta technology.

Name: Multiviola (mul-tee-vee-yola)
Diameter: 0.7 m
Weight: 9 kg

             The Multiviola, which is the adult version of the Viola, is an airborne creature. Made up of conductive, elastic, fibrous hypha cells like the Puyo and Boyon (which it is related to), the Multiviola moves around by bouncing off walls by deforming on impact and then returning to its original shape (like any bouncing object). By deforming then returning to its original shape in a controlled fashion, it can change its direction and/or velocity at will, as well as just maintain its present heading and velocity. It tends to randomly change direction and speed, which makes it unpredictable. The exact pattern to this change, or the stimulus that induces it, has yet to be determined. It seems random, but does not match any quasi-random sequences known through technology, and is much more random than anything the Federation can produce, so it might use a different method to create quasi-random sequences that surpasses anything modern technology can create. Or possibly, through some unknown mechanism, the Multiviola might actually create real, purely random sequences. Much research is going into discovering the exact nature of their system as they were on Zebes even before the Space Pirates arrived. Like all hyfa-based life-forms, the multiviola has not sense besides touch. It cannot "hear" like Puyos and Boyons, either through vibrations in the air or in the ground. And like other hyfa creatures, it feeds by absorbing energy from creatures it comes in contact, so it seems that its randomized motion is used to make it harder for prey to dodge. The Multiviola lives only in the heat of Norfair. It is thought that the Multiviola uses ambient heat to conserve energy so it does not have to feed as often. 


 Name: Nahime (nah-hime)

 Height: 3.0 m

 Length: unknown

 Weight: unknown


The Nahime are eyeless, skull-like creatures that line the walls of Pirate constructions in Norfair and are immobile. From what I have seen, Nahime are only able to move their mouths and release a reasonably powerful discharge of energy that can easily kill weak passersby. Whether Nahime are techno-organic sentries used to guard passageways or they are purely natural, large worm-like creature that roam through the crust of Zebes and only come out in the open to hunt, I cannot determine.     


They appear to be related to the Fune in some manner.


Oum: [no data]


Owtch: Small reclusive creatures living in Maridia that ducks into the sand when an intruder approaches. Probably received their name after a Myrnai stepped on one of the large spikes that cover the Owtch’s head.  [need more info]


Powamp: [no data]
Power Orb: [no data]

Name: Puyo (poy yo)
Height: Variable
Weight: 4 kg 

            The Puyo is a close relative of the Boyon. They are capable of changing their shape, which is used as a mode of transportation; as they leap around by stretching themselves out quickly, making Puyos capable of very fast movement. The normal yellow variety jumps around quite a bit, but does not chase much and does stay still periodically. However, the more aggressive red variety is much faster, is practically never still, and will chase after anyone who comes near. Puyos (like Boyons and Violas/Multiviolas) are hyfa creatures, having fibrous, elastic cells that can act as sensory neurons, transmission neurons, and muscles (except their muscles can expand and contract). They live by feeding off some of the electricity that all life forms produce in their neurons and muscles. This drain does not effect those creatures except for a brief numbness around the contact point where the neurons all discharged. However, the effect on power suits is much more severe. Power suits also have electricity in them, it powers the suits as well as the suit's self-repair systems (some energy is lost when the suit repairs damage) and is used up when the suit creates some specialized energy fields around it (like during a power jump). Most other functions cause such a slow drain it is nearly undetectable. When a hyfa-based life form comes in contact with a power suit it drains a significant amount of this energy which they then use to fuel all life processes. Puyos reproduce by dividing in two, and in some secluded areas they have been known to occasionally form a sort of nest with multiple Puyos stacked on top of each other in a pyramid shape. Their energy flows between them and their biorhythms synchronies and slow, calming them down. 


Name: Reo (re* o)
Height: 1.5m
Wingspan: 2.5 m
Weight: 45kg

           The Reo is a predatory organism from Brinstar and Crateria. It has powerful wings for flying and attacks in a swooping pattern. It seems to be neutrally buoyant somehow, and only uses its wings for propulsion as they can be seen resting along the ceilings of caves. When it sees prey, it dives down at it and attacks with its claws. The Reo then flies up to ceiling, only to launch another attack. They are quick, and can easily outrun most other species, including humans.

            Reos are evolutionarily related to Mellows, Sidehoppers, Dessgeegas, and Gerutas.

Name: Ripper (rip*per)
Height: 0.3m
Weight: 22 kg 

             The Ripper is an unusual organism in that it completely lacks a brain. It is controlled solely by its autonomic nervous system. It appears the creature originally had a simple brain. However, it lacked much intelligence so it evolved a nearly indestructible armor to compensate. This armor makes them virtually invulnerable. This protection made the brain useless, so it evolved to be smaller and smaller until the present day where it no longer exists. The Ripper simply flies back and forth and it is fed by chemo-autotrophic bacteria in its gut. All it needs to do is breathe the air, which is rich in nutrient particles, and move back and forth to keep from depleting the suspended particles from its immediate area. The eyes control reflexes that cause the Ripper to reverse direction when it approaches walls. The Ripper pressurizes and expels the air it breathes, keeping it in constant motion. Apparently, Mother Brain saw they were useful as living traps, and put them in strategic locations to slow down intruders. However, in some areas they can be frozen and used as living steps. 

          Rippers are related to Ripper II's, Zeelas, Gamets, and Zebs and are found in Crateria and Brinstar.

Rinoabot: [no data]


Name: Sciser (scy zer)
Height: 2 m
Weight: 100 kg

The Sciser is a large, crab-like creature. It behaves exactly like the Geemer, walking steadily around platforms and walls. It is, however, quite a bit faster and better armored than the Geemer. Its razor-sharp claws do not seem functional, instead they seem to have evolved into pretty much fixed guards to protect the creature from attack. It is amphibious, functioning equally well in and out of water. It appears to feed on plants that grow in the area it walks on. 

The Sciser comes in 3 varieties, the tan and green varieties live in Crateria, while the red ones live in Maridia. It is thought that the green coloration of the green Sciser might have evolved during the period of time when Crateria had lush vegetation. Scisers, despite their size and armor, are still not much of a threat. 

The Sciser is also related to the Squeept.


Shaktool: [no data]


Name: Sidehopper (side-hop-er)
Height: 2m
Weight: 150kg

Unlike some indigenous creatures under Mother Brain's control, the Sidehopper does not appear to have changed very much from its original form. It appears it has always been a large, predatory organism. It has always been roughly the same size and temperament as well. It has the habit of waiting for a creature to walk up. The creature seems to be out of range and safe, however the Sidehopper then leaps an incredible distance, repeatedly pouncing on its prey with sharp claws and biting it. 

This was an ideal guard for Mother Brain. Smaller and weaker juvenile forms of the Sidehopper also exist. Through Mother Brain's genetic engineering, the pirates were able to manipulate many creatures through use of Beta Ray exposure. The Sidehopper was no exception. Due to intense Beta Ray exposure, the Sidehopper was able to be mutated into a “super” form. In this form, it's natural armor turns a blue hue and its instincts go berserk.

The Sidehopper can be found in Brinstar. It appears to be evolutionarily related to the Dessgeega, Reo, Mellow, and Geruta. 


Name: Skree (skre*e)
Height: 1.5 m
Wingspan: 1.5 m
Weight: 12 kg

The Skree is an unusual predatory organism on Zebes. It is a slow flier, incapable of out(flying) prey. To catch prey, it flies up and anchors itself to the roof of a tunnel. It then patiently waits for prey to pass underneath. When unobservant prey approaches, it dive bombs its target. When it misses, it would be left vulnerable to counterattack. As a result, if it does miss, the Skree immediately burrows into the ground, tossing up rocks on the way down to confuse its prey. The rocks can also harm anyone or thing nearby. It has hard exoskeleton, but the exoskeleton is jointed with softer tissue, so the exoskeleton does not offer any defense. However, if shot the creature explodes, and sharp fragments of its armor fly outward. This makes the creature dangerous if it hits its target, dangerous if it misses, and dangerous if shot and destroyed

The Skree is found in Crateria, Brinstar, Norfair. It is the basis of the Metaree design

Skultera: [no data]


Name: Sova (sow-va)
Height: 1 m
Weight: 55kg

The Sova is a crawling creature much like the Geemer, Zeela, Sciser, Zero, and Viola. However, it is not closely related to any of those species. It appears to be a sort of missing link species, evolutionarily descended from the common ancestor of the Geemer and its relatives and the Sciser and its relatives. The Sova is rather fast, and therefore hard to avoid. Use the standard technique of moving to a platform then killing all the Sovas nearby and moving on. Like all crawling creatures they stay on one platform unless knocked off by a large concussion explosion. When they land, they will right themselves and continue crawling.

The Sova has a dense mat of fireproof hair on its back. These hairs are thick and hollow, with thousands of small holes on each strand. The follicles of these hairs secrete a highly flammable oil through the hollow center, and this oil seeps out through all the tiny holes, where it is ignited by the intense heat of the air in Norfair (where all Sovas are found). This fire offers an effective protection to the Sova making them dangerous to touch.

Squeept: [no data]


Name: Tatori 

Height: 3.0 m

Weight: 475 kg

The Tatori is the name given to many Testudines on various planets throughout the Federation and elsewhere and it serves well enough in this case as well. Filling an ecological role similar to the turtle, tortoise, and terrapin, Tatori have shells that act as a very dense, natural armor as well as a tough skin. These two natural defenses protect Tatori from virtually all predators and as a result, Tatori are very docile, easy-going creatures most of the time. The one exception to this is a mother Tatori in the presence of her young however even then she will not lash out at an intruder unless one actively attacks one of her young. When that happens, heaven help anyone who gets in her way.  


Trilobite: [no data]


Name: Tripper (trip er)
Height: 1 m
Weight: 45 kg

Trippers are one of the few friendly creatures found on Zebes. Though frankly friendly might be the wrong word, indifferent might be more accurate. It is thought that the Trippers were genetically engineered by the Chozos from a Ripper-like organism, and strategically placed throughout the planet as a form of transportation. This transportation theory is based on the fact that every Tripper has been placed on the planet at a location where it is useful.  

Trippers also seem to be related to the incredibly dangerous Beetoms, and it’s possible their resemblance to Rippers is purely superficial. Unlike Rippers, Trippers do have a brain, although extremely atrophied. Some Trippers are not as strong as others, and cannot bear as much weight which causes them to “sink.” This is where the brain comes in, as these Trippers then use a downward-facing jet to raise themselves back to their original position. 

Trippers are found in Crateria and Norfair

Name: Viola (vee-yo-la)
Height: 0.7 m
Weight:12 kg
The Viola is the larval stage of the Multiviola. Like its relatives the Puyo and Boyon, the Viola is made of elastic hyfa tissue and feeds of the electricity produced by other lifeforms, which it drains. This drain of electricity simply removes electrical potentials from muscles and nerves near the impact site, causing brief numbness and muscle weakness though it causes a significant loss of energy in power suits. The Viola is the same size as the Multiviola, but has slightly denser tissue and a smaller air space. Also, Viola tissues are not as flexible and elastic as that of its adult form. This makes the Viola unable to bounce, and it cannot leave the ground at all. Instead, it moves around platforms in much the same way as the Geemer by pulling in tissues that touch rocks, creating a small vacuum and holding the Viola against rocks, even upside-down, much like a suction cup. By moving these small vacuums, the Viola can move along platforms at high speed. Its sensory systems are not well developed, like the Multiviola, and is not capable of detecting and chasing prey, so it is forced to contact prey by chance. 


Name: Waver (way-ver)
Height: 0.3m
Weight: 30kg
Wing Span: 1m

Wavers are predatory, flying organisms that inhabit the upper levels of Zebes. Although believed to have derived from more primitive lifeforms, It appears that it has not been significantly changed from its original form. It is most characterized by it two large anti-gravity organs on either side of its body and it spinning, wave-like flight pattern. It is an extremely fast organism, especially considering it has no chemical thrusters like many of the faster organisms on Zebes. It appears it gets all its thrust from the red, bulbous organ on its back. The exact mechanism by which the organ works is unknown. The spinning motion is thought to allow the creature to see what is next to it, since it cannot see around its antigravity organs. However, the reason for its waving flight pattern, which gave it its name, is still unknown. [Possibly to have a greater chance at collide with prey?]

Both blue and red Wavers exist, but they are not significantly different physiologically and they are simply thought to be adaptive coloration for the region they live in. The Waver can be found in Crateria, Brinstar, and Norfair. It is related to the Geemer


Yard: [no data]


Name: Yapping Maw (yap ing*ma)
Height (Contracted): 1 m
Height (Extended): 4 m
Weight: 180 kg

The Yapping Maw is an unusual organism that is more closely related to the plants found on Zebes than the animals. It is remarkably closely related to the Cacatac, so closely that many believe that the Cacatac is actually the mobile, larval stage of the Yapping Maw, although the actual act of a Cacatac developing into a Yapping Maw has never been observed. This is understandable, as lifeforms on Zebes grow at incredible rates and there would only be a narrow window in which to witness this process. The Yapping Maw is also an incredibly dangerous organism, even though it does no damage itself. It usually grows in areas with natural occurring hazards such as in mechanical or organic spines, in areas full of lava, and even inside Flowers. If no natural hazards are present Yapping Maws have been known to produce their own spines or grow in beds of spines produced by dead Yapping Maws. However, these spines are devoid of living tissue and therefore are not destroyed along with the Yapping Maw, making it seem as though the spines are naturally occurring. The Yapping Maw appears small. When it senses an animal nearby, it reaches out surprisingly far and pulls that animal in, then drops it in the hazard. The Yapping Maws then wait for the hazard to kill the prey, pulling it back to the center if it tries to escape. These hazards are usually hard to escape from, especially with the Yapping Maw pulling the prey back in, meaning one can be injured greatly or even die before escaping. The speed and reach of the Yapping Maw can even surprise those familiar with them, especially in an area that is hard to navigate. It is best to keep as far from them as possible. 

Unfortunately, the Yapping Maw is very common, found in Crateria, Norfair, Brinstar, and Maridia.


Name: Zeb (zeb)
Height: 0.5 m
Weight: 9 kg

The Zeb is a small, flying, hive creature, closely related to the Gamet, another hive creature. Zebs fly vertically out of pipes (which serve as artificial exits from the central hives) until they reach the level of an intruder, then fly straight at it. They cannot change direction mid-flight, so they are somewhat easy to avoid. They can be used to refill your energy and items, as they often leave behind items when they die and there is nearly an unlimited number of them. They live in large hives, similar to all hiving creatures, which hives stretch deep into the ground and only open in a few areas. Generally, all openings in a room, and often openings in multiple rooms, are all part of a single hive. 

When a Zeb from a pipe is stuck, no more Zebs can come out of that pipe until it becomes “un-stuck” as the pipes are rather narrow. Luckily, most Zeb hive only have a few openings, at most, three in each room, unlike many other hiving creatures that might have a half dozen (the Gamet shares this trait with the Zeb). 


Name: Zebbo (zeb bow)
Height: 1 m
Weight: 14 kg 

The Zebbo is a small, flying enemy, and is one of the more pesky and annoying creatures on Zebes. Many live in pipes like typical hive creatures. They live in vertical pipes, rising out of them when an intruder approaches until they reach the intruder's level, then they fly at it. This makes them easy to dodge as they cannot change direction in mid-flight. What makes them unpredictable and unique on Zebes is that they do no only live in pipes, they also live in holes in the ground and even Flowers. 

There is no hope killing all the creatures in the hive, the exact number in each one is not known, but it is known that one can destroy Zebbos at a hive for days and still not kill all the creatures. It is possible that they can even reproduce faster than they can be killed.

Name: Zeela (zee- la)
Height: 1m
Weight: 55kg

The Zeela, although from a different lineage, evolved convergently with the Geemer. They live in similar ecological niches in their respective environments, and live similar lives. A Zeela simply walks in a repetitive manner around plant-encrusted ledges in its home, the jungles of Brinstar where it feeds on those plants. Geemers appear oblivious to other creatures, even ignoring attackers. It has a hard shell that makes it a bit more resistant to attacks than the Geemer. Similar techniques can be employed when dealing with Zeelas and Geemers. 


Name: Zero (zee row)
Height: 1 m 
Weight: 136 kg

The name of the Zeros might have one of two possible origins. One is that the Zero appears have no (or at least very little) ecological impact. The other is that the Zero is not very dangerous and offers almost no risk or hazard. It looks like a giant slug with large, heavy armor. Despite its size, the armor confers very little protection against one who is adequately equipped. The armor also makes the Zero quite slow, which is further aggravated by its slug-like method of movement. It slightly quicker than it looks, but then that’s not saying much.

Zeros just crawl along walls and ceilings. They spend most of their time in a cocoon resting, and usually only come out to feed occasionally or when disturbed. They appear to be comparatively new on the ecological scene and seem to have no evolutionary relatives. There is some speculation that they might be the larval stage of another, more dangerous species but there is no evidence to support or oppose this. Zeros live in Brinstar and Norfair.


Zoa: [no data]

[continue to add to and edit]

[To be revised and organized]

Chorizo weaponry


An average Chorizo is an imposing 13 feet in height. Skin is very hard and capable of absorbing large amount of damage. Said to be capable of releasing explosive attacks from within bodies but nothing conclusive to validate this claim. Seems biologically impossible. (Perhaps a device of some sort implanted within them?) Enormously strong and agile. Space Pirates have encountered several “Torizo” who were awakened from their stasis-imprisonment and found them to be severely lacking in strength, quickness and toughness though the longer they were allowed out of their stasis, the more dangerous they became. I assume that the stasis process severely disrupts Torizo/Chorizo biologic faculties making them relatively helpless.  


Powered suit itself is not mass-produced but designed specifically for each individual and each is totally unique. Seen not as a weapon as most in our culture think of suits, but as an extension of the warrior itself. Built with the ability to be upgraded by future designs and improvements. Blaster usually on left arm and able to function from many different power sources and fire many different beams on separate frequencies. Hundreds of missiles of different sizes also within blaster to be fired using a technology I have not yet discovered. “Pocket dimension” has come up in my mind but I find the idea of super compressible materials much more likely, and engineers I’ve asked have confirmed this. Wiring and circuitry must be very delicately placed though. [space for more on missile and blaster technology] At the rate Chorizo were minimizing blaster and its components, possible that they could have done away with the large, unwieldy blaster “arm” and achieved the same result placing it within the palm of the hand or even the fingers had they not decided to become pacifists. 

Crocomire and Evir leader: Draygon


Ridley shared with me that there are actually several large creatures that already inhabited Zebes before the Space Pirates settled it. One of the fiercest resides with Ridley, deep in Norfair and he has been given the name "Crocomire." Whether he is the last of his kind or whether he is but one of many remains to be seen. 


There is also the Space Pirate legend of an Evirean 'king' (or queen I suppose) called Draygon who rules the Evir within each generation. While descriptions of him vary and are most certainly exaggerated (30 meters in height and several tons in weight) there may be at least some truth in them. It is also possible that Draygon is not really a king, but a perhaps a long-surviving member of the warrior caste of the Evir. Neither or these hypothesis is supported by the fossil record so it is equally possible that if Draygon exists, he is merely a bizarre science experiment. 

[need definites]

Chorizo Religion


The Chorizo are far from a secular society. They have endless amounts of texts devoted to the exploration and expansion of their religion, though part of this is due to the fact that war and death are so ingrained into their religion. According to the Chorizo, there are only two gods. The first and lesser god is the Great Destroyer whom they serve. The second, and more powerful, is the Mother, whom everyone else serves. Their religion is rather unique in the idea that they serve a weak deity, while everyone else serves a strong one. From what I can decipher, their religion goes something like this.


In the beginning, there was everything. For an infinite amount of time everything existed and the universe was full. The Mother kept creating her children and would not allow them to die so there wasn't any space left for anything new. Stagnation. No one could move and nothing could change so the universe was merely stagnant. Her first-born son saw this and recognized it as the evil that it was so he decided to make room for others. He began to kill and destroy and thus made room for new life and new circumstances. He broke the planets and suns apart and flung them from one another in an event that created the universe everyone lives in today. He separated them so much that now, everything has more space to grow safely 


The Mother was not pleased and sought to return things to the way they were. She put in all her children the desire to expand beyond their limits so that hopefully they could help her fill the universe again and again have everlasting life. Her son, now known as the Great Destroyer, managed to protect one race of people from this diseased mind set to be his helpers in ensuring that stagnation would never again fill the cosmos. This race was the Chorizo. The Great Destroyer gave them the desire to kill but the ability was innate. Unfortunately, it wasn’t enough. Therefore, they began creating powered suits to augment their natural abilities. Every generation improved on them and made the art of death more and more efficient until just one was capable of destroying whole fortified bases.  


However theirs is a purpose they can never fulfill, and a goal they can never attain. The Mother has too many on her side and the Great Destroyer only one. One day they will lose, but until that day comes they will continue serving their master.  


[finish reading ninth Book of Süm Pâÿ-ishni]

The unknown races of Zebes


 Several questions still remain. At least two major shifts in the behavior of entire species have occurred on Zebes and it would seem to be more than simply coincidence. The Chorizo came to Zebes and some decided to give up war while others became even more violent. In this instance, the peaceful faction was successful and lived on Zebes from then after.

 
The Space Pirates came to Zebes and their ambitions grew beyond simple looting and selling. Some Myrnai grouped together and attempted to stop them. In this instance, the peaceful faction was unsuccessful. They fled to Federation space.

            Two events separated by a millennia yet so obviously similar there must be a connection. But what? The planet Zebes is rather old and the Evir appeared on the scene comparatively late. The architecture of Lower Norfair might have been designed by the Torizo and the architecture of Brinstar was crafted by the Space Pirates. But why? Why would two races alter their behavior until they are at two radically different extremes? Is it possible that there was another race before the Evir that had so great an impact that it continues to effect the residents of Zebes to this day? I would like to call myself a skeptic and the discussion of matters of a spiritual nature is not my forte however might not the personifications of good and evil exist and effect living beings? What would this mean in a greater sense to the universe?

[end works in progress] 

[To Best There Will Be]

