Fauna

Twilight Belt Animals

Driftwings: Small, gliding creatures resembling bats with sleek, aerodynamic bodies and
translucent wing membranes that catch and redirect wind currents. They navigate with uncanny
precision, sensing pressure changes and thermal gradients to ride optimal air flows across vast
distances. Some settlements train them as scouts or messengers, exploiting their natural ability to
navigate storms that would ground other creatures.

Wind Serpents: Elongated, serpentine predators with sail-like fins running the length of their
bodies, allowing them to stabilize and maneuver in high winds. Their scales shimmer with copper
and amber hues, possessing a wind-polished sheen. Highly intelligent, they are capable of
communicating complex emotions and images to those they bond with. They exhibit communal
behaviors, such as circling dying members in silent vigils. However, they are vulnerable to specific
respiratory fungal infections that can devastate local populations. They are considered both
dangerous and symbolically significant—representing freedom and untamed nature in Duskaran
mythology.

Sand Skimmers: Insect-like creatures the size of a human hand, featuring lightweight chitinous
exoskeletons and powerful hind legs that allow them to leap several meters in a single bound. They
glide on gossamer wings during longer movements, creating distinctive zigzag patterns across the
dunes. Largely harmless to humans, they're considered indicators of stable sand conditions—if
skimmers avoid an area, it suggests dangerous substrate or hidden predators.

Heat Hounds: Pack-hunting quadrupeds with dense fur that can expand or compress to regulate
body temperature, allowing them to operate across wide thermal ranges. They possess
sophisticated thermal vision that functions even in complete darkness or blinding sandstorms.
While attacks on humans are rare, they're devastating when they occur—settlements along
dayward routes maintain professional beast handlers to deter heat hound packs from trade
corridors.

Ember Stalkers: Heavily built predators with thick, heat-resistant pelts that enable brief forays
into the scorching day-side margins during cooler wind phases. They hunt cooperatively in packs of
4-7, tracking prey by thermal signature rather than scent or sight. Their shed fur is highly valued
for cold-weather insulation, and their territorial but cautious nature means attacks typically occur
only when they feel cornered or their young are threatened.

Glistening Scarabs: Palm-sized beetles with mirror-like carapaces that reflect and diffuse solar
radiation, allowing them to survive in high-heat zones where most insects would perish. They
collect atmospheric moisture through condensation on their shells during dawn-adjacent periods,
then burrow into sand during peak heat, creating small insulated chambers. Some settlements



attempt scarab cultivation for moisture collection, though yields remain minimal compared to
mechanical systems.

Sand Striders: Eerily graceful arthropods with long, stilted legs that elevate their bodies well
above the scorching ground surface, allowing them to traverse terrain that would cook other
creatures. They move with mechanical precision in small groups, primarily scavenging carrion and
heat-killed vegetation. Harmless but unsettling to encounter—their silent approach and tendency
to appear suddenly from heat shimmer have spawned numerous superstitions.

Cave-Dwelling Species

Shadow Lizards: Small reptiles that navigate total darkness through a combination of thermal
sensing and sophisticated echolocation, creating mental maps of their surroundings through
reflected sound. They're often bonded by Deepkin shadow walkers as guides and companions, their
senses complementing human psychic abilities. Their meat is edible but considered poor
fare—most are left undisturbed due to their utility.

Auroral Crustaceans: Semi-transparent shellfish that inhabit geothermal pools, feeding on
bacterial mats and filtering minerals from superheated water. Their translucent shells reveal faintly
glowing internal organs, created by bioluminescent bacteria in their digestive systems. They're a
protein staple for cave settlements, farmed in managed thermal pools where water temperature
and chemistry can be controlled.

Glowmoss Grazers: Herbivorous mammals about the size of rabbits, with large eyes adapted to
perceive the subtle light emitted by bioluminescent fungi. They feed exclusively on glowcaps and
stalkmoss, their digestive systems breaking down compounds that would be toxic to other species.
Their populations serve as indicators of fungal ecosystem health, and they're occasionally kept as
livestock in settlements with extensive glowcap farms.

Beyond their ecological role, Glowmoss Grazers are central to Deepkin culture for a more profound
reason: they are living vessels of ancestral consciousness. The first settlers, seeking to preserve
their heritage, encoded memories of Earth—its arts, sciences, and history—into the genetic and
psychic makeup of this species. When a Deepkin forms a Deep Bond with a grazer, they can access
this latent archive, often experiencing these ancestral memories as vivid, involuntary visions. This
makes the Glowmoss Grazer not merely a companion or livestock, but a sacred link to humanity's
lost past.

Ice Burrowers: Compact mammals with dense fur, powerful claws, and low metabolic rates that
allow them to survive in the coldest nightward caves. They excavate complex tunnel networks
through ice and frozen soil, following scent trails to locate buried plant material and small prey.
Their fur is exceptionally warm but difficult to harvest humanely, leading to ongoing debates about
controlled hunting versus protected status.

Day Side Exclusions



The day side's extreme heat and radiation prevent complex multicellular life from surviving
extended exposure. Microscopic extremophiles—heat-resistant bacteria and archaea—form
colonies in thermal vents and mineral deposits, their crystalline waste products occasionally
coating mining drones. The only macroscopic creatures encountered are Ember Stalkers making
brief hunting forays during the coolest wind phases, and even they cannot remain for more than a
few hours before retreating to survivable temperatures.

Storm Hounds (Status: Unconfirmed/Mythological): Traveler accounts frequently describe lean,
translucent creatures that appear during storm transitions, seeming to run alongside or ahead of
travelers before vanishing into atmospheric distortion. Physical evidence is nonexistent—no
specimens captured, no clear photographs, no remains recovered. Weatherworkers dismiss them
as misidentified atmospheric phenomena or psychic projections created by exhausted, disoriented
travelers, while others insist they represent an unknown species with adaptive camouflage or
phase-shift abilities. The Assembly maintains no official position, though "storm hound sightings"
appear regularly in settlement logs, often correlating with particularly intense storm events.
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