The Siluvara Codex

Species Index:

Ancient Dryads, and Other Curious Facts

Ancient Dryads have a unique defense against Gaia's Blessing.

Dryads are particularly unique in their interaction with creatures affected by Gaia's Blessing. This is a glossed over way of saying that when a dryad consumes someone who has been absorbed and rejuvenated via exo-symbiosis, death may or may not result depending on the circumstances. This is an entirely unique situation, as it means certain death for absolutely all other known forms of life.

While someone who has been subjected to exo-symbiosis cannot be digested alive inside a Dryad (or anything else), a Dryad may also survive the mistake if the actual seat of her soul is not the plant which did the consuming. 

That is to say, if the Dryad is but a single tree and she makes this mistake, she will self-combust and die. If her soul is primarily seated in one particular plant and that plant consumes someone who has been subjected to exo-symbiosis, she is also doomed. But if she is spiritually seated in one Pitcher Plant in area A and, say, a Fosuyar that is a part of her in Area B is what swallows such a person, the Fosuyar will combust and die, and it is known to cause quite a shock to the Dryad's soul (as verified by human telepaths). This may even explain why Dryads with a widespread presence may not even use their principal location as a place of consumption: she feeds using other plants in her network, if she does at all.

Ancient Dryads are hard to centralize and isolate.

Knowing where the seat of her soul resides, is not an easy task, even for telepaths. While well-trained telepaths can tune into the presence of her thoughts and various signals coming to and from all connected plants under her control, an ancient Dryad can easily mask her central mind as part of the general background noise. In addition, this background noise can even be used to “deafen” a telepath, or overload them with information, generally forcing them to stop “scanning”. 

Upon locating the seat of a Dryad's soul, simply destroying it is not enough. If an ancient Dryad has taken over a vast section of an ecosystem, various missions have shown that she does not need a Spriggan to evacuate the central location of her soul to a new place. Either that, or if she does, she can move instantaneously. Even a surprise antimatter explosion at the known seat of her soul, is ineffective.

This is also something that tends to lead to planetary bombardments – when one is unable to isolate a Dryad, destroying the planet's entire ecosystem is the only way to get rid of her. That is, if she does not have a presence established on multiple worlds at once – an assumption which as of yet has no factual foundation for proof or disproof.

Spriggans are, to an ancient Dryad, a fun way to interact with sentients. For a young Dryad, however, they are absolutely essential to survival.

Ancient Dryads are masters of hiding in the open.

Fairies cannot detect a Dryad's thoughts except by eating a whole Dryad alive – a vulnerability that affects young Dryads but is almost impossible for ancient ones. Thus, while a fairy can see the strong soul aura of a Dryad, an ancient Dryad can encompass an entire forest or planetary ecosystem – making it hard to tell if what one is seeing is a forest, or a Dryad. Generally, the brighter the green glow that a fairy sees, the more likely it is that they're looking at a forest that is entirely a part of one big super-Dryad. But then Dryads can stay “still” for incredibly long periods of time, refusing to react even as trees are cut down to make way for cities... making it hard to tell if they are present. Older Dryads are incredibly wise, and are masters of long term thinking... and deception. A Dryad may even control the intensity of their own aura, to blend in with the local ambience. They may also act swiftly, decisively and catastrophically, consuming an entire city and churning it under the soil to erase all evidence of its existence. Dryads can also enter an active ecosystem of carnivorous plants and, in the spirit of blending in, sprout plants that behave just like the natives... in effect, “Doing as the Romans do.”

Bollar telepaths are particularly well trained in the art of detecting Dryads, if not isolating the seats of their souls. Human telepaths? Not so much.

Dryads occasionally spawn new species of plants.

One way to detect a Dryad in a zone is to spot a sudden new species of plant that has evolved too quickly in relation to other plant life. If a giant naga is strolling through a quiet peaceful forest only to suddenly encounter a vine big enough to swallow it whole and send it to its underground grave, there just may be a Dryad problem in the area. A middle-aged Dryad just might do this, as she is in that time period of great knowledge and not so great maturity and wisdom. 

Middle aged Dryads pose the most potential danger.

There is a period in Dryad development where they begin to understand the virtue of expansion, the more advanced concepts of both magic, and how to achieve a higher level of consciousness. In essence, they begin to expand across whole forests, which will inevitably lead them to control a whole planet's ecosystem. But during their middle age years, which could be hundreds or even thousands of years by human terms, a Dryad is at its height of both power and aggression: which is to say, this is when their power and aggression reach equal proportions. After they pass through their middle age years, their voracious nature actually declines and their magic power increases.

Dryads are highly cooperative and tend to unite.

Fights and territorial battles between multiple Dryads on one planet are unheard of; complete mergers are the rule, and have in fact been observed. Two personalities become one combined mind, and this usually hastens a Dryad's evolution toward ancient status. A lonely Dryad with no other Dryads around, will talk to fairies and humans, and it is speculated that they may eject rocks full of spores into space, to seek out other Dryads – or, depending on the evidence that is to be collected soon, to colonize other worlds. 

Ancient Dryads, however, will not be likely to join with others. They still communicate and collaborate. There is evidence to support that two ancient Dryads, while both being female, may somehow create a third Dryad of advanced (near-middleaged) development.

Dryads have been known to alter or resist weather, geological events, and planetary invasions.

They have been known to eject chemicals into the atmosphere to affect the weather, or sequester and then release massive amounts of oxygen at various temperatures to cause sudden changes in atmospheric convection. Dryads with magic abilities have outright assaulted supervolcanoes, plugging up massive magma chambers with freeze spells or growing incredibly dense tree bark to dam up lava tubes. On Ross-154-D, a Dryad named Isaya somehow managed to hurl an entire frozen magma chamber from a spot 5 miles below the ruins of Nenothab City, at a massive Grue Combine mother ship - at sub-relative speed.

Dryads are avid terraformers.

They like to spread greenery around a planet, and as such they will expand relentlessly if possible. Curiously enough, when a Dryad completely abandons a forest, the plants there continue to live, grow and reproduce. Middle-aged Dryads will cower into hiding in this fashion if they foresee an orbital bombardment coming; most likely the sudden presence of the Grue Combine will cause them to abandon territory to avoid alarming that interstellar empire and precipitating a bombardment. However, when the threat is gone, they will quickly re-take over everything they gave up... and then some.

Rumor has it...

It is said that Dryads can somehow breed with humans and fairies. This has yet to be proven, as no evidence of animal type DNA has ever been found interwoven in a Dryad. This is likely to be a rumor stemming from the fact that Dryads can take the shape of any living thing they have contact with, and can thus have sexual intercourse with them.

A Bollar space pirate once claimed he was charting a planet at the edge of the Greater Magellanic Cloud, beyond the Milky Way Galaxy, when he was consumed by an overhead-lurking pitcher plant, and his nerves made numb while he was forced to watch his body dissolve in digestive juices from his feet on upwards. He was found only minutes later on a world orbiting a red dwarf star, trapped inside a pitcher plant, being sustained within and protected from the harsh atmosphere outside, by a passing Bollar space patrol which itself claimed to have been contacted by an unknown intelligence on the planet. This world was somewhere near Proxima Centauri – a hundred thousand light years away. Bollar telepaths confirmed he was not making the story up and that it was truthful to the best of his knowledge. The story holds that soon after, he was killed by a pirate assassin working from the inside – who was himself killed in turn by guards. No information acquired from the investigation of said extragalactic planet has been released, suggesting that the Bollars found nothing at all, or they discovered something big, or disturbing, or both.

Siluvarans claim that Dryads are the result of food plants given sentience by ancient Silurhean scientists who first created or discovered the Bloodvine. This is often associated with the greater theory that mermaids, nagas and other associated giant and semi-giant sentient predators of the galaxy are all the result of transgenic experiments carried out by the Silurheans, who are considered to be the founding members of the Grue Combine.

Captured Grue Combine leaders have, through telepathic interrogation, yielded strong, perhaps indoctrinated beliefs, that Dryads are the result of a failed experiment by Siluvaran Magicists to create an exo-symbiotic plant, or a terraforming agent to revive worlds rendered lifeless by the many orbital bombardments they and the Grue Combine routinely engaged in against each other.

Ancient Dryads counter-claim that the Siluvarans, indeed all exo-symbiotes, are the second of two Silurhean life stages and that both are, in fact, the result of animal life that evolved from Dryads. The fact that telepathic interrogation shows no insincerity in their belief suggests that, since no Dryad has ever actually observed this supposed evolution, they may have been told this story from Dryads who have come before them. No conclusive evidence exists to support this hypothesis, or that of the Siluvarans or Grue Combine.

