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Welcome to the Age of Myth
Thank you for trying Mythmaker! This book, along with the Player Quick Guidg
provides all the information needed to play, from character creation to monster
motivation, as well as a full adventure.

If you have played an RPG before, much of what you know will carry over {
Mythmaker. If this is your first time playing, take some time to familiarize yourself
xEOE OEATODOIFAO-ATFA-—OEAAAOAT-000A B 91
will benefit by knowing where to find things when needed later.

If you like the game, please check out our full version, coming in 262You
will find expanded options for skills, occupations, spells, monsters, and much more
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MASTERING THE GAME

WHY IS A GAMEMASTER important? Many RPGs appoint such a figure,
though the titlsvary from game to game. Tinéunction is to facilitate the creation
of a story. They dai know how it will end, but thego know a few key things
that will happeralongtheway.

As gamemaster, you will take on a mix of responsibilities, starting with
that of host. You arat the very leashost to whatever adventure you are
presentingYou may also be hosting tipdayergroup at your own actual table

You are responsible fampartiaity. Fair play shouldalwaysprevail. You
are neither for nor against the charactarshep | ay e r s .taskitotedsare y o u r
everyone has a chance to participate and éselouraged to do so

Your job is to manage a crew of supporting characters, villains, demons,
monsters, and the occasional fjogl You must also knowhe basicrules. It is
encouragedhat players know them too, but they will often look to you for
guidance, making you part teach&or doing all these thingswe thank you.
Mythmaker is brought to life because of you.

Firsttime GMs should play it easy until they have a few games under their
belt. Encounters may be less lethal, with foes likely to surrender or flee rather than
fight to the death. Firgime players will appreciatsucha training ground téearn
the rules and become familiar with their characters.

For those new to garmaastering, the best way to learn istim a short
simple adventureThe Candl emaker 6s Daughter, at
designed for new players and GMs.

And lastly, you are the master of this book. Take only what you need and
ignore the rest. ltoés full of tips and

t he

sugge



ONE: PLAYER AND GAMEMASTER

THERE ARE FEW REAEWORLD comparisons to the relationship between a
gamemaster antheir players. The separation of powers seems at first arbitrary and
lopsided. One persagplaysa character, while the othplaysgods, townsfolkmonsters,

and even t he

character 6s

mot her .

Players of RPGs are some of the best people you will ever meatdiyrge they
are intelligent, empathetic, hopeful, and agreeable creatures. And best of all, not one of
them is perfect. For it is not perfection, but the abilityrtake believethat makes the

ultimate gamer.

YOUR ROLE

AN ADVENTURE MAY BE well-constructed
on paper, but it ia G M drsle to make it colorful
and immersive. You will learn to give descriptive
details and to run a retinue of supporting
characters, each with their own little lives. You
will learn toportray the villain and the righteous
alike.

Each GM is different. One might expect
the players taetreatin the face of overwhelming
odds, recuperate, and come back later. Another
may assumehey will go ever forth, despite the
pain and opposition.

But you must try not to impose your own
expectations onto the group. If there is something
you think they should ddhat they are not,
consider adding further narrative. Perhaps the
scene could use more clarification.

Remember that the characters would
know more about their world than the players do.
They live there. Theyshould know almost as
much as you doY ou may choose to prompt the
pl ayer when therebs
would realize or remember, that the player of the
character has apparently forgotten or overlooked.

This is a game in which everyone can
win. Especially if the definition of winning is
stretched to include the various emotions felt in a
typical session: griethope fits of laughter, and
waves of heroic pride.

On the other hand, everyone can lose if
the game descends into the mode of player vs.
playerd or worse, player vs.gamemaster.
Throughout this book you will find suggestions
on maintaining a positive group dynamic.

s omet
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It can be helpful to approach the table you do. ltés mostly the e:
knowing you wil/l ma k e acoumti Resasslregithey Wilhnaticedysur effdita y !
No one is perfectOften players will work with And it will get easier with practice.
you to compensate, and to round out the
experience. 1 Useth&echaracterés name.
Occasionally you will forget a rule. You f Play oncharactebackgrounds.

know itds buried somewhgr gondefse iin8anel dctioris hbetwelrP §Idt S -
points into a short summary.
you dondot want to breakq tdafh wHBPE@MHENSeENd ien td strdich
out, by taking cues from players, usually in

the form of body language.
Stir in spoonsful of description, history, and

However, the story is moving along nicely, and

through an index. It may be bettefjustmake an
educated guessbout the next most logical
occurrence. Estimate the odds based on your own
grasp of the situation and roll a die to see what
happens. Then, refresh your memory on the rules q
after the game. Try not to do this too oftenijn
life-or-death situations. q
Much of the fun of roleplaying comes
from the interplaybetweenthe main characters
and thegame world. As with any RP@&,handful
of dice and a bit of story promises endless nights
of fun and memories.

TIPS FOR ENGAGING PLAYERS

PLAYERS WONG6T AL WAwRttodata YoUu
keep them engaged, or they are so sub#eyou
miss it. But make no mistake, itimportant that

mystery

Present the players with lifelike creatures
and realisticsupport character

Add extra details for

a particularly

interesting aspect of the story or world.
Roleplay through consequential decisions or
character development episodes.
Know when to give the players more
information and when to conceal.
Watch for signs of boredom, being ready to
remedy with an exciting encounter.
Extend good stgtinesd end the bad ones.
Learn when and how to tempt players who

are too cautious.

Try different length games, from oishots

to long campaigns.

Give gentle reminders if a player seems to
be forgetting something that their character

should remember.
Ask ©players

for

fully understand their plan.

Try different genres.

cl ari fi

Encourage players to be open with other
players about their character, even if the

characters not open with other MCs.

Encourage players to take narrative control

whenever appropriate.

Give an accurate sense of how the situation
fits into the greater narrative.

Ask (donot
thinks, feels, or reacts.
Bring on the energy!!

tell)

pl ayers

C



TWO: THE GAME

MYTHMAKER WAS MADE for ease of playThere are threeniqueencounter types
usal to engage players: Roleplay, Combat, and Exploration.

Roleplay is broadly thought of as communicafiagh may be cooperative,
interrogative, or contentious. Exploration encounteprovide information and
anticipatior® they include the investigative, environmental, and the chance meeting.
Combat encounterare all danger and didetheyinclude the duel, thengakattack, and
the allout battle All can be thought of as scenes, and all occur in a setting.

RUNNING THE TABLE When using prgublished contenget to

itk know the sipportcharacters and their motivations
CHARACTER LICENSE IS GREAT: it keeps g enough to roleplay them convincinglyou
players interested. It can however lead the story oy \wishto tinker with encounters or settings to
astray. Should you use your powers as the GM to

give it your own touch.
lead the characters back onto the pathivlaybe, You will discover your own style, your

¢ probably not. Mudmh_ o0fqyYshdhdins, aft'yéur WeSkHeSsks® Yob wil
describing a setting, narrating what is happening  ,5.a your authority challenged. And you will
there, and then asking what the characters do. take your friendzto places they hagve never seen.

ves,t 6s your table, Tor "¢k Eeledal d2ssiGnk to tirld Gour
game at leastt is ultimately your choice whether groove, thatos fine. If vyo

and which optionalor house rules touse, and not a jold if you keep your grip loogeif you

how you ir_lterpret those rules. Does this meanyou g appreciation for your grodpeverything
can exercise tyranny over the group? iaur job will sort itself out.

is to mowve the story forwardwvithout controlling
its direction.

Yes, you do control reality. But when Roleplay the Natural Way
you call for a die check, or when you narrow an  KIDS DO IT whenever they can, when they
MCbs set of choices, i tpfetend,umbichdsl gregt. Research shews thatsfe t o
their own aary,itgetseasier vitlo n 6 you makebelieve as a child, you will benefit as
practice. an adult. But adults should pretend too, to keep

our minds supple and our imaginations alive. And
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thatos just for starter &M hadohe bestywantagedsint framrwhichhte f un
It 6s al so about e s ¢ a p idscite if @ha side getdttee jung pni the other, ooiff
adventur e! It s t he t hr bothlcanatfackinahe sameitgm.y our | i fe or
line, even if only in your imagination. Published adventures provide combat

There is a reason players often state stats for monsters and support charactersS@a
character actions in the first person, as if they are Rostersandcombat stat block§Someencounters
the one performing the action. At first it may may involve combatIf so,you will find af o e 6 s
simply be a conveni enc ecomabsgorestthe MCRvishesito fightsorheenre t h an
Aimy character . . . 0 H o er somethindgor whih nio stats@re pravided,yais , o n
gains that unige feeling of connection attainable will need to create some on the spot.
only in roleplay.

Do we need escapism, like food and CALLING EOR DIE CHECKS

drink? The things we encounter in RPGs are so .

far out of the norm that our imaginations are put OVYER THE COURSE OF a session there may be
to the test. When you are in tune with a dozens of rolls to determine whethe_:r actions fail
characted and this is true for GMs td@othe or succeed. Both MCs and SCs will make rolls
throughout the game. Stat checks are made when
a character uses one of their stats. Skill checks

t est a chsaracter 6s ski

story transcends the game.

Nonetheless, too often stories are forced
to fit into an imperfect format, or complex game : .
system, as they strive to merge fantasy and reality Typically, a roll is called for by the GM,
with immersion. Too often players of one RPG or ~ however not always. The player may, through
another are expected 't Odegugtlgnt, gpeﬁst Wft?f” & p@quHITr a®on vt n
is so hamperk by rules, the result is little better requires a roll. It they offer to make_ i, let them.
than a wooden prop in a play. Combat is often L|keW|se,_ they may attempt many things that they
confusing, mechanical, and tirgensuming. expect will trigger a @ check, but do not.
After spending hoursmaking the slightest Key rolls will be indicated in published

progress, who can blame the player that loses the adventures and ot_hers may be call_ed for as
thread. players explore their options. Many die checks

Mythmaker is an attempt to bridge the are preceded by some sort of lagd Others

old and new schools. Based d®tter rules are come as a surprise to the players. Some are

good, but fewer rules are betteks a system it written into the adventure, othecome up as _
seeks first to exist separate from the story, while even t, s unf 0 I d . The two mai
being a useful vehicle to drive the narrative. It and o6reactiv €o. .

rei magines the RPG from F%!antgd@ Many S{:eélqsm\g)lyeaaglantqué‘]eg e.
The books holdnstructions concepts, character check or two, in which case the stat or skill

options, tips for play, an adventure, and GM will be listed in boldThese are placed during
tools. But it is yod (the players’and the creation throughout an adventure wherever

gamemasten)vho creates the story. You are the the a_lut_hor desires. '_I'hey will mcl_ude a
mythmakes. description of what action(s) would trigger a

The point is, there are many reasons and roll, which §tat(s) or skill(s) to roll against,
many ways to roleplay, but there is only one and what will happen upon success or failure.

wrong way, and that is to have no connection with Reactived Thes_e happen whenever some

your character. If you want your players to unforeseen action by the MCs hasac_hance of
roleplay, first let them./failue; Wh?nhcgafqt%sodﬁ 60{n¢tly1g fhatj ¢ o
but they are still havig fun, let them do that. the writer did not anticipate you will Have to

However, if you want to encourage them, you de;[jemr]]mehwhlch sta;tor skl(ljl to roll against,
may have to set the example. and what happens afterward.
If someone tries something tgatnot

. detailed in the rulebooksnless you think there
Combat L ogic would be some chance of failure, just let them do
THERE ARE TWO SIDESo every battle. It is it. If there is a question, the quickest way to tell if
important to monitor how each approaches the a character can perfornm action is to determine
fight since an early advantage on one side or the which of their skills orstatsis most relevant and
other often translates into victory in the end. The thenhave them roll.




Damage from Falling orfrom Falling Rocks

As gamemaster you may ask a player, Height Damage
iwhat would vyour charadipernt oddONjoldebet t er t hei
chances?0 |If t heir i ded&dpstem280Nyo2dét h it , awar d
them a bonus die. Up to 30Nj 3d6
You can award a bonus die if you think it Up t o 50Nj 5d6
is deserved, or a penalty die if warranfédrious Up to ONj 7d6
factors may come into play, such as the Up t o 10 0 NjLod6
conditions under which the action will be
performed, the current state of the character, and Rocks

any help they receive.

Certain complex actions require the use
of two stats. If so, two rolls are made, both of
which must succeed. Depending on the situation,
the rolls could be made simultaneously or in a
certain order, in a single turar over successive
turns.

Unopposed Die Checks vs Opposed
Determining whether a die check should
be unopposed or opposed usually hinges
on whether it is against avhat or awho.

For instance, a character trying to
force a door open, rolls against a targe
number using their strength score. The
roll is added to their STR and must total 10
or higher. This is an unopposed roll.

However, a character trying to
force another character to the ground pits
OEAEO——3-24 2—ACAET 60
characters roll, adding their strength
scores, to see which totals higher. This i
an opposed roll.

FALLING DAMAGE

SHOULD WE CURSE GRAVITY when we fall,
or praise it when we
space?

If someone trips ofé cliff or plopsinto a
pit the damage is determined basedhe height
of the fall and the solidity of the landing surface.

It doesrit matter as much how the fall happerss
how it ends

The damage is figured the same for
rocks depending on the heigfrom which they
fall. The table considers rockisat fall naturally,
or are pushed from an overhead ledge, or that are
part of a deadfall trap.

1 Damagas for arockweighingfrom 20-40lbs
(Volleyball size).

1 Reduce damage by half for smaller rack

1 Double damage for largeocks

Falls

1 Damagds for landing orthe ground

1 Reduce damage by hdfifa soft landing.

1 Double damagéf landing on arocky, or
jagged surface.

The chance to avoid a falling rock
depends on how it fal If a charactertries
dropping a rock on someone from aboiteis
considered an attackh& chance to hit ibased
on their ATT. If rocks are falling from a trap, the
trap description should have the damage range
based on rock size and height of fall. If someone
is moving through an area where there are
random falling rocks from a weak ceilietc, the
GM must know the oddsof one hitting a
character

Read-Aloud

Text that is meant to be read aloud isn
italics. It is sandwiched by other
information for the GM to read to
themself. Readaloud text is intended to

d o n ke same ¢f the work effithe GM. L wogkg |

well in situations where something is
easily predictable or in describing a
setting.

However, just because a read
AT T OA OAAOGEIT EO b
you must use it. You may prefer to
describe things in your own words. Or at
the very least you may need to modify the
text as you go to account for changing
circumstances. And remember, it will
sound better if you have first read it to
yourself during sessionprep.

DI OEAA;



Horseplay

Horses had such a large part in the stories 0
I 60 AT AAOGOI OO0 OEAO E
them in your game. They may play a smal
role, as in leaving hoofprints that can be
backtracked to a crime scene. Or they ma
be indispensable, such as when thearty
needs to chase down a horsdrawn cart to
get their treasure back.

The quick guide rules do not allow
for fighting from horseback, however there
are still reasons for characters to want a
horse.

91 Travel time can be reduced a steed
AAT 11 O6A Op O o
Fatigue can be lesmed.

A horse can carry more gear than g

porter.

1 A horse may alert its owner to the
presence of danger.

T
T

Rearing Horse
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THREE: FATHER TIME

=

: e, and BedwyySimon Vouet 1627

S

Father Time Overcome by Love, Ho

&

THE GM IS AMASTER of time as well as space. All the tools of pacing and timing are
yours to use. All history is at your commarihd the future, it is clay in your hands.

For the most part, time inside the game will go unnoticed as the characters conduct
their busines$ but there will be instances where time is of the essence. Often the game
will progress as if seen through a time lens. ¥aarun slowmotion combat scenes or
fastforward downtime. At one moment tlyeais may fly by. At another, the seconds fall

and pile up at your feet.

(WHY) TIME MATTERS

THE PASSAGE OF GAME TIME almost never
matches that of playtime. Players gather for a few
hours weekly, maybe more, maybe less. In those
few hours, time in the game will pass at wildly
different rates, depending on what the characters
are doing.

Movement rates rely on time, as do
healing and many triggered events. As time goes
by, seasons changeharacters gain skills, and
events on the world calendar come to pass. All
these things and more are part of the realism
attainable if timekeeping is done.

Sometraps or puzzlehavea time limit
In a fight the passage pfst a fewturns can make
a big difference. Combatants who can strike
multiple times in a turn have an obvious
advantage. Similarly, many actions are measured

by the turn. Meanwhile, downtime, travel, sleep,
or mundane actions may be summed up with a
short description, noting the total time elapsed.

Eventually, the hours, days, and weeks
tick by. Many longrunning campaigns take
months to play out, in which years can pass inside
the game. Characters may age greatly over the
course of certain adventures.

How the characters experience time can
be just as important as their sense of place.
Narrate the passage of time with occasional
references to thgeason, theun,or themoon.

Oneway to implement time is to have
SCs make appointments to meet the party at a
certain time and placé&nother is to limit the time
a player haso makea choice, based on how long
their character would havé hesethings will
keep the game moving and increase player
immersion.



motivation is important. It allows the plot to
Before the Beginning evolve logically.
All adventures feature introductory and

background info. This summarizes the TIPS TO SAVE TIME

state of things as the story begins, and it . .
may hint at a range of possible endings. Snl:lf ?ﬁ;eRfloEreR cvaeipf;ﬁutgecg?nr;qgt?g;t
Youdoryoursell-and-yourplayers a_tavoy you should focus on the parts of the game that are

when you preview an adventure before :
) : — P most f ndtr her ki
running it. Otherwise, certain thingsw | 0|0 Ca?]St un andtry to get there as quickly as you

make sense, to you or to the players. But there is a fine balance between
Part of the strength of any scene

— > e s , =1 < aying _time. ushing things..along too fast.
Al TAC £OIT  OEA - 610 E§I 2 &%%n%e%lal mo nﬁtpto absorb new
PESEEREHION. A.S you~read ahead and information and to think about how their
prepare, you will-naturally” think about character would react. Below are a few ways to
how best to present the material. keep things moving.

Main characters have their own 1 Be prepared

backgrouhnds. GMzan plaﬁlers should S.IUd 1 Learn when to push things forward and when
o CTU Do) e Do s Ll to leave well enough alone. If the group is

BlEE=ERIs _help_s_create A m_ental imagey having a good time at somethigguthink is
them and identifies anypossible mistakes taking too long, consider letting it play out.
mage:in-creation. 1 Eliminate outside distractions: make it a
group priority.
i Encourage and thank players who are

INTERNAL TIMELINE prepared and engaged.
A MYTHMAKER ADVENTURE, like every T I mprov! | f you donot kno
story, has a past, present, and future. Its past something, maké up on the spot.
includes any background information giveninthe  { Discourage small talk during playBe
introductory section as well as any character prepared to kill conversations that ao#f
backstory. Its present begins when the players topicif they go on too long.
first take control of thie characters. Théuture ! In combaj consider usingthe average
depends on a clash between the plans of the damage optiofor monstersrather than roll.
antagonist and the plapf the main characters.  Let players know you willldp thosewho are
A strong start is important to a story. not readyfor their turn in combat

Many adventures seek to hook the player with an ¢ |f ysing large numbers of foes (minions), let
impactful ~ scene. | n The Candl e mghK & twl fits kill them: one hit for weaker
Daughter, that comes when Jack arrives at his minions, two hits for larger ones.

brothero6s door only to ¢ ivagpabtBcBres tHatinGolvé@rBst afdrdvel,P € € N
only playing them out for specific events

Reskin or reuse past villainsrather than

making a new one for every occasion.

gravely injured and Lucy is missing.

Introductory scenes may offer little for q
the MC to do. Some wait until the end of the
scene to give the player control of the character.
This is when the character steps out of their
background, and into their future.

Most adventures use two means of
advancing the plot. One is the timeline, in which
predetermined occurrences are scheduled to take
place. The other is more organic. It incorporates
t he antagoni st os reacti ons t o unt oreseen
resistance, such as the MCs reprg. This is
wher e t he GMb6 s knowl edge of t he vill ainds
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FOUR: MAIN CHARACTERS

WITHOUT THEM, THERE IS NO STORY. With thenthe RPG outshing bothnovels
and moviesPlaying a characteprovidesan opportunity for players to escap to
embody traits they do not have naturallyopers a dooy not justinto another time and
place but into the self. Sahe rise of roleplaying is no surprise.
The main charactef(sor O pl ayer ¢ h amakedécsionsthatteke you pr ef
the story in unexpected directioftteactesempathy by seeing the world through someone
e | s e @ BICsengke the players feel connected and invested in the story

What does each one want?
Why candét they get what
What will they do to get it?
Why wonoét it work?
As the gamemaster you present a world
that has one purpoddo give the characters
something to do. We often start them off in
extraordinary circumstances only to watch as
they make everything even more incredible.

As the GM you get toalk to the MCs
through your support characters. Get chaigve
an SC befriend them. Use them to engage the
charactersAnticipate their needs. Get to know
them.(When you look at the support characters
in whatever adventure you are running, pick one
or two right from the start who might try to get
close to the MCs

THE MOST IMPORTANT THING

THERE IS AN ARGUMENT that the main
characters are the most important partaafy
RPG Itissummed up invhat happens when we
create a collective imagination where mange
figures step out of thin air into a shared reality.
This unique experience allows players to use their
creativity to have fun and connect with others.
Although there are other key elementmain
characters serve a special purpose the other
elementamot.

Consider the following questions about
the story in relation to the characters.

1 Who is the story about®ost stories
revolve around the relationship between
a protagonist and an antagonist.

= =4 —a -9
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Bucking Fate

The PQG presents one method for rolling
stat scores. This is to roll 3d10 and take
the average. As gamemaster, you ma
allow your players one of several options
to improve their odds. You may also use
one of these options when making SCs.
1. Have them roll up their six stats and let
them put the numbers where they want.
2. Gve them one free point to add
wherever they want.

3. Let them roll one stat (of their choice)
with a bonus die.

4. L1A0 OEAI OAOII1 A

Heritage & Social Hierarchy

IN THE PLAYER QUICK GUIDE social
standing is boiled down to a skill. Those with
only one level intheir chosen Heritagare the
lowest class citizens. They may be looked down
upon and barred from certain functions.

Social encountersanplay a large role in
Mythmaker Accordingly, there are a number of
social skills for players to choose fromhese
provide tools to influence social situations,
whereas social standing acts as huiltlout.

Working With Backstory

CHARACTERS ARE BUILT partly from cold,
hard facts, and partly from softer, warmer ones.
Their statsand skillsare used to drive the story,
while their bacigroundanchors them to the past.
A good backstoryencourages improvisation,
which allows the game to take the form of a
dialog where the player speaks for their
character, and you speak for everyone else. It
EO OEEO OAAAE
characters and MCs that brings roleplaying
into the limelight.

A family tree, a short life history, a hand
drawn map of their homeyr a journal are all
things that help define a charactétremade

characters offer convenience and they come with
a ready backstory, but many players enjoy the
freedom of making their own.

Depending on the adventure, a

charactero6s backstory <can
storyébés prologue, or it ma\)
influence. Or it may be that thegdastis extensive
but in no way relates to the greater stand is
there simply for. the pl aye

For mostadventues, a paragrapbr two
of backstoryis sufficient to give an idea of the
origin and motivations of the character. As the
GM, you must know when to encourage the
pl ayerds creativity and fre
their backgroundchoices.Mostly you will want
to give the player <creatiwv
give the MC gamdbreaking powers and if it

doesnot infringe on the ot
let it be as they want it. Skillful gamemasters find
a way to work it undpnaro t he

at least, into its resolution.

Give your players a short history of the
main adventuring area, including any information
on laws, money, customs, politics, religion, and
anything elseof note.Suchdetaik help the player
and the character to feel at home. It gives the
party a few hints about the grand purpose of the
campaign. Such descriptions are typically

included with any prenade adventure. If the
player knowghebackstory of the area, they may
latch onto parts of it that relate to their character.




12

Late Medieval Market Scene

FIVE: SUPPORT CHARACTERS

SUPPORT CHARACTERS MAY include a teacher,
or a love interestit is anyonebesides the MC. Pnmade adventures are full of them, and
this chapter will show you how to get the most out of them.

The same things that define main characters can guide the GM in playing SCs.
Supports often come with more than just a name and occupatiany have hidden

talents, and each has their own personality.

A CAST OF THOUSANDS

NOT EVERYONE THE main characterameet
shouldbeoutto kill them Some jusivanta little
of their time, or ahandout. Othersieed some
serioushelp. mewill disturbtheir sanity. And
afew might everproveuseful

Many adventures start by introducing
one of your speciadupport charactsr This may
be the antagonist, or someone the MCs know and
trust. It may be a mentor, friend, local official,
family member, or some other colorful
personage. As the charactengplore,they will
often meet them again, either with questions or
with steel.

There are two types of SCs that populate
the game worldmajor and minor. Major SCs
play a large role in the adventure and are given

more depth, which requires more from the GM.
They mayneed stats, skills, ana halfpage of
backstory.

Minor SCs areoften created on the spot
to fulfill a specific purpose for the MC&ossips,
shirt-tail relations, anghop keeps, are just a few
minor types. There is no reason to compute
combat scores for most minsupportcharacters.
They appear only briefly and serve much as living
décor. They may have some small role in
advanci ng gbah er theyamay yust s
impede the party.

Characters will naturally gravitate
toward certain SGswhile others will quickly

a

wear out t heir wel come.

patience with some vital clue to a current mystery
or information on the whereabouts of an enemy.

R
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Most SCs require diplomacy or creativity
rather than a haeindslash response. Severe
repercussions should follow if one of theain
charactes kills a random citizenAmong the
tools in a GMos kit,
the most useful. Often, all that is needed to temper
a characteros
whatever law or religious tenet they may be
violating. Nonviolent solutions to problems pose
a test of ingenuity and will.

Try to make time in your games to
include family. Not all adventurers are orphans,
and besides, | ife shoul
a passing refer esisiereor t o
brother adds an element of realism to the story.
Search the characteros
such commentary.

When MCs make it to town and take rest
at an inn, they naturally inquire for the news of
the day. Supporting characters are the vehicle by
which that news is delivered.

World development obviates a history, a
present day, and a future that can only be guessed
at. The affairs of kingdoms go on with or without
the MCs, forming the backdrop against which
their own plans fail or succeed.

RUMORS, NEWS, & LEGENDS

SPREADING GOSSIP IS ONE way fgou to
roleplay giving away information. Rumors, news,
and legends are especially helpful to the sandbox
style of campaigh even to the more focused
long quest modél but almost superfluous to the
oneshot. Just be sure thatumor can either be
substantiated or disproven somehow. In other
words, be ready if the players decide to
investigate.

Published adventures may include
tailored rumor tables. Homebrewers will want to
come up with a few of their own. Refresh your
list from time to time with new information as
t hings
time goes by, use news that comes from nearby
lands and things from your world timeline.

SC SHEET & ROSTER

A SUPPORTING CAST INCLUDES everyone
in the world exceptthe main characters, even
those who will never come into plgyou just

k now tdutehgrésoreewhergkeeping the
world turning. Even certain intelligent monsters
can serve as SCs.

outsi de develop. psl ay @Argsged. |

Supporting characterare built just like
main characters. Mossupport character are
sufficient with much less detailhe less integral
they are to the story, the easier they are to build.

t h Eheirsheethaveraboutyhalffthie gize ofehosedor o n e

MCs. Minor SCs may amount to no more than a

reckl es s nmamesan ocsupatiorpadiatpeérdormlityr e f er enc e

Published adventures will include a
support characteroster, and so should your
homebrewed creations. Those characters on the
roster who have larger roles to play may also
appear on their own sheets.
dnét be alll adventur e.

ANCIENT OCTUPATIORS
T C TI AR eg for
ydc\)/aerﬁﬁtrléS (a?s (t%gf th(gl\é?a{yer l%?}tis i %wde
Players are presentedwith a narrower list of
choices. Most occupationsire more suited tthe
supporting characters that make up much of a
typical gameworld population.Practitionersof
thesemay be sought by the main characters for
the valuable services they perform. On the other

hand, perhaps the MCs are sought by them to
perform some service beyond their own skills.

Eve

add

Services

SERVICES ARE AVAILABLE through support
characters with theight occupation Prices are
averaged for anediumsizedservice(something
that might take less than a dayhey may vary
depending on thgob. For instancecharacters
could hire an accountant to help figure out who is
stealing from the treasury, which is pretty
straightforward, and can probably be done in a
day. However, if it will take longer, or if danger is
involved,they should expect to pay more.

Some services are needed on a T
basis, but many will be of the singlse type.
Many come with a satisfaction guaranteed clause.
If confidentiality is a concern, it should be

Terms of payrHe%t may vary: pay up front,
pay upon completion, or half down and the other
hal f when done. And demndt
just for material gopods iyou scratch my
I 61 | scratch yours. o
Bear in mind that certain services charge
extra for expensesuch as when hirg a bounty
hunter, and thein turn need to hire a locksmith.
Some charge extra for supplies (Carpenters,
Alchemists, etc.) and others have a flat fee by the
day.
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Accountant ~ Balance accounts; make inventories; tax services; investment advice. 2S
Actor ~ Impersonate someonentertainguests. 3S
Alchemist ~ Identify unknown substances; mix medicines; treat poisonings. 6S
Armorer ~ Build, customize, and repair armor Kkits. 6S
Assassin~ Dispose of enemies; kidnappings by special agreement. 50G
Astrologer ~ Give advice based on star signs. 2S
Artist ~ Render a likeness; illustrate great deeds; immortalize important events. 1G
Barber/Beautician ~ Make wigs; cut and style hair. 1S
Bard/Minstrel ~ Entertain guests; distract a rival. 4S
Bearer/Porter ~ Carry equipment, sale goods, or communications on foot. 2S
Bodyguard ~ Provide a deterrent to unwanted attention. 1G
Bounty Hunter ~ Find and apprehend wanted outlaws. 25G
Butcher ~ Gut, skin, carve, and package a carcass. 2S
Carpenter ~ Construct something: a boat, barn, house, gallows, etc. 2S
Cartographer ~ Surveying and mapping; charting a route. 3S
Clothier/Tailor/Seamstress~ Design and make clothing; mend minor wear and tear. 2S
Cook~ Prepare a partyods meals; cater food2Sf or an oc
Dancer ~ Entertain guests; distract a rival. 4S
Doorkeeper~ Announce visitors; deny entry to the unwanted. 3S
Dream Interpreter ~ Find the hidden meaning of dreams. 1S
Driver ~ Operate passenger vehicle; deliver special packages. 2S
Engineer ~ Design larger buildings; oversee their construction. 2G
Embalmer ~ Ready the deceased for entombment. 2S
Eunuch ~ Guard royals and the fairer sex from unwanted attentions. 8S
Exorcist ~ Banish ghosts and demons. 3G
Fisher~ Catch the &ébig oned; feed the part 2S
Guide ~ Lead a partyhrough unfamiliar territory. 5S
Herbalist ~ Identify plants; locate rare herbs, treat illnesses. 2S
Historian ~ Research and reveal ancient knowledge; add events to the historical record. 3S
Hunter ~ Track or stalk prey; catch game for roasting. 2S
Interpreter ~ Read or speak foreign languages. 2S
Jeweler~ Appraise an item; create a special piece. 3S
Lawyer ~ Give legal advice; argue case in court. 2G
Locksmith ~ Open locked doors, chests, etc. 5S
Mason ~ Build with brick, block, or stone: foundations, walls, bridges, etc. 1S
Metalsmith ~ Fabricate special items; fix broken implements. 1S
Oracle ~Provide spiritual insight and advice on upcoming endeavors. 4S
Overseer~ Direct the progress of a work project. 3S
Sage~ Provide answers and guidance on different questions. 2S
Servant ~ Fetch water or food; help with personal needs; manage appointments. 3S
Spy ~ Discover enemy secrets; plant false information. 4G
Tattooer~ Me mor i ali ze a deed; mark a sl ave; 588ecorat e
Trapper ~ Catch game or exotic creatures. 4S
Warrior ~ Engage in combat against employer @8 enemies.
SUPPORT TYPES one or more of the following angles:

EACH OCCUPATION PROVIDES the basis for ~ occupationally, — personally, — accidentally

archetypes SCs can include humakin, gods, impprta_nt types includethe authority figur_e,
dream entities, inanimate sentient items, family tie, mentor, quest giver, key holder, rival,
imaginary friends, orritelligent creaturesThey imposter betrayer, friend, foe, or follower.

al tend tointeract with themain characterfrom
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The Twelve Anti-Archetypes

THE PLAYER QUICK GUIDElists twelve core
archetypes, but there am@® dozenmore that
comprise the opposi@r anttarchetypes. These
alternate behavioral patterns are not as common,
but worth examiningYou may g@ply them to
your support charactes makethem available

to your more experienced players

ANTI -HERO: A sort of hero substitute. They are

flawed in some way that subverts traditional
heroic attributes, yet still central to the story.

DagofromThe Candl e makiseand s
example otheanti-hero.

SKEPTIC: They do not believe in magmr the
supernaturalat all. This would be ok if they
wereno6t al ways tryi
others. Extreme cases may even possess some
mild resistanceor project a field of antmagic.

LEMMING: Their obeisance ttaw-andorder
borders on slavish. Ironically, they often fall prey
to the very systems they folloand supportor
they look the other way whertheir leaders
commit atrocities.

HOMEBODY: The world beyond the horizon
holds little interest for them. Keep the hearth
warm, is their mantra. All the comforts of home
are all they need. 8ts surprise theycan get
rather fierce in defense of their residence.

FOOL: They come in many kindsiseful idiots,

| ovabl e di mwit s, 6sl ow
name a few. Many excel in other ways than
intelligence. Unfortunately, too many fools think
they aresmarter than they are.

LECHER: They revel in despoiling innocence.
Theymayk now i t & cawmotseenygto
stop. Those who aspire to new heights of depravity
oftenbecome serigbredators or evemurderers

VANDAL: Some vandals view themselves as a
necessaryorce of naturelike a barrier against
excessive progresSome are driven by malicious
jealousywhile athers feel a certaisimplejoy in
destruction.

TYRANT: They often come to their position of

power through nefarious means. They are
vengeful and combative. Their rule is painful to
their subjectsTyrants despise the weak, though

ng to

they themselves cowards

underneath.

are generally

MURDERER: Not all who kill are murderers.
State sanctioned executions no more make a
murderer of the executioner than does war of the
warrior. Killing in self-defense or by accident is
not evil. Beyond ths the line is drawn. Straddling
that line is killing for revenge. The persons to fear
are hosewho enjoy killing, asickness inwhose
soul destroys all reverence for life.

NARGISSHST: eThe sort of seHove felt by
narcissistsif left to ferment, creates a poison in

the heartThese peopleseek to be adored as much
as they adore themselves. They can be dangerous
in positions of power.

se{r ead their disbeli
KILLJOY: They come in several formSome
killjoys are downright antagonistic in their
indignation. Many are simply humorless boans
wet blankets.Others aspire to cynicism and
criticism! And the better the product, the harsher
their words against it.

ef

HATER: These heartless individuals thrive on
causing pain. Even when they speak the truth it is
soaked in vinegar. Thgreatermreaction they get
the more hate they pile on. Théiggestjoy in
winning is that others must lase

GIVING SCs A VOICE
WHEN PORTRAYING A support character, you

ayor may not affect an agc ner| f
peech %%tﬁs%% % eacr‘w‘;i (%I\jj :]flil P
you should do, at the very least is to somehow
differentiate one SC from the next. This adds to
player immersion and hedpthem to remember
the different people they meet.

Not every SC speaks the same language.
Some may not speak at all. However, most are
there in the story to either ask somethingauf
tell something tpthe main characters. Actual
dialog is often the best way to do this.

Players may be expecting to get more
information than mere words can convey, and so
when you play your part you can add unspoken
clues. You can add tone to sound skeptical or
guilty, even if your words say otherwise. Body
language can also be displayeddesscribed to
give unspoken clues.

If you choose to voicact a portrayal,

you shouldndédt worry that

t



16

quite right Only foreigners or Humakin should
probably have accents. If you choose not to act

if the players also do not.

One way to adopt a voice is to imagine
what the character looks like, and from that try to
imagine what they might sound like. This can be
done spontaneously anytime you have to
improvise someone on the spot.

SHORTCUTS TO ROLEPLAYING: Try
these tips when portraying a support character.

A Thereds more going o ncodehaacon previelsyalsystemse They gam be

Act preoccupied, oras if the SC has
something to hidegr maybe they just wartb
aska favor.

A The inside is bigger than the outside. Play the
extreme character as if they were even worse
on the inside é as if
how bad you are. Justify your actions when
the main characters confront you by saying
you meant to gevenfurther. That you were
showing mercy.

A Aim for authenticity, effectiveness and
impact Many GMs practice a few lines of
dialog before trying a new SC on the group.

A Have SCs question a character about their
life. Pick something for them to have in
common and have a conversation about it.

THE LAW

OFTEN IT IS THE CHARACTERS inan

adventure who administer the law, though they
may do so from outside the legal system. And if
their methods avoid harm to innocents the

understanding i s, al |

6s

many stories have room for and use for a police
out your end of t he e n cforoemtsenre,sortditdsrihigt whdkeep thepeace i s e d

when the characters are off doing good deeds,
perhaps when the characters break the law.
Societies without laws are shdirted

or

compared to those with laws. The laws from place
to place, and from one age to the next, will vary

little. All will serve to maintain the order and
structure of their so
to learn a lawbook to roleplay a lawman.

we

ciety

Most legal systems are based on religious

boiled down to a set of prohibitions including the
following. These prohibitions are listed in an
arbitrary order of importance. Different rulers

will order them to their liking.
1. Treason

y @.uMurder hol di ng back just

Theft

Fraud

Destruction ofproperty
Perjury

Civil unrest or disobedience
Heresy

Adultery

0. Assault

HOoo~NO O R

Punishments tend to match the crime

when feasi bl e, as 1in

6an

social standing has a bearing in many
jurisdictions Royals can get away with things a

peasant will be &ingedfor.

€}
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SIX:SETTINGS & SCENES

WHERE WOULD YOU GO if nothing stood in your way? If you could sail the seas of
time, which port would you visit? Gaheadtake your pick. The whole of the Earth lies
through this doorway. As you visit mythic shores your role becomes that of tour guide to
the players.
Adventuring implies a destinatioAldventures occun aplacewith a past, present,
and future. This is important to those who live therga@rt charactsrwill tend to interact
with the main characters on that basis rather

EVERYWHERE & BEYOND a short description. Some will be only partly
) described afirst andthen added to as needed.
A SETTING IS PRESENTED as the main

: ; The goal is to make players see through
characters would see it. Itturns into ascene asthey | | o j

. . . . r characterb6s eyes, t
:lii(vee?fr:g):cfﬁecnve settings facilitate scenes that  ganeric reason to engage with the world. You will

; . need to provide just enough description with sights
Stories are created when the dynamic P J d P g

, and sounds to draw them in.
between the setting arttie characters causes a It is important to give some description
narrative flow. Settings will have many of the  potore any action can occur. Descriptors can
following aspects: a name (possibly more than ;" "= | ,'de man y things incl
one), a role, a history or reputation, geographic ’

" her. ti hei di elevation, or lighting. Maps and illustrations can
ﬁ;[g'remes’ weather, ties to their surroundirays play a big part, as well as written descriptions

marked read aloud You may also improvise,
o , describing a setting as you see it in your mind.
of detailing a setting although you should feel free Mgany ad\?entu)r/es featurey reatbud

to add, subtract, or change minor details. o \When you come to italicizeéxt, read it
Espemally in those settings that have a life of 'Ehelr to the player. This helps accurately convey certain
own in the characteros akéﬂ/se eht§. -Obviously only so much of any

. ﬁome‘settiMngs arg"rathﬁr Sletailed_ and t?ke scene can be realoud since the actions of the
time to describe. Most will probably receive only characters ariargelyunpredictable.

Published adventures often do a good job
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Readaloud sections only narrate those
things which should be obvious to the MC. History
and other facts malye made known to the player
if and when you see fit. Look for places to interject
bits of information when the time seems right.

Handouts are
box. Many adventures include them in a special
OExtrad section. These
illustrations ofwhat the characters see, a portrait
of an SC, or a letter.

It is common for ap adventure to have
more settings prepared than are used. Certain
settings may be consciously avoided by the MCs.
Others may be simply ignored. Some may never
be discovered. Similarly, there are many more
scenes possible than can actually happen. Any
scenemay go in several different directions. The
actions taken therein ripple out into the scenes that
follow.

I'tés al so common
to leave room for the gamemaster to flex their own
creative muscl e. Donoét
settings on the spotA GM must stretch their
imagination to be prepared for the more likely
possibilities. As the MCs explore, and the

anot her

for

Treasure, Possessions, and All Else

MOST ADVENTURES LIST SPECIFIGtems
that may be found along the way. Generally,
treasure is found where a conflict or test of some
sort, confrgnts the main characters., On the other
h atnodo,q mu @ h t @te t%’ﬁ/‘e0 Swor |
but is not listed. It may even be mentioned, and
mUch ¥ aIIu%e%I to,tye(t it rﬁafl He' sgfely T@uhda
that most things are just not up for gralbs.
between are items that are listed for sale

So, how does the adventure writer decide
what to list and what not to list? The answer is a
matter of efficiency. The writer lists those things
they think are the most important, and everything
else is implied in their description.

And how does the GM handle situations
when the players take an interest in an item that is
not specifically listed? That is a matter of using the

eati vit

GMés, superpower cr

o il sstififled By Setiry Hisistion
@%kerfas?'r aid up
MAKING A SCENE

A SETTING EXISTSmostly as potentialA scene

to make n

campaign develops into an ongoing narrative, the  occus when an MC steps intthat setting. There

increased pleasure of-coeating a story will make
the entire thing worthwhile.

Much of a settingbs
to the playero6s i magin
place is a solarium th

plants and light. You may know all sorts of
particulars about the varietied plants and who
tends the, but not say so until the MCs show an
interest. Also, many settings take on a different
feel depending on the time of day.

Settings include sacred and magical
places, wilderness lands, rural, urban,
underground realms, ancient ruins, the

dreamlands, and many mor&Vith published
adventures, thesettings are important to study
ahead of the game, or thesan come off as
disconnected props in a play.

The making of a believableworld and
lacing it with various adventures is a job for those
creative souls who enjoy the task of creating
fictional realms. The act of developing wilderness
areas, communities, ruins, castles, and kingdoms,
enables the creator to see the parts as a whole.

a

e

may be plenty going oin a setting behind the
sceneswithout the main charactert may even
tawesah Imbaptton urfoundivgrsettinBat ohle f t
dcénesrare rol€playeck i mpl y saying

p | a wany ddgentureis staktith & few rhtiser i t
structured scersdo set the tone and to geirtbs
rolling. As the storyprogresss structure can be
increasingly abandonedlT hat 6 s j ust
taking on a life of its own.

Adventures present settings as they
appear at a @gnt in time. Some include
suggestions for how a setting might change over
time. In this waya setting has its own dynamit.
may be radically different from one visit to the
next, making the original description obsolete.

Newsabout howthe placehas changed
may reach
per haps, is the
can expire, or be exploited by another, if the party
gets there lateThis is all to say that the scenes in
any setting have endless possible outcomes.

A Recipefor Villainy

IT MAY COME NATURALLY for some GMs
but playing the bad guy can be hard for others.
However, since players gravitate toward playing

dods

e w

t hsMoeehnportantiyt, e r 6 s
probabil it
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fine upstanding citizens, you will need an army of At the risk of plowing this field too deep,

villains. Their motivationsarethe key to making your villain probably sees tireactionsastotally

them authentic. Just d ojustified. Dfoan 16lt Wwasbet hechampe ot

assuming that their goal is always to do evil. one scene in which the antagonist tries to enlist the
Thereds no need t o rpartyiTlep mayiever iniiialy assime rthat ahe

pack of ghouls falls upon the party when a rabid MCs are on their side or should be.

animal attacksltés just what they dd?erhaps the As the villain gives his big) am the good

easiest villain to play is orgimensional. They do guy speechmaybehel holding the party captive,

evi l for evilds sake. Y ar someotharliitie thing dike that.After alintlok e  u p

reasons when they take up against a party of do  else can he make them understand his master plan

gooders. for a new orde? ((Evil laughter rings through the

Certain encounters will naturally be corridor))
antagonistic, or combative, because certain
creatures and SCs automatically see the characters
as mortal enemies. If you need a beast that will
attack on sight, thBestiaryis full of them.

Sometimes a deadly situation awaits only
the one wrong move. A bear may seem aloof until
you get between her and her cubs. A ghost might
seem harmless until a character mentions the
wrong thing. A sphinx may let you pass IF you
answer its riddle correcth A c har act er 6 s
may work to get past the guards, only to fail when
an old acquaintance catiseirname.

Consider an unfortunate series of events,
outside the control of the MC that makes the
character look like thief. You carset up a chain
of evidence that points to them as the suspect in a
local theft. There would not even need to be a
crimed maybe the item was simply mislaid

Introduee an SC with some sort of social,
political, economic, religious, or military control
overoneMC inthe partyAnd | et dse say
rather unpleasant in exercisingatrtontrol. The
character must decide to either knuckle under to
the abuse, or to bite the hand that feeds them. MAPPING 101

It is possible your MAPSIARR ONEKEY ta playdr buins They r e
exaggerated due to madness, either genetic or that unlock a door that connects the character to their
brought on by a traumatic event. Different types  world. They spark curiosity and imagination while
of madness that may afflict them include Mania  Simultaneously setting boundaries to work within.
(absurd and irrational behavior), Monomania A map creates a lens through which to focus a

(pertaining to an isaked delusion), Dissociative pl ayer 6s ionc it says mete rtreete is

(impairment of memory, identity, and general  danger(and fun).

awareness), and Paranoia (unfounded mistrust of Using a map is almost intuitideit seems

others). to be in our genes. Making a map is as fun as using
I't isndét hard to gi vamap. Oritlkan e dhisesectioo explares the o r

revenge against t he MCs .diffarentkiedsof maps, how to use hemjand heve r d |
offend the main characters enough to make them to make your own.
want revenge. And itods evenMaporange ih size, front thasenyou ¢ae e | i n
is mutual. The taste may be sweet, and well hold in your hand to those that take up half the
deserved, but threcipe for revenge often includes  tabletop. And they range in area, from those that
a pinch of brutality on a base of ruthlessness. just show a single roomon upto world maps.

Many are just big enough to get lost in.
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WORLD MAPS: Largescale, enough so that
they contain the entire possible playing area.
They may not show the whole world, but they
docontain enough to put the current adventure
into spatial context. A continent, or a region,
or an island may suffice.
AREA MAPS: Providean overview of the
main adventuring area, containing all the
different settings. They vary in size from
several square miles to several leagiresn a
town to a city
SETTING MAPS: Theseare more detailed,
showing smaller features. They may
encompass multi-story building, avillage, a
suburh a mountain, an underground complex,
a small island, a valley, etc.
SUB-SETTINGS MAPS: These are the
smallest. They are areas of specific interest.
They show places that typically have only one
purpose, such as a shop interior, a cavern, a
tower floor, a grotto, a hall, a castle yard, a
forest clearing, a
lair, etc.
Regardless of size there are many ways to
draw a map. Most adventures stick to two or three
types of maps. Map styles or types include:

Mercator, hex, isometric, graph, overhead,
sideview, colofcoded, contour, underground,
underwater, coastline, treasureaps, maps

without grids that look more like landscape
sketches, and gridded battle maps. A map style is
typically chosen to benefit the end user, rather than
the mapmaker.

Reading a map might begin with glancing
at the area, the title, and the style, and proceed to
orienting it to face north. A map legend is often
tailored to each map. Legendsy present icons
describing features on the map, and a scale to
reference distance, or a ratio such as-iook
equals five feet. Often, there will also be text or
place names written directly on the map.

Using maps as the GM is different than
how players use them. There may even be different
maps of the same platea simple map for players,
and one for the GM showing secret features.

Players see a map and kneamething is
about to happen herel'hey try to imagine their
character there. They note possible safety zones,
defensible spots, escape routes, bottlenecks,
unobvious enemy hiding spots, and likely places
for secret doors or hidden treasure.

Gamemasters look at a map from the
vantage point of its inhabitant(s). They have
access to knowledge about the map as presented in
a setting description. They know where the traps
are, and which actions will trigger them. They can
preview tactical options

Knowing all of the above is not only the
key to using mapsyut alsothe basis for making
your own. But perhaps it is more important to
know when a map i s

Maps are no substitute for words. Often
the only details needed about a place can be
delivered verbally, without a map. If you can tell
your players what you see in your own head, your
game will go faster. One function of maps is to
pinpoint places whichra then further described
narratively. GMs who develop the talent of
presenting maps while continuing a narrative flow
can keep the table focused.

A map for each little setting is optional
and may be excessive. You can gamemaster a

b a tochtioh using daeraiive tdescriptiondatorzeg ioh 6 s

every little dot needs its own map, but for those
that do, follow the suggestions below.

Fundamental questions for early in the
creative process are: Who or what lives here?
Where did they come from, and why? What
customs define their culture and how did they
develop? What are their collective hopes for the
future? How does the lay of the thaffecttheir
destiny? Wherarethe dragons? What lies beyond
the edge of the map?

Start your world map by sketching out the
general main features: seas, mountains, deserts,
forests, major landmarks, and rivers. After the
basics are settled, you can get your creation ready
to use. Focus on one area at a time. Make area
maps with brief witten descriptions of the
prominent features like castles, ports, mines,
rivers, and religious sites.

Setting maps zoom in on particular terrain
features like lakes, canyons, monster lairs,
forgotten ruins, hamlets, oases, and natural
obstacles. Add detail to your map with local
natural features such as springs, streams, ponds,
hills, cliffs, and mountainpasses. Continue by
developing the histories of some of the local ruling
families, and systems of government. Be prepared
to improvise if players want to explore something
not included on your original map.

needed,
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If you need more detail, staetting maps
can get ugclose and personal. Many are at a scale
of oneinch equals forty feet. Battle maps go as

For those who want to go beyond
Mapping 101, there are more mapping tutorials on
YouTube than anyone needs. There are also

smal | as | n = 5Nj. They icompdtenplogranss tocthosetwlhoilankgapapaand t r e
rocks, pools, bridges, and room furnishings. perd just click, drag, and drop.
For those who want more maps but donodt
want to have to make them: look online. There are
thousands of free mamsit there and thousands
more you can get for a dollar. Find one that will
work and make it your own. There are also
numerous online map generators.
MAP LEGEND KEY
Capitol 7z ~ ;\m : Country
@ City 5 IGRPOST o N Mountains Border
; N \\ State o
@) iy Danger ,>~~< Footrpoath Province
1 : Border
= County
® Town i, Harbor Road Bide -
)
A - Major o Sen
i V|Ha36 5% Einc Road 00 Current
Y
Contour
o Hamlet & Br]oqge Stream L 0/ [ines
: A & £t 0@
® pO( vt Op @.é Ceme-rery R‘ vey % @@THSQS
Taterest «7T %@
Militany 20 1y, Body of LPOU
— Vits ROCKS
Outpost T wWofer © @E@

Above are suggested icons for creating your own maps.
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SEVEN: ENCHANTED EMPORIUM

PLAYERS OF FANTASY GAMESove their magic playthings: collecting them, learning
about them, an@imost of all)u s i n g t beteemtharwinrting e lottery when their
character finds some lofgst relic. However, as the GM it is your job to ration such
powerful objects. If for no other reason than to keep goursanity.

BEHOLD ENCHANTMENT!

ONLY YOU CONTROL THE NUMBER of RANK : Theranking system is aombinationof
enchanted items in your game. Imposing an t h e iraritg and enchantment levéank can
unspoken limit will ensure that they remain guide the gamemaster in deciding which items to

precious When awarding such treasures you will  include in their game. _

want to try to keep a balance between too much 1) Common, low enchantment items.

and too little. This balance may change to fit 2) Common, minor enchantment items.

certain stories and players. 3) Uncommon, potent enchantment items.
Try to preserve the mystery efichanted 4) Scare, lasting items of potent enchantment.

items, or they can become a mere toy, quickly R , _
causing the excitement to wear off. Treating magic ~ SPAN: This refers tothe lifespan of an item

as a gimmick can end up cheapening what should Whichshould not be confused with the lengtfitsf
be a marvel effects (Someitems like potions and other single

use itemshave spellike effects Effects are given

Maaic Ke in turns, mmL_Jte_s, hours, days_, _aatc.
Madic 1 EY Certain items have a finite number of uses

PRICE: An it e mastedtoerightoits | 04 in which casthey last until theinal use.

name. The price is merely a suggestion. GMs . . N
. : : The following termse x pr ess an it emos
should feel free to adjudtto what best fits their lifespan:Singleuse Multi-use Brief, or Lasting.

story.
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Single-use Items that will work only once Arrows and bolts are priced as lots of

for a single character: a dose. five. I't is the selleros

Multi -used Items that can be used a set  for bulk purchases.

number of times before expiring.

Briefd These items last a year or t{dxd2) BLUE BOLT 110G

Lasting{-) Item lasts up to 20 yeaf2d10)or Rank Span Load

for the life of the owner. 3 Singleuse L
LOAD:A magic itembés | oad | &My nigSpeed y AT Med mlRmg dupe |
its unenchanted counterpart. 1d6 (+1) 1 +1 (+1) P (E)

_ _ Properties: This crossbow boltd o e s n 0t | ocC
PROPERTIES: Defines what the magic does. If  yncommonly sharpHowever, t scores special
the item is cursed, it will be stated heNany damage (Piercing Electric) on any successful
items havespeltlike effecs. If so, visit the magic attack roll.
section inthe Player Quick Guidmr thefull spell
description Notes: Skill i Crossbow. Rangie 40/80/110.
NO'I_'ES: May include_a physical descriptio_n of RISE AND FALL 120G
the item, how to use ifpr any otherodd details. Rank Span Load
These might include such things as delayed .
effects, limits, or if targets are allowedliz check 3 Singleuse L
against its effects. Dmg Speed | ATT Mod | Dmg Type
1d6 3 (+1) P
LORE: Gives background information about the Iy . .
i temds creation, place i [PPeHigsTRiSAprayis e@'@'ﬁﬁeﬁj teY't?éet't% rest i
aspect of its arcane powers, or its past usese target. If the target eighs less than 400lbs th_ey
is an opportunity to enhance the game through are |r_1_stantly carried gloft by_ the arrow. If there is
narrative. Gamemasters are encouraged to add to a _ce|I|_ng or something solid above them, they
lore as they wish. strike it for anothelldGLP_. Th_e effects disappear
after about 1 turn, by which time the target should

WEAPONS 236?_bpou1twentyfeet in the airFalling damage is
Weapons have been the object of enchantment, '
probably more than any oth.er class of items. FeW  nNotes: Skill i Bow. Rangei 35/75/110.The
heroes of legend go forth without some armament 5 . o wéa s barbed head mu s t

of power. Swords are an agtl favorite, but
every conceivable weapon type is subject to
enchantment.

Effects include dealing additional
damage, increasing the number of attacks,
modi fying an aoranaddkianal 6 s
special damage type. The stat block lists the
weaponb6s nor mal rati
enhancementsPluses from magic are listed in
parenthesis.

Normal weapons with multiple special
damage types allow player choi¢@rinstancea
sword may do gorging or piercing, depending on
t he pl alowevér magic @dagons may list
an extra type that is in addition to its normal
special damage.

The skill used with a weapon will be
mentioned in its notes. The ran@&ort/midlong)
of range weap@alsoappeas in notes.

ngs

removed. This will cause an additional 2LP.

Lore: Skill i Bow. Range 35/75/110An elfin
creation first commissioned rinceDandar to
fight the wizard Azrael.
roll to hi

+1 WEAPON, | . *
ahankvvcl I Sﬁaﬁ Tt bLOHdag i cal
4 Brief **
Dmg Speed | ATT Mod | Dmg Type

* Enchanted weapons should be pricedaat
additional DOG for each plus.

** See the Weapon Rack in the Player Quick
Guide for theratingsof normal weapons before
enchantment.
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Properties: The most common enchanted
weapons add a single poittt their attack score,
(+1 ATT). Next are those that add +1 Dmg. Then
there are those that offer both +1 ATT and +1
Dmg. All of these will serve to hit those enemies
that are immune to normal weapattacks

Notes: Use the corresponding combat skill for
each weapon.

ARMOR

Better armor often combines effects that are
automatic with those that must be triggered. It may
be enchanted after it is forged but the most
powerful examples have their magics binlfrom
the beginning.

In addition to rank, span, and loadmar
stat blocks listitemdef ense r at.
normal DEFis given, along with @y additional
pointsfrom enchantmentlisted in parenthesjs

ng

+1 ARMOR PIECE *
Rank Span Load
4 Brief *x
Item DEF Rating
Any * %

* The price shoulde at least00G per point of
enchantment.

** See the Armor Radk thePlayerQuick Guide
for normal armosstatsbefore enchantment.

Properties: Adds one point to DEF when worn.
The most commonly found enchantaunoradds
onya single point of
+1 shield,+1 breast plate, of1 helmet, etc. You
can make and distribute these as you like. Each
such piece added
another point of magical protection to their
defense scoreA common variation of this is the
+1 kit, in which it is the entire suit that is enchanted
and must be worn together to woRor example,

a +1 large shield woulddd a total of three points
to oneds defense score
being a large shield).

Notes: Only threeindividually enchantegieces

of armor may be worn at once or they cancel each
other out. It can add flavor to the game to give each
item a name and distinctive look.

to a Cc

GROUNDER 400G
Rank Span L oad
4 Lasing LL
ltem DEF Rating
Small Shield | 1 (+1 or +3)

Properties: This shield vibrates slightly when the
bearer is the target of a range weapon attack. It
provides +3 to DEF againsingeattacks.For all
other attacks it adds +1t also gives absolute
protection against a killing blow once per day.

Notes:A small, simple, aken shield with @opper
center spikelt feels lighter than it should, judging
by its sturdy look.

Lore: Originally a Dwarf creation. Mkes a nice
royal ,gjft to; thoge have performed some
major deed Hor the crowiMade with burlwood.

HERVARDOGS HELM 300G
Rank Span Load
4 Lasing L

DEF Rating
1(+1)

Properties: Adds one skill level to Beauty.
Wearers receiva bonus die t€harm checks once
per day. Any ally within 28jf the wearereceives
a bonus die to checlegjainst becominBanicked

Item
Helm

Notes: Open faced and tastefully trimmed with
silver, Her var dos He l
style and comfort as it wdsr protection.

m Wwa

pr o tlere: ¢ Thig Reim is exramely slurablmever ¢ h e

seeming to age or derts origins areunknown
The name Hervard is etched in runes into the

Hnderside of thevisad: ar mor ki t adds
TRINKETS

These ar¢galismans, charms, omen tablets, blessed
crosses,or other small items that carry minor
enchantmentsThis class of items is associated

(withlay orffolk nagic. hiegeiare simpte.wwransiegnt o m

oddities made from jewelry, body parts, plant
parts, clay figurinesor coins. They may offer
some minor protection or promise of good luck.

A few magic charms and signs are used to
thwart the evil eye. Amulets and talismans are
used to protect the vulnerable from harm. Many
occult whisperers and snake charmers wear
charmed earrings.
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TALISMANS & CHARMS 5-40G*
Rank Span L oad
2 Brief N

* This range in price givethe GM discretion to
charge as they see fit.

Properties: Talismans and charms are typically
made to counter the
They may also protect against Disorders, Special
Damage, or a specific Magic Typ&hey each
provide a Bgle protection resulting in a bonus die
against or an immunity tdhat type of attack

Notes: These small items may be waas jewelry

or carried inconspicuousl{xamples:

Ring of Rain: immunity to special damagi).
Amulet of the Good Shepherd: immunity to
special damages).

Bracelet of Strength: bonus die against Fatigue,
even if over Load limit.

Ring of Remembrance: bonus die against Panic.
Talisman of Light: immunity to Discordant magic.
Jewel of Clarity: immunity to lllusionary magic.

LUCKY COIN 37G
Rank Span Load
2 (or 3%) Brief N

*Nine out of ten coins are silver; the tenth is gold.
One out often Lucky Coins adsl+1 to SUR.
Those rarer coins should have a higher price.

Properties: Produces a noemagical replica of
itself, once a dayAlso, once per day, if tossed in
a coin flipit always lands witttheface upthatwill
favor its owneror if used to place a bet for money
it stacks the odds in its owrgegavor.

Notes: Resembles a welvorn but otherwise
normal coin of the realm. A character may possess
only one of these at a time.

Lore: In many places the penalty for chiegtat
gambling is death An old story tells of an
enterprising counterfeiter who was selling fake

Notess Resembl es a nor mal ,
until its owner gets in a bit of trouble. All the
character knows is that they feel lucky. Characters
may possess only one of these at a time.

Lore: You can often get these from trinket dealers

RITUAL ITEM 20G
Rank Span L oad
3 Brief L
Properties: Used by priests and witches to focus
spiritual energies during spelldlay at as a
substitute for elemental ingredientglds a bonus
die toonetheurgy spelskill check per day.

Notes:Hundreds ofiniqueritual items are known
to exist. They display a diversity equal to the
number of gods they represent.

OINTMENTS

Several drops of these thick liquids applied to the
eyes will copy the effects of certain spelf!

oint ment s ef f e cUsisgmbra st
than one ointment at a time causes mild confusion
and possible (50% chance) temporary vision.loss

Sold in containers that hold five applications.

DRAGON TEARS 65G
Rank Span Load
2 Singleuse L

Properties: Reveals invisible objects or entities as
a hazy silhouette.

Notes: A viscous cream applied to the eyes. Use
not to exceed twice daily.

Lore: The best quality Dragon Tears ointment is
made with real dragon tears. Lesser quality
versions that substitute crocodile tears may not
work and are possibly

NIGHT EYES

15G

Rank

Span

Load

1

Singleuse

L

Lucky Coinsat half price until his luck ran out.
LUCKY RABBITS 6FOOT 15G
Rank Span Load
2 Brief N

Properties: Add +1 to any single die roll once per

day.

Thi s

i s

at.

t he

Properties: Duplicates thespell, Night Vision

Notes: A thick blackish goo that stains the skin

pl ayamundtheegess cr et i on

dr

at fairs,for as low egold sovereignAlthough,
dr e attbgé%c hgeeavp??apr étiheeoy asrgeg 5P I II [

ab

harn
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VARIETTI 6S EAGLE HBGE
Rank Span L oad
2 Singleuse L

Properties: Endows user with telescopic vision,
up to50X magnification.

Notes: Works when user opens their eyes wide.
Otherwise yision remains normal.

Lore: The alchemist Everlee Varietti takes credit
for inventing this ointment, though it is rumored
that one of his apprentices created it.

POTIONS

Potiors may duplicate the effects of certain listed
spells or confer great but temporary powers to the
user.They are made by magical means for magical
effects, and many include rareherbs. They
typically come in small, singldose containers.

To avoid unpleasant side effects, one must
be careful to not mix potions or to drink no more
than a single dose, within a minute of each other.
Two doses of a single type of potion will cause
nausea and possible vomginlf thrown up,
neitherpotion taks effect.

Most potions are designed to work on
humans but will also work on similar races and
creatures, although the GM may modify their
effects as deemed necessary.

It takes one turn to uncap and drink a
potion. All potions takeone turn to take effect,
unless stated otherwise. Thus, a character would
useone turn to drinka potion anda second turn
waiting for it to work.The effects of a potion last
one hour unless stated otherwise.

Rank, Span, & Load

CLARITY 50G
Properties: Adds +2 to INT Lasts two hours.

Notes: This bitter drink is thick and murky. There
is a 4%chanceit will cause wild hallucinations
that last about a minuteRoll 1d100 upon
consumptiod on a 14 these hallucinations
occulB after which the potion adds the +2 bonus.

Lore: Unverified reports indicate that excessive
use leads to addiction, depression, and sometimes
worse.

CONGREDIANCE 40G
Properties: Dual action: gives casters one extra
spell if cast withinl0 hours of takingAlso allows
any single spell to be cast without the listadting
ingredients.

Notes: The extr a
known repertoire.

spel |

Lore: The recipe for this potion was a gift to one

of the devil 6s Bl ack
known only to those of an evil bent.
ELBOW GREASE 53G

Properties: Adds +1 to STR & AGI. This allows
one to carry more of a load and may increase their
MOVE. It helps when makingtat checks for
strength and agility. As a result of the increase in
stats, it also gives +2 to ATT and DEF.

Notes: A smelly, slimy, sweetastingdrink with a
vividly unnatural hue.

Lore: The original recipe was applied topically to

mu s t

(

Schoo

All potions are rank two. K potions are single the usero6s a f-ms . a'_I'WhiIe,s wor |
use. If not used, they last indefinitelyhe load was uncomfortable, a_nd stained the skin. It was a
rating of all potions isluACkf. acc[de_nt when one
apprentices drank thick mixture on a dare and

ARGYLE®S BLUE PERSEASI R ithadthe same effect
Properties: Increase skill Will by two levels.

P y FIREWALKER 20G
Notes: Milky blue and mildly fizzy. Effects last Properties: Reduces damage from heat sources by
tenhours. half as per the spell of the same name.
Lore: Jason Argyle was an alchemist of Notes:Thi s elixir tastes Oho

considerable talent. However, lacking direction he
created this elixir as a liquid motivator.

odor. It gives the user a chilly feeling. The full
effects last for about one hour, wearing off
gradually over the next thirty minutes.
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Lore: Fi rewal ker 6s cr eat orof asgassins, anhappghatrha wauldcdeate this
cunningwoman afraid she would be burned at the antidot® and that it was they who, in secret,
stake for witchcraft. Many early failures at completed his task for their own use.

perfecting the recipe left her horribly scarred.

MOUNTAIN GOAT WATER 28G
LEATHER HIDE 30G Properties: +2 to SUR.
Properties: This elixir causes a toughening of the
useros skin to all phy s iNotesl| Tasies fike ¢likited urinehwithu g strongh e s
retains its pliability. Add +2 to DEF. pungency. Limit, one dose daily.
Notes: Has a stringy consistency and a Lore: Of Dwarfish origin, the recipe was gifted to
mushroomy aftertaste. a shepherd who rescued a pair of lost dwarf
children. T h e s h ewifb enadd & snodest
Lore: Inventor unknown. living thereafter producing the concoction for sale
to Knightserrant.
LIQUID SPEED 44G
Properties: Makes it possible to travel on foot PANACEA 10G
faster than normal. Raise AGI +3. Adjust MOVE Properties: Doubles daily healing rate if resting.
and combat scores accordingly. Removes all pain and worry. Allows the restless to
sleep. Also prevents the worsening of any disease,
Notes: It is watery and flavorlessVhen opened infection, or other medical condition.
this potion produces quantitieswhite vapor and
would quickly evaporate if not ingested. Notes: Has asatisfying sweetaste that leaves the

drinker wanting another sip.

Lore: Said to contain the ichor of Mercury _
Lore: Named after a daughter of Asclepius; she

MEAD OF POETRY 200G was a latter Greek goddess of healing.
Properties: Raises skill Charm by one level.

Raises SPandINT by one pointeach PEG G 60S BIULRE ) ) 256 )

Properties: One dose of this extraordinary tonic
Notes: Effects last 24 hourdnitially sweet on the alleviates fever, flu, colds, or bronchitisleals
tongue, the mead of poetry leaves a bad taste inthe 2d4+4LP.Also, it will cure any major disease
mouth and fouls the breafbr days afterward (such as leprosy iagug if takentwice.

Notes: Best if brewed fresh from a stash of herbs

Lore: Dwarf brothersmurdered a counselor of the and served hot with honey and milk.

gods and brewed his blood with honey to make this _ ] ,
drink. Mortal poets owe their inspiration to Odin Lore: Pegg was a healer of the line of Asclepius.

from the Dwarfé he dispenses it to a deserving ~ SeVveral tonics and elixirs.

few PEGGO6S | NNER ANGE40G
MITHRIDATIUM 30G Properties: Heals damage to internal organs from
Properties: A universal antidotelt neutralizes a deep woundsTriples natural healing rafer one
percentage of any poison. Roll 1d1@0e higher day. This elixir heals sprains and broken bones
the better. Adjust poison effects accordingly. too. Compoundnjuries may takéwo dosesAlso

guards against longsting effects of broken
bones, like arthritis.
Whether the patient suffers from a bruised
kidney or a pierced gut, if they can get some rest
for a day or two this potion will get them on their
fed. I n addition to healing
alsoensureghere are no lontasting deleterious
effects from such wounds.

Notes: Limit, two potions in 24hrs. Works on
ingested, inhaled, injected, or contact poisons. The
flavor is repulsive.

Lore: This tonic was perfected only after the death
of its originator, the ruler Mithridates of Pontus.
Speculation persists that he was killed by a group
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Notes: Shake well for one turn before opening.
Suspended silver particles give this drink a
metallic look.

PROPHETS ®REAM 7G
Properties: Taken before sleep, this tonic allows
someone to see (dream) up to three possible
futures. It reveals hints, not necessarily specific
solutions to pending problems.

Notes: Judging from past character actiotize
GM should (mostly) foreshadow probable events.

Lore: This drink coupled with the services of a
reputable dream interpreter is enough to put the
undecided on a path to success.

PURPLE PASSION 8G
Properties: A love potion. This causes favorable
feelings toward theowner of thepotion. The
drinker must make a SPI check or fall in love.

Notes The potioncauss permanent affection. It
is flavorless, odorless, and tasteless.

Lore: The inventor of this tonic accidentally
turned the object of her affection purple before
perfecting the recipe. Their marriage outlasted the
change in pigment. Not all tales of this potion turn
out so goodMany induced relationships quickly
turn bad

REMEDY 22G
Properties: Heals2d4+2 life points, not to exceed
charactef s maxi mum amount .

Notes: This elixir is a deep black that stains the
lips and teeth. Limit, two doses in 24hrs.

Lore: A creation of the curandera prodigy
Dolibrova when she was only nine.

STOUT 32G
Properties: +2 to STR. Remember to adjust
combat scores accordingly (add two points to both
ATT & DEF) . Al so noade t
ratingincreases by 2 points.

Notes:Limit one dose daily. Contains alcohahd
tastes oficorice and sugar.

Lore: Elfin magic powers this elixir.

TRUTH BE TOLD 13G
Properties: Compels one to be as truthful as they
can. Knowingly telling a lie will cost the li&LP,
and one point of SPI for 4d4 hours per lie.

Notes: A translucent glowing liquidEffects last
about 30 minuted.imit, two doses in 24 hrs.

WISE WATER
Properties: +2 to SPI.

26G

Notes: Limit one dose daily.

MISC. ITEMS

The vast and diverse array of objects that have
been enchanted throughout the ages remains
unknowableSome are cursednany are uniquer
mysterious, and others seem to have a mind of
their own.Most are minor charms, fading fast.

BLANKET OF STARS 80G
Rank Span Load
3 SingleUse LL

Properties: Cursed.This dangerous item attempts
to burn its owner to ashes. Whoever falls asleep
under this coverlet willwake upon fire. Heat
damage occurs over the course of two turns
amounting to 4d4 damage per turn.

Notes: A successful AGI check reduces total
damage by 25% failure indicates an extra turn of
damage.

Lore: Researchers speculate that these items are
more common than once thought. Certain cases of
suspected arson or spontaneous combustion may
thus be explained.

CASSANDRAGS

Rank Span Load
3 Lasting N
Properties: A t the playerds

changes the result of 1 die roll to the highest
possible number on the die.

hat a characterés L
Notes:One time use per
subconscious may tell them they just had a brush
with fate. After using it once, a little voice
(Cassandra) tells them to give the item away to
someone else before midnight. Must be given
away or suffer nightmares.

LUCKY37& NUCKL

di sc

perso
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Lore: Cassandra was great priestess of the cult rect.i wi t h
of Isis. No one knows how many of these really

exist and how many fakes there are, but it seems
they can be found for sale at too many fairs and

curio shops for them all to be real.

slightly in themagi® s d i
relative to its power.

on

Notes: It has two modes. The first detects a
specific itemdesignated by the user, up to four
miles distant. The second detects any item or

DINNER NAPKIN 45G sourceup to 1204istant Halvedistancef through
Rank Span Load stone, earth, or water.
3 Brief * N Lore: Made from a thumisized appendage

* Or upto 50 uses, whichever comes first. harvested from the thorax of an adult han.
Properties: Can be laid out on a table to produce
a fine meal for two, along with a candle and a small

jug of wine.

MARTI N6S MAGI C STERG NG
Rank Span L oad
2 Brief N

Properties: Thissmallstring is as strong agope.
It has a4501b test weight.

Notes: A fine white, cotton square of cloth.
Useable twice per day.

Lore: Often given as a@oyal wedding gift or to
departing ship6s

~ Notes: Appears to be a normakine, 100Npng,
capt al naboutthe thickness of a shoelaRells into a ball

the size and weight of a n
HORN OF PURIFICATION 13G
Rank Span Load MASQUE OF DIONYSUS 120G
2 Brief * L Rank Span Load
* Or 77 useswhichever comes first. 3 35 uses L

Properties: This mask allows the wearer to
change their build and appearance to that of
anyone they know, including hum&in races.

This can chang,estrengthenduser 6
weight enough to become 50% larger or smaller.

Properties: Removes toxins, spoilage, and other
harmful contamination from any otherwise edible
food or liquid.

Notes: Limit two uses per day. Hold4 pints or
four poundsof food or drink Notes: Each use lasts one hour.
Lore: This item hagprovenessential on numerous
special rescue expeditions into hostile lands.

SPELL SCROLLS

Oneof the greatest achievements among the magic

INVISIBLE INK 5G using classare scrolls which replicate spells.
Rank Span Load These incredible items allow ngmactitioners to
1 Brief N cast spells. Alternately they are a way to add
previously unknown spells @ n erdpartoire.

Properties: Used to write secret messages that can
only be read by the person the message was
intended for.

Theurgists and Thaumaturgists alike can
create spell scroll$t takes a combination of things
and skills unavailable to novice casters. The
resulting item contains a string of power words.
The scroll will replicate the spell it stores if its
power words are read aloud. The reader gains a
) _ temporary understainty of how to control and
rtem 1 n cer éir@ctttﬁbsﬁelhaﬂs@‘né&%@h@ guil ds.
Using a scroll to cast a spell does expend

Notes:Once written the message kisidefinitely,
or until read.

Lore:A popul ar

MAGIC COMPASS 35G its energy, but not ités u
Rank Span Load also serve to teach a caster new spells. This is
2 Brief L because, in addition to power words, a scroll
Properties: If held in the handHis item detects contains a spellos entire
and points out concentrations of magic. It pulls itsimpot ant t o know whdt her a

not. The trick to this is to gaze at the scroll for a
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moment. Ifo n egyes are drawn to its power
words, and if those words appear to quiver or
shine, their magic perssst

One restriction on using scrolls is that its
power words must be pronounced fairly
accurately. It helps if the reader is fluent in
whatever language was used to write the scroll.
Note that ancient scrolls may still hold their spells
but can be written idead languages.

When a player has their character use a
spell scroll, they should consult the spell
description in the PQC&verything applies except
TIME and Casting Ingredients. THEME to use
all scrolls is one turn per level. No Cl are required,
other than reciting the power words.

Scrolls are cast at the level of the spell, not
at the skill level of its maker. In other words, a first
level spell is cast as if by &st level caster, a
second level spell is cast as if b§radlevel caster.

Any spellcan be held in scroll fornThey
have no spgras long as whatevaraterial they are
written on does not deteriorate.

A s c rrank doréesponds to itspell
level. All scrolls are Lod 6 N 6 .

The price of scrolls depends roughly on
their spell level:

Level Price Range

One 127 18G

Two 207 30G
WANDS

This itemis as iconic ast is mysterious and
dangerouslts power makemagic look easy, as if
anyone could do it. However, they are not for
everyone. Only those whalreadypractice magic
can use or make them

Many users prefer to make their awihe
owner may sei as part weapon, part symbol, part
tool, and as an extension of their inner eye.
Opinions differ on whether the wood should be
gathered from dead trees or living; also, on if it
should be from the heart or the scion, or even the
root. But that which is right for one caster may not
work for another.

Some wands serve to store and cast a
single spell multiple times; others are attuned to a
magic type and serve to strengthen any spell of that
type. Some do both. When used to cast the gpell
stores, it is at the same level as the user.
Everything about the spell is as listed in its
description, except that no casting ingredients are
neededWhen used to enhanceertainspelltype
the caster adds a level to their skill. Also, they

allow all spells ofthat spelltypeto be cast without
ingredients.

With all the power condensed and directed
through themwandsare subject to burnout. They
have a preset number of uses which count whether
being used to enhance a
cast the one it holds within. They may be
recharged one time, by the same process by which
they were made.

Wands are usually about 1 footlangth
Some are hollowed out and packed with herbs,
power crystals, or other such things. Some are
bent, some straight, and others forked. They may
be simple, unadorned, andpolished. Or they
may be elaborately carved, gilded, and decorated
with gemstones.

The load rating for all wands is [The
spanof a wandis Lasting, or until its uses are all
gone, whichever comes first.

The wands below represent only four of
the ten magic types. GMs can use these to model
other wands for other magic types.

ASH 300G
Rank Span Load
4 Uses 48 L
Magic Type Spell
Divination Banish
COPPER 300G
Rank Span Load
4 Uses 33 L
Magic Type Spell
Primordial Lightning Strike
CRYSTAL 300G
Rank Span Load
4 Uses 60 L
Magic Type Spell
Conjuration Fire Wall
PINE 300G
Rank Span Load
4 Uses36 L
Magic Type Spell
Discordant Wounding Touch
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EIGHT : BESTIARY

MONSTERS LIVE OUTSIDE THE normal world. They have the cunning to elude human

hunter s, hi di
themselves if discovered.

ng

away

in the Earthoés farthest C

Often he places they call home provide their primary defense. Desert dwellers find

protection in an

EEK! A MONSTER!

WHEN YOU PORTRAY a monster,you have
choices. They will act according to some sort of
personal plan. They have minds of their own and
wonot necessarily act
Extrapolate onideas from their descriptioor
taken from mythologyOr go off on a tangersll
your own.

For all the information provided in the
following descriptions, you are encouraged to see
it asno more than a starting point. A monster is
nothing without yougiving it life. For instance, a
mo n st er May orsnyinbt Ibes specifically
mentioned but may beguesed at from their
desciption. Additionally, the GM may assign
skills and skill levels as they see fit.

expanse
Those whose home is thavernor the nighttountry ma y
power, but your fear of thaarkis their weapon.

Mount ain dwe
from the suno:

sand.
n k

of
shr

Published adventuresome prestocked
with monstergsomeeveninclude new monsteys
Seldom are adventure and adventurer a perfect
match. You will want to adjust the numbers to

reseqt a c ot I batl
e Mucfbha"H r%elnfg}&at on prow\ged is there
to help the world builder. GMs who make their
own adventures can use it to populate their
creations. It is also there to help when a fate roll
indicates an encounter. In such a case you can turn
to the descriptiomo run the scenéind it can help
even with published adventures, to provide
background inf on prestocked monsters.

Finally, ty to give the characters subtle
warnings about an upcoming encounter. Building
tension is one of your best tools to hook players. It
can be fun to watch the MCs get scared and run
away from a little dspecter.
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species.Many creatures may be met at various
stages of growth. Also, in many species, the
different sexes are different sizes.

Keep in mind there is actually a lot of
range within a size. A dragon of size 5 may range
from 75lbs up to375 That alone allows you to size
it appropriately for the party. Based on thaiu
may add or subtract a few life points. However,
some creatures, dragons for instance, may span
several sizess they agelf so, it will be detailed
in their description.

Size Comparison Chart

Monster Key 1 = Rat(Up to 3 b)
. 2 = House CatUp to10Ib)
Many of the entries in a monster stat block are to 3 = Wild Turkey(Up to 2 Ib)

be seen as averages. Published adventures may , _ LeopardUp to 7 Ib)
include stats that differ from the average. 5 = Human(Up to 375b)
Likewise, you are welcome to adjust these 6 = Donkey(Up to 900Ib)

numbers to fii[lyour own sitl_JI?tri]on. _ 7 = American BisorfUp to 1900b)

_ Not all monsters will have every section g _ HippopotamugUp to 3500ib)

listed below For instancesupernatural abilities 9 = African ElephanfUp to 120001b

wonot be | isted for eve'fLOy:V\ﬁ\e{le§h%rf<('ﬂJ[5t8301Bd?bf use not al

have thesenor do all have possessions

Also,_note that many monsters may have MOVE (Maximum Movement Rate): Used to
the same skills as characters. These skills may or yotarmine speed of travel, especially during

may not be listed, depending on how important  .paqes pistance is in feet per turnCertain

they COUId. be to portray_lng the creature in creatures, naturally have muItigIe modes of travel;
question. Skills thatl 2o, an'asSdiskbiets oM dbe added €2t U
elz(ﬁ} a“n In parenthesis, a value to add to their  jerqils Note that most landwelling creatures can

SKITLToll. also swim yet are not provided with a separate

swimming movement. rate. If there is an

NAME:A creatureds most CO0JpRcHce MHerds swimSpeddishéeded, assume
Other names may be given in its description or it to be half of their MOVE

lore. Certain entries are part of a larger group and
are listedalphabeticallywithin that group

STATS: Creatures may have the equivalent of
Rank: R ¢ pletvedifficulty | b some or all the same stats as characters. These can
ank: Ratesa [eRiivesditiiculty in combat be usediuring roleplay, oif there isanoccasion

on a scale of 10. This should be cor_npared Fo_the to make astatcheck.They may also be added to

RANK of the character or party prior to pitting 5y skills listed. For instance, a monster with the

them against each other. skill Sneak Atack, level 4, and an AGI of 8, adds
12 to their skill roll. Listed skills will appear with

#APP (Number Appearing): Used for designing this precalculated number in parenthesis.

adventures; use the appropriate die to determine
how many are met. As GM you may adjust this

number based on what you think the party can
handle.

Description: Including information on the
creatureds appearance, as
sounds or odors if pertinent. Compiled from first
handobservationsvhere possible. It will be noted

when eyewitness reports are contradictdirghe

species has its own language or speaks any other,

it will be listed.(Those entries with less than a 4

INT will not use languag@sAny other interesting

or important details are given here.

LP: Amount listed is an average. A GM should
feel free to adjust this number slightly, but only
pre-combat.

Size On a scale of 110. The examples below
represent the average size for an adult of that



33

attacks, whetheranged hand to hand, gaze,
Habitat: Sage studiesand explorer accounts breath, or targeted magictclarifying information
provide us with a wealth of information about the  is neededtiisindicated with an asterisk.
locations our subjects inhabit; such information is
provided for those seeking either to avoid contact, DEF (Defense Score)Thi s refl ect s a
or to pursue. natural defenses and skills. It is derived similarly

to a characterods DEF, but
Habits: The study of a s ubj eantothey felydn aatureooften wihick hite,
entertaining or enlightening, as well as a matter of  scales, or an exoskeletdhdoes not include extra

great importance to the adverdgurThis section defenses, such as if a minotaur dons armor or an

details breeding, feeding, lairing, etc. Also  ogre drinks a Leather Hide potion.

mentioned are any common associations and Some entries are followed by a symbol of

alliances, as well as hereditary enemies. a shieldd & This means that armor may be added
if you wish.

Lore: May include legendary or anecdotal

information that is not proveklVe want to be clear Dmg (Damage): This is the amount of damage

when certain information is . . . less than certain.  dealt to the target of a successful attack. Roll the

Such info, if NOT mentioned, might dice indicated. If two different dice are listed||

unintentionally lead the reader further astray. attacks in thatorder. Manymonstes follow a

pattern of attacking with first claw, then bite. The
Supernatural Abilities: When a species has some  bite attack typically does more damage. For

sort of mystic power that manifests a spell, you exampl e, 1d4/ 1d6+1 means
will be directed tahat spell Otherwise, it will be claw does #4LP, and the bite does? If a single
detailed here as the example thdbllows: number is listed, rather than a die range, thiis is

Name Death Gaze damage on any attack.

TIME (turnsto manifesy: 2 Monsters may do special damage on a roll

Dur (how long the effects lastPermanent of 10 if a type is listed. Some have ligied type

Range (effective distance 80N;j meaning they never inflict special damage. Others

AE (size& shapé 1Nyide, 8INpng beam may do special damage on a 9 or 10.

Effects (description ofability): Target dies Some entries are followed bysgmbol of

adagged @ This means two things: that this entity

COMBAT STAT BLOCK: Look here to may use a weapon, but that the damage listed is
reference number of attackeid defensesattack without a weapon. So, itis up to the GM to provide
score, defense score, and damage. a weapon if they wish.
#att (Number of Attacks per turn): This number Combat Thi s section is used t
may include a wide variety of options: kicks, actions and tactics in combdt.will clarify any

stings, slaps, claw/bite combos, special attacks, entries with asterisks or those with multiple
etc. For instance, creatures with two attacks per attacks.Combatrelatedskills may be mentioned
turn may also have two modes of attack. How they here.

use thosenay be further detailed Creatures with

multiple attacks per turn can typically direct them  Advantages List any advantages from being on

at multiple foes. home ground or possessing some rare trait.

#def (Number of Defenses per turn):This is rot Immunitiesi This appears if a monster has any
listedbecause all mnstershave memoredefense kind of combat related immunities, by nature, by
thantheir number of attack&or example, if their magic, or other.

#attis 3, their#def will be 4.

Weaknessek Detailsany weaknesses that could
ATT (Attack Score): Used to determine the affect combat, such as a penalty die on certain
success or failure of an attack. This number checks, or a bonus given to their opponent on
refl ects a combi n &Kl on cestdin othelse creatureos
strength, agility, angurvival instinct.Use for all
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PossessionsThis section includes a percentile  they build their simpleit-trap brood chambers.
chance for monsters to have possessions, and if so, Theselarge com shaped hokeserve as entranse
how much. It applies only during the phase of to their tight burrows. Luckily for the experienced
stocking an adventure, or in the case of fate rolls. adventurer theseften betray their presence.
Published adventures provide jletermined lists
of possessions fondividual creatures and their Habits: The antlion hasa three to fouryear life
lairs. Monsters may carry a variety of valuables, cycle, most of which is lived underground. They
from gold to enchanted items. They may also have emerge as frail, beautiful adults and immediately
additional goods if met in their lair. And in some  take wing. Mating is over within days or weeks.
cases, it is the monster itself that is the treasure, as Adults plant several eggs deep in the sand, after
in the unicorn beig hunted for its horn. which they die. Their name comédsom thear
pouncelike attack and the fact thaheir non
Carried i Monstersthat are met away from their magical progenitordeed almost exclusively on
6 | awill prabably not be carrying all they own. ants.

Lair i Creatureghat are found at home may have  Lore: A mad wizard is credited with creating this
goods in addition to those carried. Whether or not monster as a form of security for his lonely tower.
they are consciously gathered there, or present for From there they were able to escape into the wilds
another reason will be stated. A single rollis made and become naturalized, presumably after dining
to determine whether there are valuables in a on the mad wizard.
creat ur e @f sevelakcieatures levey tieere.

Supernatural Abilities: Their numbers seem to
Harvesti Of t en t he onl y r e wa tesbenfa® magic drasvk awaygfroro testld and
life is the adulation of your peers. Or maybe a slain  their own embedded enchantment is diluted with
creaturebds body Bitsertaina k e @eachag@eneration.tThecagult form has a nelkite

monsters naturally produce or contaialuable appendage on its thorax which it uses as a sort of
items that can be harvested. magic compass. This appendage is also used in the

A skill check should be required in most making of an item that goes by the same name.
cases of harvesting a monsterbs Opartséb. Sever al
skills may apply to the harvest. Depending on the #att ATT DEF Dmg
situation you may allow characters to use, 1 20 30 1d4/1d.0(C)

Medicine, Forage, Hunt, or Husbandry. Combat; The antlion has two means of attack;

however, it can only employ one per turn, and only
in the order that follows. First, their unwitting prey

ANT LION must approach near enough to their pit (within
RANK | APP# LP SIZE | MOVE about two feet) to cause its edge to collapse a bit.
4 1d3 20 4 30+ Falling sand alertdhe hidden creature below to the

presence of a meal above. The immediate reaction
INT | SPI | SUR | STR | HEA | AGI of the ant lion is twofold: it causes the pit to

3 N/A 3 ’ 7 10 collapse as it pelts its prey withakts and gravel it
* They normally do not exit their burrow. has collected, causing 1d4LP. This potentially
Description: The common ant lion, from which knocks the prey offts feet and into the pit (AGI
this creature is derived, is seldom seen. This rare, check to avoid). Falling into the pit subjects its
magically enlarged species is also known asthe prey to the creatureds bit

Giant Doodlebug. The adult form is harmless, Upon a successful bite, the ant lion holds
resembling a huge dragonfly. It is only the larva  on and does an automatic8Ld® damage per turn

that is dangerous. They arever seen above until its prey is killed. A character may either fight

ground, except for the instant they reach out with  back or attempt to escape. The funneled shape of

their large, hooked mandibles to capture prey. the creatur eds #dttmtheond i mi t s

per turn. Escape requires two successful die
Habitat: Theyde drawn to magic spots, but what checks (STR & AGI) in the same turn.
matters more is the right soil type. Ant Lions prefer
dry sandy soil in which to lay their eggs. There
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Weaknesses If the antlion is somehow forced
out of their hole, they will avoid combat at all cost.

PossessionsAnyone killed by the ant lion while
carrying indigestible items is the source of
whatever treasure, if any, there is to be found later.
Such items are often pushed to the bottom of the
burrowd they may also comprise part of the
creatureds ammunition.
Lair T 20% A little hard work excavating thant

i onds pi t2d16X40C, 2d26y2esmaill
random items from the goods list in the PQG, and
one random trinket from the Enchanted
Emporium.

Harvesti Thorax appendag@etecs magig. See

the Enchanted Emporium, Magic Compass.

ARACHNID : GREATER
0 GUARD SPIDER

RANK | APP# LP SIZE | MOVE
3 1-2 23 4 58
INT | SPI | SUR | STR | HEA | AGI

2 N/A 5 5 6 8

Description: A type of unusually large spider,
known to hinder the intrepid adventurSimilarto
the trapdoor spider, excephey grow to be the
size of a small adult human.

Habitat: One giveaway to their presence will be
a number ofine web strands in the vicinity. These
serve like trip wires to alert the guard spider to the
presence of intruders. The skill Discovery may
reveal these strands before it is too late.

Habits: These fearsome arachnids will often
abscond with human children to serve as food for
their young.They are reclusive and calculating,
prone to hide until the right moment. When the
creature judges their time is right, they will dart
forth to attack.

Their talent at disguising the door of their
lair is such that only the most perceptive will
discover it in time. If the lair is discovered and
opened the spider will come out and not reenter the
pit until the intruder has been dealt with.

Lore: The giant guard spider is like the giant

hunting spider (entry below) in that these

monstrosities are grown and trained through
enchantments. Both kinds have their different uses
for the wizard, depending on his or her need.

#att ATT DEF Dmg
2 24 27 2 (B)
Combat. Sneak Attack, level 412). These

spiders often strike and pull their victim into their
lair in a single motion. They will not usually try
this with a very large person, as it would be a tight
fit. They pin their victims against the wall of their
narrow home, biting them at once amolding on
until all struggling has ceased.

Advantaged Their bite delivers high doses of a
paralyzing venom (HEA check to avoid its
effects). This will proceed to split and ferment the
very proteins of i ts
insides over the course of an hour. After this
treatment, the victim will be dewred.

PossessionsGuard spiders are often used to guard
valuables, though they are not personally
interested in possessions.

Harvesti Several doses of poison can be extracted

from glands at the base
0 HUNTING SPIDER
RANK | APP# LP SIZE | MOVE
3 1-2 24 3 88
INT | SPI | SUR | STR | HEA | AGI
4 N/A 6 5 6 10

Description: A nightmare creature born of magic.
They resembé t h e common 6dar i
Unafraid to engage larger foes, they attack in a blur
of speed, launching their hairy body forth with
deadly accuracy. They can leap up to thfite
feet in an instant, appearing as a dark blur.
Excellent stereoscopic vision aids them in
stalking prey. They are not web spinners, though
they can ustheirsilk if needed as a lifeline etc.

Habitat: They seem unable to survider long
away from their magitising masters.

Habits: Hunting spiders are good at tracking and
can cover a lot of ground. They are good at hiding,
climbing, and killing.

Lore: They are quite loyal and curiously friendly
to their wizard owners. They are intelligent
enough to understand and carry out simple
commands beyond tracking and killing a specified
enemy. They have more than once been used to
retrieve some small item, ay tleliver a message.

Vict]

of

ng



#att ATT DEF Dmg
2 28 31 2 (N)
Combat:

Skill T Sneak Attack, leve#t (14). If there is a
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means of getting above their victim, they will.

Being rather silent and sufeoted they are likely

to attack with surprise.
Advantage$ They are also venomous. Therefore,
a fight seldom lasts very long. After a successful
bite, the hunter will often retreat for a moment to

let the venom start workinHEA check to avoid

its effects.

Possessions: Hunting spiders do not

have

possessions of their own, although they may carry
some particular personal item for their master.
This is for the GM to decide according to the

situation.

Harvesti Four doses of poison may be harvested

from the spiderds | aws.
BEAR
RANK | APP# LP SIZE | MOVE
5 1d2 40 5-6 50
INT | SPI | SUR | STR | HEA | AGI
2 N/A 8 9 9 9

Description: Heavily built, nearly tailless, with

flat broad feet, each foot being armed with five
nonretractable claws.

Bears have thick hides and remarkable
strength. They can swim, climb, and stand erect.
They show great adaptability to various biomes.
They are more intelligent than most other animals.
Captive bears are highly trainable, though they
often remain unprediable.

Bears are difficult to surprisélhey are

also likely to avoid unnecessary confrontation
rather than invite itThus, they are rarely seen,

unless they want to b&hey are experts at sizing

up an opponent, which has a strong bearing on

their willingness to fightOtherfactors aredo they
feel cornered, or do they have cubs nearby?
Those few lucky souls who live to tell of

being the target of a bear attack agree, it is much
better to kill them before they get to you.

Habitat:

Wooded areas with openings and
thickets near water

Habits: They are omnivorous and generally shy,

often caught eating,

and subsequently seen

running off.It will seldom fight unless cornered or

protecting its youngT h e

startled; young will squeal and often climb a tree.
The bear can become quite a nuisance in
urban settings around dumps where they gather to

rummage for food scraps.

through

trash

adul ts

Wi

Occasionally one will become a maater and
must be hunted and killedAccounts of trained
bears are numerous, as are the examples of such
animals turning on their trainers.

#att

ATT

DEF

Dmg

2

26

28

2d4(C)/2d6(C)

Combat: The bear does special damage on a 9 or
10.When attacking, bears have several tactics that
give them an advantage. Their amazing speed
works as well for running away from trouble as it

does for charging into it.
If a bear must attack, they prefer to charge,

hoping

opponentlf a bearcharges and at least one of its
two attacks connects, the character must roll
against their AGI to remain standirand thus to
be able to attack in the next round. When attacking
they will sometimes go up on their hind feet to use
their front paws as weapons.

to intimidate and overpower

o _)z-.J e R

Hunﬁnhe Cave Bear

their

They will swat at the head of a foe to break

its neck or to crush its skulDr bite at the head,
attempting to get their powerful jaws around the
victi mbs
r famous

t hei

cease its attack.

skul

. They

Obear

Wi
hugo
on the ground where they can go to work on their
softer partsif a restrained character plays dead,
there is a 50% chance per turn that the bear will

é 1

(0]
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Advantages$ If a bear is successful with both its

claw and bite in a single turn it will attempt to pull

its victim to the ground (Roll STR to avoid being

restrainedSee Disorders). If the bear successfully
restrains their opponent, its attacks hit
automatically thereafter.

Possessionsthe bear does not collect or carry
belongings

Harvesti If an hour is spent carefully skinning the
carcass and salting the pelt, a bear skin is worth up
to 1G.

CANINE

The dog has been manods
yeas, perhaps for their utility, or for their stamina,
or for their loyalty. For all these reasons and more,
we have welcomed their presence, while molding
their form into hundreds of distinct breeds.

0 GREAT DANE

RANK | APP# LP SIZE | MOVE
3 1d4 23 5 48
INT | SPI | SUR | STR | HEA | AGI

2 N/A 6 6 7 6

Description: The largest of dogs, at least in terms
of height. They have comparably large heads and
short fur. The Great Dane can weigh as much as
100Ibs at six months of age.

You may consider allowing characters to
keep this animal as a pet and protector. They can
learn up to 25 command words.

Habitat: Found with man, often in a guardian
capacity.

Habits: Friendly. Brave. Loyal. Alert. Very
responsive to training. Great Danes are fierce
hunters, used to take down wild boars.

Lore: The forefathers of this breed were known to
the Egyptians and other ancients. They were said
to ward off evil spirits.

#att ATT
2 23

DEF
24

Dmg
1d6

Combat. Certain welltrained specimens will
have higher combat scores (up to a max of ATT
25/DEF 27).

0 WOLF
RANK | APP# LP SIZE | MOVE
4 1d4+1 28 5 55
INT | SPI | SUR | STR | HEA | AGI

2 N/A 7 6 9 8

Description: Typically, a mix of gray and brown.
Long bushy tails are often tipped with black.
Contrasting facial colorings give them a
distinctive look.

Habitat: They are found throughout the northern
forests, ranging as faip as the tundra.

bl Theygofien gogwithout gafing fopylong o
periods, to times “of gorging on enormous
gquantities of meat. They also tend to eat a lot of
mice and other small animals when they can.

Lore: The Norse tell of the great wolf Fenrir; of
his strength and his reign of terdoand how the
god Tyr lost his hand to the immortal beast. Many
other myths involving wolves are found around the
world. The wolf is a totem animal among certain
indigenous triles.

#att ATT DEF Dmg
2 26 29 1d6+1

Combat: Certain larger older wolves, by nature of
their hard lives, have slightly better combat scores
(up to a max of ATT 28/DEF 31).

PossessionsWolves neither carry nor do they
collect possessions.

Harvesti It will take half an hour to skin a wolf
and salt its hidé worth, .

CAVE DRAGON

RANK | APP# | LP SIZE | MOVE
4 1d2 24 5 42
INT | SPI | SUR | STR | HEA | AGI

1 N/A 4 7 8 6

Description: These great lizardsaveno wings,

no flaming breath, no magic, and likely no
treasure. But what they do have is a certain single
minded cunning, and a venomous bite. The species
listed herdas a cousirof the monitor family.

The forepaws are used flmcomotion or
climbing, not as weapon3hey have tough hides
with the texture of gravel. One thing that makes
them sodeadly is their surprise attack. They are
naturally camouflaged in their home environment.
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Cave Dragon

These blinddragons blend in quite well
with their underground habitats. At first glance,
they are often mistaken faart of the cave wall,
or for dead. They look and act much like the
Komodo. Though eyeless, they have excellent
hearing and a pair of heat sensing pits that allow
them to 6édseed in the

Habitat: During the day they retreat to caves to
rest and digest. Specimens have been found deep
in certain cave systems where they never see the
surface. If food, water, and hatching grounds are
in good supply, there is no need for them to go
above ground. Howevgthey will venture out on
warm nights.

Habits: These nighttime cousins of the Komodo
are the sightless terrors of their territorial ranges.
To see in the dark, they use a combination of smell,
sensing heat, and detecting ground vibrations.
They do quite well hunting outside at night.

#att | ATT
1 22

DEF
24

Dmg
1d4(A),1d6(B&N)

Combat: Severaktrangeadaptations make this an
incredibly dangerous animakor starters, their
attacks do special damage on a 9 or 10.

They can eject a ball of acidic goo with
accuracy up to 20ft, once per turn, up to three times
per day (special damage Type AT.hey also emit
a gaseous narcotic agent that surrounds them in a
15Njiametercloud Characters breathing this must
make aHEA check againstintoxication (See
Disorders)

Perhaps the worst thing about the cave
dragon is their poisonous bite. It combines special
damage types B and N. It is very slow acting,
taking up to 30 minutes to start affecting the
victim.

Like many creatures, they can lunge forth
to attack with a speed they cannot maintain over a
long distance. Theynay use their tail to attack
anyone within reach of their hindquartei&his
causes 1d4LP and has a 25% chance of sweeping
an opponentdos feet from

PossessionsCave dragons do not hoard treasure
like some of the greater Wyrms do. Anything
found where they nest will be strewn amongst
dung and debris.

Lair i 25%: The belongings of past victims can be
recovered with some effairt3d205, 2d65, 1 small
shield, 1 random weapon, and 1 piece of jewelry
worth up to %.

Harvesti 1 pint of acid jelly can be extracted from
sacs in their throat. A glass or ceramic container is
required.

dar k.

FELINE

Great ats come in many sizes and inhabit nearly
every corner of the Earth. Females are generally
smaller than males by 10 to 20 percent. They have
excellent senses, including decent night vision for
stalking prey. All will use their tremendous bite
and retractdle claws in a fight. They also use
camouflage, patience, and speed to deadly effect.

All cats can spring several times the length
of their bodies and are good climbers. The
characteristic feline prowl used by so many cats is
almost routine: starting with the fastidious
placement of each paw, body low and tense, focus
narrow, the killer apmaches its prey and then,
pounce, bite, and grapple!

0 LION
RANK | APP# LP SIZE | MOVE
4 1d4 31 5-6 54
INT | SPI | SUR | STR | HEA | AGI

2 N/A 8 8 8 8

Description: The King of beasts. A lion may top
the scales at 530 and reach an overall length of
9NjLions are capable of Njigh jumps, 408lpaps,
and short bursts of speed up toMBH.

Habitat: The savannasforests and bush of

Central Africa. Lions and their close cousins were
known historically around the Mediterranean and
even into Northern Europkions have no natural

enemy besides man, but they sometimes bite off
more than they can chew in a fight with the larger
zebra, sable antelope, mother giraffe, or buffalo

u

n
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herd. Once common in Southern Europe and Asia, Its sense of smell is advanced, but its
and the whole of Africa: the last European lion  eyesight is comparatively poor. They appear
probablydied around 100E; the Adriatic lion was unable to see unmoving prey, even up close. They
last sighteckarly in the 28 century. are not as good at climbing as other cats but better

swimmers than most.

Habitat: This Asian cat roams from Siberia and
Manchuria, through China, India, and Persia, and
out to the islands of Bali, Sumatra, and Java.

Habits: While generally tolerant of humans, they
will occasionally attack and eat peoples diet
includes anything from bugs to wild buffaloes.

Lore: Those that become maaters soon find
every hand turned against them. Whole villages

et A
HeiivkicH HARDER: R,\ L AL will join the hunt and not rest until the cat is killed.
#att ATT DEF Dmg
Habits: They are the only sociableats The 2 26 28 1d6/1d8(C)
lioness does most of the killing. She will often eat  compat: They do special damage on a 9 or 10.
last, giving up o0the [|i gpef ﬁoss%lé,ﬂ’lét@é?wilpaftemﬁtﬂagver&)\'/vér It
king. They have been known to turn meater, but its prey by pinning it to the ground. They often go
their diet is prlmar!ly wildebeest, impala, zebra, o the throat in an attack and will use a quick
waterbuck, kudu, giraffe, and buffalo. upward jerk to break their

) If the tiger pounces, and one of its attacks
Lore: Many old tales feature the lion, from  connects, the victim must roll against their AGI or
someonegaining favor byremoving a thorrirom be knocked down and unable to attack in the
itspawt o Dani el 6s time in fofloRing P M @iSse Ebfmbht, if the tiger hits
with both of its attacks, the character must make a
#att ATT DEF Dmg successful BR check or be held fast (see
2 26 28 1d6/1d8(C) Disorders, Restrained).

Combat: Lions do special damage on a 9 or 10.
Expertkillers, they will attempt to swat at the head
of their prey to break its neck. If possible, they will
haul their prey to the ground with sheer size ani
strength A favorite tacticiss o bi t e at
neck or nose to suffocate it.

0 TIGER
RANK | APP# LP SIZE | MOVE
4 1d2 30 5-6 54 Hunting Tiger
INT | SPI | SUR | STR | HEA | AGI
2 [NA | 7 8 8 8 GHOUL
RANK | APP# LP SIZE | MOVE
5 1d4+1 36 5 38
Description: One of the biggest big cats, it is also INT | SPI | SUR| STR | HEA | AGI
one of the most iconic with its grace, carriage, and ) N/A 4 7 N/A 7

distinctive stripes and coloring. They vary in size — - _
and color depending on where they are found, Description: The name ghoul is broadly applied

from the Manchurian twelvéoot, 500 pounders to several dark creatures. The earliest is the pre
to the halfsized island tigers. Arabian Gallu demon. Its descendants are a race of
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otherworldly horrors living in the dreamlands
upon a crag above the Vale of Phath. They appear
there as a grotesque hybrid of man and dog.
However, when they visit Earth, they resemble an
undead corpse, in sight and smell.

The classic corpseating ghoul of
midnight graveyards is the material form of the
dreamland ghoullt is a variant of greenisgrey,
gaunt, misshapen, and smodn evil toothsome
grin. It is greatly feared for its ferocity, and for its
ability to infect people with a disease that
transforms them into ghouls.

All ghouls have such an abhorrent look
that only the most stouthearted folk can bear to
look at them. At the sight of one, characters must
win a SUR check or becomPanicked (see,
Disorders). The effect wears off ilD10 minutes.

A character becomes immune to the effect after
several such encounters.

Habitat: Graveyards when on Earth. Their
ancestral home is in the ageless land of dreams.

Habits: The ghoul visits Earth for darkecretive
purposes. Téy are notorious for eating the dead.
Their penchant for flesh puts them ohirect
opposition to humanity, prompting dire encounters
among the gravestones. If wounded seriously, the
ghoul will retreat to its drearhomeland.

Supernatural Abilities: Ghouls have strange
powers that make them formidable foes. The strike
of their claws can cause paralysis unless the victim
makes a HEA check (See DisordelParalyzeil

The paralysis lasts turns

They also perform a sort of hypnotic trick
with their strange muttering, which is often
mistaken for an actual language. Failing an INT
check causes the hearer to stand still for two turns,
or to move submissively toward the ghoul (50%
chance okithey.

The bite of a ghoul contains the germ so
destructive to mortals. Many who have lived to
talk about their encounter have soon succumbed to
a fate worse than death. Incubation begins
immediately unless a HEA check is made. A
twenty-four-hour period of inculdeon will
transform one into a protghoul, which must then
seek rotted human flesh to devour to complete the
transformation. The protghoul must find such
flesh or perish completely within70 days. Prior
to this initial meal the victim can be savedthg
spell Cure.

Ghouls can travel from their realm to
Earth and back by Teleportation. To do so they
must focus for several turns. Their effort to focus
must be uninterrupted for it to work.

#att ATT DEF Dmg
2 26 29 1d8/1d8

Combat. The ghoul is not concerned with
infecting those it attacks; it seeks to kill them so
that it may later dine upon their decaying corpses.

They tend to swarm a single victim even
when attacked by multiple foes. When they move
into battle, they work together to overwhelm an
opponent. This tactic often allows some of them to
automatically hit their target. They often go for the
weakest first.

As mentioned, the very look of a ghoul is
offensive. On top of that their odor can be
considered a weapon. A character who comes
close enough to fight a ghoul handhandhas a
50% chance of becoming nauseous until they
move away. This nausea will cause the character
to make all die checks and combat rolls at a
penalty.

Weaknesses Silver weapons do extra damage to
ghouls(+2LP per strike).

PossessionsGhoulstypically have no interest in
material possessions.

GIANT

RANK
6-7

APP#
1-3

LP
48-96
INT SPI | SUR| STR HEA | AGI
2d4+1 1d6+3 2d4 | 1d10+1( 1d4+5 2d4

Description: Humanoids of extraordinary size,
strength, and appetiteTheir size may vary
depending on the legend, with individuals ranging
from twice the height of man to those whose heads
reach the clouds. They can also differ greatly in
their powers and intellect. Many exceed humans in
their reasoning and wisdom, whilehets are
renowned for their stupidity. Some are no more
than larger versions of man; others wield a
powerful inborn source of magic.

SIZE
6-8

MOVE
40-70

Habitat: Giants may roam the Earth widely. They
may settle in a great variety of landscapes. Some
are notorious for their power to transform the
landscape to their liking.
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Habits: Some giants are loners, some live in
community with others.Some live much as
humans dpothersare quite primitiveSome are
wicked anddestructive others are benign or even
helpful.

Lore: Giants exist in the stories of virtually every
culture, with the one uniting factor of their
immensity. They are often primordial beings tied
to creation myths, but they linger on into much
more recent accounts.

Many giants are credited with great works
of terraforming, ranging from the ultimate, being
the creation of the Earth itself, down to the piling
up of mountains, the scouring of grand canyons,
the laying of causeways, and the placement of
standing stones.

Popular medieval examples include
Goliath, Nimrod, and Saint Christopher. The
descendants of pairings between humans and
giants are much closer to human size; but sages
canonlywondemihow di d such
Another questionis, why do so many giants
possess some magical aspect?

Supernatural Abilities: Not all giants have magic
up their mighty sleeves, but many doughly1 in

4). Their power is more innate than something
acquired through study (S&&ills, Channeling. It

un

also tends to be ahe Primordial type such as
weather control oshaping the landscape.

#att | ATT | DEF Dmg
1 28 | 30 1d10+1(C)

Combat: The stats above pertain to individuals of
size 6. Larger specimens should add a point or two
to their ATT, DEF, and Dmg. Also, size ¢agts

do special damage on a 9 or, Bize 7 giants do
special damage on an 8, 9, or 10, and size 8s do
special damage on any hithey fight much like a
normal size human. Some individuals hone their
combat skills and may increase their scores
accordingly.

Immunitiesi 25% have 1d4 protections from
either disorders, spell types, or special damage
types, GM6és choice.

PossessiongGiants may amass great wealth over
time. Some of it is giardized and some will be
humansized. GM discretion should apply.

Carried 7 35% 2d4 copper ingots, 1d3 silver
ingots, 1d2 gold ingots, and 1 random jewelry
piece worth up to 1G.

Lair i Double above plus one random rank 3
enchanted item.

GOBLIN and HOBGOBLIN

RANK | APP# LP SIZE | MOVE
2 2d10 17 4 45
INT | SPI | SUR | STR | HEA | AGI

7 6 6 7 8 8

Description: The goblin and the hobgoblilwok
similar except for the spark of malice in the
hobgobl iArhdbgoblie i simply nothing
more than a bad goblifwhich is not to sayall
other goblins argery good.

They speak a language of their own and
may also speak the tongakthe humansommon
to their area.Their physical appearance can be
shocking at first glimpsewith swarthy greenish
skin, pointed ears, large eyes, and prominent teeth.
ions happen?bo
Habitat: Distributed acrossNorthern Europe.
Hobgoblins are often solitary creatunesaming
about from one hideout to the next. Goblins tend
to settle where they can. Some prefer to live with
those humans who will have them. Others find
abandoned buildings or grottoes to inhabit,
preferring their freedom.
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Habits: Little is known abougoblins in the wild.
They areoccasionally helpful, if treated properly,
but more often an agent of chad¢e know a great
deal about house goblins. They can be diligent
workers. They can also be mischievous.

They are not strictly nocturnal, yet they do
avoid sunlightand heir night vision is quite good.
They like wine, and if it is left at their disposal,
they will stay up half the night moving furniture,
rearranging cupboards, banging on walls, and
snatching blankets off sleepers.

Lore: It is said that house goblins who have worn
out their welcome may be driven off by gifting
them with a piece of clothing, or by spreading flax
on the floor. All other efforts risk retaliation.

While the Christian church may label them low
level demons. Man others would place them

closer to fairies, like the brownie or kobold.

Supernatural Abilities: To escape dangdr in 6
can slip through unseen cracks intoakigerwort,

but only when not drinking winelinl0 use the
skill channeling and so have a spell or two at their
command.They may use any magic type except
celestial.

#att
1

ATT
21

DEF
24

Dmg
1d4

Combat: They fight similarly to humans except
most of them do not f ol
fair playd; they can us
dirty. Certain individuals do practice combat skills
and make good use of quality arms and armor.
Their combat scores may be notably higher than
listed above.

Immunitiesi 1 in 2 have 1d4 protections against
either disorders, spell typesr special damage
types, GMés choice.

PossessionsGoblins, and especially hobgoblins
can be greedy and miserly. Although much of what
they deem valuable amounts to little in human
terms. Goblins are strong for their size and may
carry large packs with their belongings, as well as
stuffing all their pockets full. Also, anywhere they
call home will inevitably become cluttered with
odds and ends.

Carried 7 50%: 3d2C, 1d1G5, 1d4G, 1d8 semi
precious gems worthSkea., 2 small random items
from the goods list in the PQG, and 1d2 pieces of
jewelry worth up to S ea.

Lair i Double aboveplus 1 random rank 1 and 1
random rank 2 enchanted items.

HARPY
RANK | APP# LP SIZE | MOVE
6 1-3 30 6 48*
INT | SPI | SUR | STR | HEA | AGI
4 7 6 10 8 8
*The harpyoés flight

much different than their MOVE on the ground.
However, their speed can increase dramatically
when they fly with the wind, which they often do.

Description: Harpies are a fright to behold,
making them ideally suited to their task as police
force to the gods. They bear a superficial
resemblance to sirens. Their faces are pale and
twisted with hunger. They combine the upper torso
of a hag and the body of a wuie. Their greasy
hair hangs in snaky tangles over slack breasts.
Their hands are clawed and caked with filth. The
odor of rot hangs about the#ny food they touch
becomes taintedlhe mere sight of these hideous
creatures is often enough til hew adventurers
with fear.

Habitat: Warmer climates, wherever their fancy
takes them. Feeling kindred with old, abandoned
temples and workings, they tend to settle around

Irums Thelr nest Whlch a{f un |dg are bU|ItI|ne s
hr rgn%c % KnQwn Aerids
Lé four%l oR Ghe GaRdd bt § phe?dQs and®

Salmydessus in Thracény place they stay for
long becomes despoiled.

Habits: They are sarcastic and ornery even on a
good day. They often see travelers as intruders and
will harry those who tarry about their lair. A near
insatiable hunger may drive them to rob food from
those they waylay unlucky wayfarers may also
be seen as food.

Harpiesoccasionally take a human lover,
though they often murder and devour them after
having their way. Male offspring of the union will
typically be eaten after hatching. Only girl
children are kept.

Lore: Originally harpies were the daughterstbé
ocean nymph Electra anthe minor sea god,
Thaumas(at least, that is the favorite of several
origin storie$. Originally there were Aello,
Ocypete, Celaeno, Podarge, and several others.

speed
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They came to serve as ministers of divine  small, head large and horned, mouth wide and
vengeance. At times it was their duty to capture toothy, and burning eyes full of mischief.
convicts and hand them over to the Furies, female They are strong for their size and quite
divinities of justice and vengeance. At other times  nimble. This combination makes them capable of
they punished the guilty themselves. For those some surprising acrobatic feats.
they punish deat comes slow, as they love to
torture their victims. Habitat: They are seldom found ranging free on

The harpy was also used to carry off the  the Earth. As familiars they are content to curl up
souls of the dead, and to bring storms as warnings near a fire when noattending tot h e i r mast el
to those who would break the law. For all their  wishes. They may be kept in a smahchanted
adherence to law, they often achaotic if bottle or ring.
encountered in the wild.

Habits: The imp finds joy in destruction. As yet

Supernatural Abilities: Harpies wield several no proof exists of claims that as familiars, they
speltlike gifts: they can cause nasty weattibey suckle on their witchos bl
can caus@anic asper the spellerrorize lastly, evil, or in between.
they have great insight (see InsightSiills. Use
at level 5(13). Lore: They live in the otherworld where their
actions are little known. The Christian church
#att | ATT DEF Dmg connects them with the deviflore than one witch
2 25 30 | 1d6+1G)/1d6+1C) has made use of imps as familiars, but she must
Combat: They will attempt to surprise a victim have a strong will.

from above if given a chance. If successful they
are strong enough to lift and carry an adult human Supernatural  Abilities: They are often
into the air. They usually drop their prey from-20 summoned for their magical abilities. They can

3 0 Njey fight equally well with feet or hand. cast any first level spell, up to five per day. They
on the ground,hey will use their wings to batter heal 1LP per minute.

anopponentld6+1 (C)

Skillsi Sneak Attackauta #att ATT DEF Dmg
Advantagesd When harpies are first encountered 2 22 29 1d4/1d6

there is a chance that the character(s) will succumb
to fear: they must make a check to avdigke
Panickedn Player Quick Guidg.

Immunitiesi 50% resistance to spells of &evel

Combat: They may attempt to surprise anwary
opponent but will flee from physical combat.
Skillsi Sneak attack level @uto)

Immunitiesi Resistance to magic.

or less.
. Possessionsimps have little use for material
Poss_es§|ons... possessions, although they have been known to

Lair 7 10% 1 enchanted item (A crystal or
Trinket, See the Enchanted Emporium). 40%
1d8XL0G MINOTAUR

RANK | APP# LP SIZE | MOVE

IMP 6 1 32 6 46
RANK | APP# | LP | SIZE | MOVE ”\LT S;' SZR SlTlR HEA Agl
3 1d4 14 3 66
INT | sPI | SUR| STR | HEA | AGI Description: Part man, part bull. This beast
8 7 5 6 38 10 spends much of its time at war with itself. Violence

is its way of coping with its confusion. They do not

Descri_ption:_ Small and seldom seen, and then speak but the volume of their bawike battle cry
rarely in their true shape. They can appear as bugs, echoes for miles.

birds, cats, and other small animals. When they do

reveal their actual form, it is shockingly grotesque:  Habitat: Wild places away from humankind.
their skin a burnt red/black and hairless, bOdy They look to lair in na_tura”y mazike areas.
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Habits: The minotaur is unpredictable, blending
the worst traits found in both sides of its parentage.
They exhibit an abnormal amount of bullish
rutting behavior. They will also take slaves, which
they treat horribly.

Lore: The original minotaur of Crete is at once a

tragic and a bloody figure. Born Asterion, of an ill
conceived affair between the ggdeen Pasiphae

and a sacred white bull. Tinehild grew into the
monster Mintauros. As he grew and his destructive
nature became apparent, Mintauros was confined
in a giant maze. Here he was appeased with living

human offeringsHe found nothing so satisfying

as the blood and flesh of young men and women.
It took no less a hero than Theseus to rid
the kingdom of this monster. And that would have
been the end of it all, had the young Asterion not
been free for years prior to his imprisonment. And
in those years, he was known to frequent the hills

and the vkes around Knossowhere he sought

sustenance for a growing hunger.
Several years later, reports were heard of
misshaperwild calf-children Theyoung Asterion

had mated with the freenge cows of the
countrysidelt waswhen the raping of heifers no
longer satisfied himand his eye turned to the
milkmaids thathis undoing was written. After the
deaths of several innocents, an enraged populace

would settle for no less than his imprisonment. The
Queen at last agreed to the maze.
Luckily the reports of offspring are rare,

and dealt with swiftly by professional hunters, yet

one wondershow many got aw&yTheir seed is

strong and of divine origin, making it likely they

will persist.

minotauls may lack the supdiuman strength of

The subsequent generations of

the original, however they are still stronger and
larger than any man when fully grown.

Supernatural

incredibly fast (1LP per hour), if allowed to rest.

Abilities:

Minotaurs  heal

#att

ATT

DEF

Dmg

2or3

23

23

1d8+1C)/1d6+2(C)

Combat: Minotaurs do special damage on a 9 or
10. The beast may or may not use a weapon. If it

does, it will do so with some skill. If not, it will use

its gnarled hands to pummel and rend its victims.

Preferred weapons are larger pikes or great axes.

Minotaurs are capable of two attacks per turn with
their bare hands. They can attempt a third kftac

if they are flanked, by using their powerful legs to
kick a foe.

Immunities 7 They are immune to all mind

affecting magics.
Advantage$ Between its unthinkable appearance
and its blind ferocity, the minotaur can cause an
opponent to freeze or flee (see Disorders, Terror
Stricken). Minotaur hunters who have become
immune may face them on fair ground.

Possessions:The minotaur is not particularly

interested in acquiring material goods, although

they will loot the bodies of their victims for armor

or a better weapon.
Carried i 60%: 1d3 armor pieces, 1 enchanted
weapon (+1ATT & Dmg.), and 1 piece of jewelry

worth u

p to 1.

Lair 1 50%: (found on the corpses of their victims)

1d20X1QC, 1d235, 1d2G5, 2 random small items
from the list of goods in the@®G, 2 random pieces

of armor, and 1 random weapon.

PITKIN
RANK | APP# LP SIZE | MOVE
3 1-4 25 5 38
INT | SPI | SUR | STR | HEA | AGI
3 3 4 8 7 6

Description: These distant cousins to man live in

isolated places far from civilization. A broken link
[ di verse

i n manki
and dwindling race, shunned and persecuted for
their primitive nature.

Of all the humarkin they are perhaps the

ndods

f ami

furthest from mankind in several ways, the

inability to interbreedwith humans orother
humankin being among the most fundamental.

And while sharing the basic bipedal build of men

they are marked bya smaller craniumand

noticeably larger hands and feet.
Their simple language consists of a small
assortment of grunts, growls, and squawks. Their
wild demeanor belies an animalistic intelligence,
incapable of learning the simplest of tasks, making
them ill-suited to either friendship or slavery. The

few Pitkins taken captive have all died within
weeks or months.

Habitat: Existing only as outcasts in marginal
places of swamp or mountain. They denpits,
shallow cavesor squalid huts.
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Habits: Their weaponry is crude: spears, clubs
and wicker shields, or their bare hands. They will
almost always attack humans unless outnumbered.
They are also cannibalistic, often taking live
captives to their lairs to be eaten later.

#att ATT DEF
1 22 24

Dmg
1d4+1(C)

Combat: Some have more fighting experience
than others. Pitkin veterans may have considerably
increased combat scores.

Possessions: Pitkins have little interest in
belongings theyannoteat or use to hunt. Those
few things they craft are of crude construction.

RAM

RANK | APP# | LP | SIZE | MOVE
3 1-4 | 38 5 50
INT | SPI | SUR | STR | HEA | AGI

1 N/A 8 8 8 8
Description: Wild sheep with large horns.

Habitat: Mountainous areas.

Habits: Generally elusive and nesggressive.
They will fight if threatened or in rut.

#att ATT DEF Dmg
1 29 31 1d8+2

Combat: They have a simple method of fighting
known as t hfespabehselimitbd their t t
damageshouldbe reduced to 1d8.

UNDEAD

The term undead applies to a host of creatures
exhibiting similar characteristics: Thayust take
their rest during the daybeing wable to bear the
sun And as they shun the light they are shunned
by the living.

Their minds are made of ectoplasm. They
do not breathe. They have no heartbeat, or even a
working nervous system. Their bodies are
animated by necromantic energy. They can no
longer bleed, shed tears, or procreate.
Necromancers have power oveertain of the
undead, as do priests

There is a negative taint upon the undead,
whose souls were not O6p
well of spirit. Somethinginterrupts the normal

passage of thesoul to the afterlife. This means
they cannot add their life experiences to the
collective energy of creationThe spell Banish
sendghem from the material world, artéckinto

the great web.

For all their weaknesses, they share a
certain tenacity, and some can survive a second
death, to return another night, unless certain
practices are used against their resurrection.

0 ANIMAL SPIRIT
The ghosts of animals are much like those of
humans in almost all ways (See Ghost below).
They appear as they did in life. The differences
amount to the following:
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0 GHOST
RANK | APP# | LP | SIZE | MOVE
3 1-2 24 5 55
INT | SPI | SUR | STR | HEA | AGI
* 9 | NJA | NJA [ N/A 8

* Equal to their score from when they were alive.
Description: Spirits normally leave the world
behind and go on to their afterlife. Ghosts that
remain, do so to complete some unfinished
businessA ghost may Ol ivebd
furdener with evidence of a crime, or they may
return from the dead to reproach a faithless lover.
Once a g h oashiededtheg wiladfteni s
disappear into the ether.

The ghost has a limited understanding of
its existence, an incomplete memory of iterier
life, and no real concept dfs future. It goes
through long periods of inactivityas if asleep
until something, usually the presence of a living
person, awakens it.

Ghoss may manifest as a sound, smell,
touch, or any number of other unseen things. They
can also appear visually as almost anything
imaginable. But, they are most commonly seen to
resemble their prior living selves.

Habitat: These spirits typically haunt the place

energetically boun
unable to travel far.

an area or objec

t

C
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#att | ATT | DEF Dmg
1 24 28 1(S)

Combat: If a ghost wants to physically harm a
person, it can cause a single LP of damagéuper
from its cold touchThe best weapon to use against
ghosts may be a prie€dften the best way to deal
with a ghost is through a séance.

Immunitiesi Normal weapons pass harmlessly
through the ghost. They can only be harmed by
silver orenchanted weapons.

Weaknesseis Ghosts can bBanished, as per the
spell. They can be kept at bay with holy objects.
They can also be avoided, by simply skirting
whatever they are bound to.

0 GUARDIAN SPIRIT
RANK | APP# LP SIZE | MOVE
4 1 28 5 50*

INT | SPI | SUR | STR | HEA | AGI
6 6 4 2 N/A 8

* Movement is typically confined to a small area,
such as a single room etc.

Habits: Depending on the person and how they Description: These spirits were once ghosts. No
died, their ghost may be friendly, helpful, or longer quite undead the guardian is a unique life
benign. They can also be downright malicious. form. They have learned to harness energy and
Ghosts are not generally harmful, being unable to transcend theifate of living between the worlds.

do much more than scratch, slap, or push. Many They speak any languages they knew in
fall into the nuisance categy, but there are a few life. Otherwise, theymay bear little resemblance
who have distilled their powers to great effect. to the person they once were

Lore: The secret behind the dead arising from the Habitat: They are attracted to places of power that
grave remains hidden from the living, only to be  suit their temperament. They may still be tied to
| earned when one 6sl i ps thd pglaceacheygadnce guarded aseaighoét, but theirj o i |

the spirit multitudes. increased powers make them more than a
Certain ghosts seem to develop a taste for challenge for most intruders. They may just as
doing harm to the living. As they learn to feed likely be freed from the lpce of their death to

upon the emotions they produce in their victims, wander in search of a new place to guard over.
they grow powerful in ways that change the nature

of their existencelf of an evil naturethey may Habits: A guardian will oftertry to find a way to
transcend their undead state to become a warn intruders before it attack§hey may guard
Poltergeist Alternatively, if of a benevolent somegreat treasuréhat belongs to someone else
nature, they may becomeGaiardianSpirit. but have no use for possessions of their own.
Supernatural Abilities: Ghosts embody the Supernatural Abilities: Guardians can be
supernaturalThey can see through invisibilitPr summoned by the spell Summon Guardién

in the dark.They can choose tbeinvisible or to summoned to help in combat, they will be released

make themselves seen. They can appear as a misty at1LP to return to wherever they wef@uardians

blur of ectoplasm, or as they once were in life. are capable of a variety of supernatural attacks.
They can affect temperature, bestow minor They have all the powers they once had as
wounds, extinguish small flames, pass through a ghostandincluding the following: Thi touch
solid objects, and absorb psychic energies. can age a person, once per day, by 1d4+5 years
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per manently. They can absorb and use an enemyaos
LP, twice per day per opponent. This last power Lore: Individual mummies often have a personal
works only if the guardian is already damaged, and lore befitting their status, as only important
only if they roll a successful attack. They are  persons were worthy of the full process.

healed by the same amount of LP they do in

damage, not to ered their max. Supernatural Abilities: Can cause a Panicked
state in mortals once per encounter, see disorders.
#att ATT DEF Dmg Can cast Evil Eye. Can cast Putrefy with a range
2 25 29 1d4+1(S) of Touch. Can cast Hypnoti

Combat Normal weapons used against a at 3“leveld no casting ingredients required.

guardian do only minimum damage. Silvand
enchantedveapos are fully effective. Hat ATT DEF Dmg
Weaknesse$ When a guardian is damaged to 1 30 30 1d8 (S)
within 4 or 5 points ofzero, theygo to ground Combat: Mummies have several means of non
where they sink into the soil to hibernate until they  physical attacks which they will employ before
regenerate. It is by this that Guardians can then be trying handto-hand combat.

trapped. The trick is to burygenstoneor drive a Immunitiesi Magic resistanceNormal weapons
wooden stake into that spot. The guardian finally  do only %2 damage.

dies when the stake rotswhenthe stone surfase WeaknessédsFire attacks against them do special
on its own Pulling the stake out of the ground or  damage (H) on a 6, 7, 8, 9, or Haly water repels
unearthing the crystal releases the guardian. them.

PossessionsGuardian spirits have no use for PossessionsMummies tombs are often stocked
possessions, though they may guard things of great with items they may find useful in the afterlife.
worth. In each case it is unique to the spirit in  Personal items, food, religious offerings, and

guestion. mummified pets may accompany them.
Carried 7 Since a mummy will only be
o0 MUMMY encounteredin its tomb, anything it carries is
RANK | APP# | LP | SIZE | MOVE included below.
5 1 30 5 36 Lair 1 65%: Silver and/or gold items worth up to
INT SPI | SUR | STR | HEA | AGI 180G, 3 random items from the list of goods in the
* N/A 5 8 N/A 6 PQG, and one random rank 3 enchanted item.
Description: Mummies from around the world 5 WALKER

come in many kinds. Mummified corpses are RANK | APP# LP SIZE | MOVE
mostly harmless, crumbl ) at2_5t'nezsgrc5ver%8bber
touch. But there are those that live on through

accursed meadsthose that awaken at the warm INT_| SPI | SUR | STR | HEA | AGI
breath of an intruder. 1 N/A | NIA 6 N/A 5

Cultural differences in religion, burial Description: Also calledzombies skeletonsor

practices, and preparations for the afterlife are the walking dead. Similar to automatons, these
sometimes striking. There is a link between these abominations are brought to life under the control
differences and the type of powers wielded by the of a spelllAnimate Corpse)

(@)
n

mummies of different cultures. They are animated not by a ghost of their
They do not speak, but they can  former selves, like mummies, but by magic. Any

understand any language they knew when alive. spare corpse will work, evehreduced to bones

Habitat: Tombs. Habitat: The presence of these unholy monsters

signals the nearness of their master, a practitioner
Habits: They have some recollection of their of necromany.
former life. They differ from the rest of the undead
in that, if their grave lies forever undisturbed, they  Habits: None.
will rest peacefully throughout eternity.
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#att ATT DEF Dmg
1 20 25 1d6

Combat: They fight more like wild animals than
the men they once werd rare few individuals
may wear armor or use a weapon.

Immunitiesi All normaldamage against them is
halved. (Silver or enchanted weapons do full
damage.)

Weaknesseg Skeletons takenaximum damage
from crushing type weapons.

PossessionsFew walkers will possess material
goods. Those that do are not aware of the fact.
They are merely in possession of something that
was already on the body of their corpse.

Carried 7 25%: 1d6X1@C, 1d2(5, 2G, 1 piece of
jewelry worth up to &, and 1 random piece of
armor or 1 random weapon.
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APPENDIX ONE: THE CANDLEMAKER & DAUGHTER

THAT WHICH FOLLOWS s anotherJack and the Giarstory. In
this telling our Jack is a young soldier home from the war, only
find his hopes shattereh her ods W
A giant has kidnapped a s kidgceand plans to sacrifice
her to a demon in theky. With Lucy missing anchis brother
mortally wounded, Jack is called on to confront an ancient evil.
There are two parts to this adventure. The GM shg
become familiar wittall of Part One before playing, since it can

Number of MCs1-3
Skill Range: Novice
Player Age: Teen

Playtime:Part One3-5

hours
Part Two,10-15 hours
Genre: Blklore

played throughinasinglesessidnac k 6s char act

T T

S IT ©T T T T

S

found

the PlayerExtras section along with a letter from his brother. Give the playehance to
read both before beginninghe adventure may be played solo or with companions.

THE VILLAGE & THE MOUNTAIN
Rememberisolated italidext isto bereadaloud

to the playes). Also, readaloud portions may
require real time editing as previous actions by

the characters affect the course of things to come.

Thus, as the storgrogressesgamemasters will
find less reaehloud parts. This is your invitation
to improvise as circumstances evolve.

IN A LAND THAThas seen its share of history
the Village of Blakburgn is young and vigorous.
Blakburgn was established and fostered on
mining copper from the nearby mountalim just
a century its population has grown frontauple
of dozen to a couple hundred.

Before the villagers, few people lived in
this remote corner of GaulMague, whispered

legends recall the days when the sorceress Clio
ruled the surrounding landsHalfway up the
mountain is an arrangement of standing stones,
said to be the gravesite of the sorceress.
Crowningthesummis CIl i 00 s
she has been dead fohandred yearsher ghost

is thought to be very much alive.

The people of Blakburgn share the view
that as long as they leave thdsigh places to
their rest no harm can come from them. This has
been largely true until recentlyNow a giant
named Kranghas takenup residence orMt.
Arbor, or Treetop as the locals call it

The villagers all wonder what will
happen nextWi | | Cliobs
away? Did she invite Krang to help her keep
intruders at bay? Or has her ghost finally passed
out of existence?

t ower .

ghost
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Three years have passedwand Krang bodyfrom her grave. This means digging up the
has not fled. Nor has he been the menace people magiccrystalthatholds her down.
feared. On the contrary Krang has led a quiet,
reclusive existence. Once a month he meets a
merchant from Blakburgn to trade goods. Other
than that, the giant seems only to wish for his
solitude, viich all are willing to grant.

Enter Noz

On the eve before our adventure beginsewh
outsider arriveduredto Blakburgnby the power

of a young saint. The outsider is an exile from
hell. He isa demon named Noz, who challenged

the prince of darkness by taking a seat on his
throne. NozO6s puni shment
floating prison orbiting the Earth and to be
stripped of his shapeshifting ability.

But Noz was not without some small
power over the more weakinded of those
below. Over the firstlecads of his captivity, he
established a limited network of followerbkle
soon devised a way of regaining his former Clio has never quite given up hope of
powers. This involved kidnapping budding saints  being freed from herearthly prison and
and stealing their energigsor this, he has come reclaiming her dominion over the area around
to Treetop and possessed the mind of a giant ¢ h emountain There is little that happens on
living there. Treetop which escapes her noticeShe often

Krang was made to descend the mountain  knows what is going grthoughthere is little she
and lay in wait for our Lucia. His task was to can do about it Being trapped under the soil

capture and carry her to tlamcientMt. Arbor keeps her powers in check

altar. There he was to spill three drops of her still, she despises Krang, partly for his

blood on the altastone by whichelder magic dullness of wid she would have preferred a wise

would carry the girlt@ac e | | i n No z 0 s olg fieim& 8stompaidybut mostly for his once
When he snatches her,up a tragic case trying to sleep in hetower, andblowing half the

of not knowing oneds 0WHRhgofoff whénhh@dndezed. Kr ang br eaks
Luciads neck. And not real §ofoda) 9 whieshh HKrahagbe, f 66t f

carries her body up the mountaintending to her, she looks owngrily from her homédetween
follow Nozb6s instructi otfhg stonesShe sees the brute carryirgsack,

looking rather suspicious. Reaching inside the
Concerning Clio sack with her mind, she sex little blondegirl
The sorceresso® | ong hi swhovisjisthgmines he area need not
be fully known for you to play her paiter life Determined to spy on Kranglio opens
had its highs and lows. She had her friends and herself to the voices of all the little creatyrasd
her enemied all gone now. Mostly she kept to mossesandshrubs that live on Treetopnd as
her tower, learning her craft. the day wears orshe watches Krang place the

Her end came at the hands of a company  body of the girl on the altérwatches as Krang
of Roman soldiers, though not as part of any tries to get blood from a wound he makes in her
official action.Unbeknownst to the soldiers who palm. Watches as night falls and a new star
buried her under the old standing stones, the steps appeas in the sky.

they took to end her existence only ensured she When Clio begins to suspect exactly
would live on as part of the mountain. what is going on shegealizes a demon has

Since her death she has become a sort of possessed Krang. Stecides to do whatever she
guardian spiti Now only a soldier can freler can tointerfere Then along comes a soldier

named JackBut will he set her free?
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Krang! The Exile opportunities to visit therdevery day she brings
Some giants are no more than larger versions of candles from her father and candies from _Celia.
humans; others wield a powerful inborn source of _ She often stays to share lunch with the
magic.Krang is of the first sortde standswice miners in the central cavern where a natural shaft
the height of a tall man. lets in light and stalagmites stand guard. Mostly
Only Krang knows where he came from, Lucy j_ust listens as the miners share stories, _often
and why. His people are from several hundred laughing at their humorous outlook on life.
miles north. They sent him soutfree years ago Nothing makes hehappier than seeing the men
never to returnHe was the only suspect in a return to their p_lcks and buckets with a fresh
murder caseUnfortunately, he could not prove ~ candle and a smile. _ _
his innocence. Lately though something has intruded on
Krang had settled on Treetop one day her happ_iness. Sﬁ_}ahad_ to keep a secretthing
after leavingthe mountains of his youtht stood she ha little practicewith. In dreams she sees
twice as tall as the surroundifapthills. From its herself approaching giant ivory door which

top he sawonly flat lands further south, so he  Starsto open just before she wakes up. Beyond
made campThough it was barely a mountain in the door is a white light and a musical hum.
his estimation

Krangdrove off a band of hobgoblins. He
tamed some wild sheeple sold a few antiques
looted fromthe old tower Soon h e gndde a
comfortable home in a cleft of rock near the
summit. Now he sees hi msel
protecbr. His comfortsthereare as simple as his
thoughts. Hés at his happiest warming his bones
by a popping fire.

Krang krows nothing of his predecessor
on the mountain, only that the old toweslds
strange relics and himat secrets of dark design.
He feeb C | i mredence lower on the mountain
though, but only after dark and only near the
Resting Stone. Hewvould never guesghat a
sorceress was buried there and that sheslonly
to drive him off and retake her home.

Until the day our story begins Krang is
only a minor figure in the lives of the people of
Blakburgn. He does defend the Treetop woods
from further cutting (which would fuel the
refinery, but there are other treeend so the
miners do not argyeNo oneknows he is all bluff

and bluster, and t.Anat he woul dnot rm a. f|
thatos the way he likes | Butthedreamon,}ﬁllaatwhathappery

when shés awake and thats what_ucy haskept
asecret. She was sure that
understand d i d nudderstand it hersélf

recoiled in fear the first time sloeeatedhelight.

But there ithadbeenwhen she needed it one day

f

Luciab s Li ght
She is known iBBlakburgnas a bright and caring
child. Even the roughest miners are charmed by

her presence, checking their otherwise rough ijhedark ofthe mine When her stub of a candle
language and crude humor. And this has worked burnedout, the lighthad come to he¥ from het

in their favor as Lucy has become sympathetic to on t he day our story
their hardshipsOn her own little shoulders, she mother becomes worried when the child is late
hastakenthe task of bringingromejoy to their returning from the mine. She sends Lucian to find

dark days. her and scold her for dawdling. When neither

She taught herself to be at hqme in their return Aylin goes toseethe mine supervisor.
underground passageseven making up
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years. Materials varied from beeswax tg

time. A headlamp lit with a candle wag

Candles: An llluminating History
Candles have been used for thousands

animal fat, to paraffin. Hour candles
burned uniformly and were marked to tell

used in mining.

Rumors
Characters may hear a rumanywhere,from

anyone. Every new SC they meet is a potential

source. It is up tthe GM as to how, if, and when

they present them. Only a full reading of the

adventure can give context to each. UseQlid2
determine a rumarandomly orchoose whichever

on

1.

10.

11.

e seems appropriate at the time.

Alocal sayingi A | onel y
home, for the price of a kiss on the Venus
Stone. 0

Legend: A handful of enchanted gems are
hidden on the mountain. They can be
combined to create a
Idle gossipCelia must have a crush on Jack
judging by how much she always talks about
him.

Common conjectureKrang must have done
somethingawful sinceno other giants come
to visit him.

Several suspicious strangers have been
sighted in the vicinity of the old ruins north
of Treetop.

A band of hobgoblins is behind several
recent burglaries as wels at least one
kidnapping.

Legend:People agree that Clio was buried at
the resting storte some also say an ancient
king lies there.

Old news:A week before he went missing,
the hunter Arcturis claimed to have seen
dragonsign in the Treetop wood.

A man with the head of a bull was seen
bathing in a pool in the woodwest of
Treetop

The Lady Black keeps an eye on the village
via an enchanted mirror in her attic.

A gaunt woman with wings and clawed
hands wasvitnessed killinga faun north of
the village.

heart

12

13.

14.

15.

16.

17.

18.

19.

20.

6st ai

. Superstition:The ghost of Gaius the Black
haunts the village streets at night.

Folklore: The Resting Stone on Treetop
gives strength to the weary.

(Some say it is on the Soutce Others say

it is on the North).

News: A band of thieves has been working
its way closer to Blakburgn. They call
themselves the Highwaymen.

The old hunting lodge on Black Lake was
burned by hobgoblins.

every hundred years.

Open Secret: A rare piece of metal can be
found at the Arrows
Guild would love to have it.

Common Gossip: The

General is inhabited by the ghost of an
Bki¥nt Watrifr.dit wAl attack anyone who
causes trouble in the store.

Common Sentiment: Rome is growing weak.
Expect those in power to start imposing

increasingly unjust laws upon the citizenry.
rway to heaveno.

Extra Players Means Extra FUN!
This adventure works well as a solo. It is
presented that way with Jack as the mairn
character.Jack is a young soldier home fron
the war. It is his niece that has disappeared
and his brother that was found unconscious
in the mine.

However, if you have one or two
more players bring them in. The following
section presents several characters that are
natural candidates to go from SC to MC
Each has their own introductory scene
prior to meeting Jack. Dago is a woodsmar
Oellais a crysalarian, and Brodkin isone of
the localminers.

Players may wish to make a whole
new character rather than using either
Dago, Brodkin, or Oella. If so, you shoul
help guide them in creating a character
background that will fit.

A magic cave can be found on the mountain.

The goddess Discordia visits Treetop once

sui t

f

(
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SUPPORT CHARACTER ROSTER

Support characters who are not likely to appear in part one are listed in paktdaydhere are several SCs

capable of casting spells of a higher level than those listed in the PQG. These spells are described in detail in
those characterds roster entry.

Abe ~ An eccentrigyoblin storekeepan Blakburgn

Alexander ~ Old miner. He helps Brodkin carry Lucian out of the mine. May be met at south mine entrance.

Aylin ~ Wife of Lucian, mother of Lucia. In the opening scene she brings Lucian home from the mine in a cart.
Brodkin ~ Miner and workgang leader. It is he who finds the unconscious Lucian in the mine. May be used as

an MC (SeePlayerExtras for character sheet).

Brother Victor ~ The 6émad propheto6é6 who previously warned th
villagers who follow Jack up the mountain. He is skilled in banishing evil spirits.

Celia* ~ Neighbor living next door to the candlemaker. She will initially set everyone to a task and initiate the
search for Lucy.

Clo* ~ An undead sorceress. She wil!/l pull Lucyds spi
Dago~ A brooding northerner on a mission tPlayerBxtrasnge hi
for character sheet).

Dracaena ~ The herb woman. She is known for her healing elixirs.

Er r 6 * AGodllio Ambassador. Heill withess thdinal confrontation with Krangtop Mt. Arbor from

behind a bush. He may contact the heroes if they return in part two.

Fagan* ~ Mine foremanHelps transport Lucian from the mine to his home. Orihdtial search of the mine.

Garrick ~ Sheriff of Blakburgn and neighboring Dracea. He is away when the adventure begins and will not be
back until evening(SeeGM Extras for his SC sheet)

Hargrin, AKA Sar geaitty e dl o sVap A hirwalrféldwhattach@ht@a tax unit passing
through Blakburgn in Part TwgSeeGM Extras for his SC sheet)

Kirkus ~ Mayor of Blakburgn. He is popular among the villagers and seen as wise and fair.

Krang* ~ A gi ant. Lives on the nearby mountain. He ha
Lady Black ~ The Village Matriarch. She is the oldest member of3hiis the Blacklescendants. She lives in

Black Manor.

Lucia ~ The daughter of Lucian and Aylin. When the game begins, she has been dead two hours; this

information is not revealed until the climax of Part One.

Lucian * ~ The candlemakeBrother to Jack, father to Lucy, husband to AyMs.our story begins,enis

unconscious from a fall in the mine.

Mine Workers ~ There are 3taborers employed by the mine to dariousjobs, from hauling to smelting.

Wages range from two to three silver coins per week.

Oella ~ Crystalarian envoy. She has come to Treetop to gather information about the red star. May be used as an
MC (See Player Extras for character sheet).

Pherris * ~ Priest of Apollo. He will help tend to Lucians  w oLatar theswill lead a group of villagers up the
mountainto assist in the search for Lucy

Various Villagers ~ 200 souls call Blakburgn homidalf the villagers follow the old gods of old Rome. The

other half are evenly split between Christian and Chélefs.All speakcommonLatin, even if it is not their
firstlanguageNe ws of Lucydés di sappear ance w-knittcommuaityMarg!|l | y s
will join the searchTheywill have canvassed the surrounding area twice before nightfall.

* See below for more details.
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Name, Occupation, & Archetype: Lucian, Candlemaker, Everyman
LP 28 MOVE 41 Stats:INT 6 SPI6 SURS5 STR5 HEA 6 AGI 6

Combat: ATT 16 #att 1 Dmgfist, 1d4 DEF 16  #def 1

Skills: Hindsight, level 3(8). Create]evel 3(9). Foragelevel 3(8). Analysis,
level 3(9).

Possessionst30S. 4G. Lucian& Aylin own the same basic things as their
neighbors. They also own a set of silver utensils and candlesticks which 1
are fond of using for special occasions, w@@

NotessLuci an is a member of the Cancar I d,

chapter is fifty miles away. He is also welcomeattendmeetings of the |

Smit hés @uild Housanaoppedrhkeael Row.

Name, Occupation, & Archetype:Krang, Shepherdnnocent

LP 4816 MOVE 40 Stats:INT 4 SPI3 SUR6 STR12 HEA 6 AGI 5

Combat: ATT 28 #att 1 Dmg 1d12+1(C) DEF 31 #def2

Skills: Husbandry, leved(7). SingleHandedWeapon, leveR. Armorless

Combat, leveR. Trapcraft,level 2(8).

Possessionsthe following are separate from those listedraasuresn Setting

I13. 455 in a fold of his tunicWearsa silver necklacas a braceletvorth 5G.

Notes:Krang is not himself. For the erdty of his part, until either Noz or Jack

kills him, the giant is undeédozd power,acting against his willOnly later,as

the adventure progresses will his innocence be proven.

Name, Occupation, & Archetype: Pherris, Priest of Apollo, Artist

LP 27 MOVE 40 Stats:INT 6 SPI8 SUR4 STR5 HEA 6 AGI 5

Combat: ATT 18 #att 2 Dmgfist, 1d4+1(C) DEF 17 #def 2

Skills: Weaponless Cobat level 3. Armorless Deflevel 3Theurgy, level 8L1). Spiritual Miristry, level 411)

Spells: T

Name of Spell TIME Focus DuRange AE Cl @

Pennyforthe Ferry - 3. - Auto_ - N/A_ - Touch - Corpse- V1, E1l
Effect(s) Used to bring someone back from the deéfadead less than seven minutes. Requires new gold coin.
Soothe . -3 - Auto_- N/A_ -Touch - Size6 - V1,El
Effect(s) Will hed 4LP, ease pain, remowsicknessfear, and insanity
Signs_____..: S 3..-.Auto - NA - NA - _Self - V1
Effect(s) Gives castermomentary divinénsight
Protection -3 - Auto - 40T - Long - Size5- Ml V1
Effect(s) Caster invokes a 50% resistanc&fmage types of their choosing.
Healing Touch . =5 . Auto__- N/A__-Touch - Size6 -Ml V1
Effect(s) Heals 2d64LP.
Recover . e A - Auto___-10Min* - Touch - Size 6 - MI, V1, E1

Effect(s) Restores 3LP per tur@an be cast in anticipation of sustaining injuries, and it will take
effect as soon as they are woundelinds either at midnight or within ten minutes.
Possession$5S. 12G. Holy symbol of Apllo, silver with inlaid gold, worth 1@&.
Notes: Pherris is a very helpful frien@onations to the shrine are much appreciated).
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Name, Occupation, & Archetype: Celia, Dream Interpretefage
LP 22 MOVE 40 Stats:INT 6 SPI 7 SUR6 STR 4 HEA 5 AGI 5

Skills: ChannelingMagic type Divination)level2(8). Lore, level 410). Insight, level 810).

Spells: N
Name of Spell  TIME Focus DuRange AE Cl &
CupofStars - -4 - High - 1Min_- Touch - Cup -MI, V1, E1
Effect(s) Foretells probable future
Lie Detector - S - High - 2Min_- Touch - 1 0-NMI, V1, E1

Effect(s) Works onall within its AE.

Possessiongd5S. 3G. Celia owns the same basic goods as her neighbors. Stenais@ silvecandelabra
which she uses when interpreting dreams, wao@h 5

Notes: Met atcandle shofn opening sceneshe will tell ofherdream and try to lend comfort. She will direct
bystanderso various choresShe will sendBrodkinto spread the news in the villagghe will direct Jack to
fetch the priest Pherris. She will send Fagan back to make a search of th8hmiherself will go to get the
herb woman Dracaena.

Celia is the one person Lucia has entrusted with her secret.

Name, Occupation, & Archetype: Clio, Sorceress (now undea&®uler

LP 41 MOVE N/A* Stats:INT 10 SPI 7 SUR 10 STR 4 HEA N/A AGI 10

Combat: Clio can manifest above her gravesite as a Guardian &t ParEight, Undead). If she is freed she

will become a special sort of undead created by exposure to the enchanted gem buried with her. She will avoid

physical combat, preferring to cast spells first.
ATT 29 #att 2 Dmg 2d8(S) DEF 30 #def3

Skills: Thaumaturgy, leveb(Auto)

Spells: @

Name of Spell TIME Focus DuRange AE Cl
Empathy 2 -....Low - 11/2Min-Long - Size7 - Ml
Effect(s) Projects an emotional state upmtarget or reveals what target isefng.

Befriend Creature -3 ... . . bow - 40Min - Short - Size 7 - N/A
Effect(s) To prevent an escalation of tensipasgain assistance.
Pin - 7 - Auto - 20Min - Long - Size6 - MI, V1, E1

Effect(s) This allows the user to hokbmeone or somethirig one placeAlternatively, the spell can hold
two inanimate objects together. This can prove damaging if someone attersgyarate the two objects. The
bond is comparable to the strongest glue.

Hinder * -5 - Auto - 8hr - Touch- Size9 - M|, V1, E1
Effect(s) Halves MOVE. Imposes PD to AGI related checks and combat.
Obliterate ** - 7 - N/A - N/A - Short- Size7- V1, E1

Effect(s) Erasessomeone osomething from existencé. even works on enchanted iterhsiing targets
of Obliterate are allowed a SUR check to lessen its effects. If successful, they are struck down wigeeread
Panickedylong with losing % their LP.
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PossessionsSeesetting,l-1, Treasure

Notes:Clio has developed a connection to Treetapugh the magic of the gem placed over her corpse. This
allows her to focus her attention anywhere except the north face. By this sisedarhat is happening on the
mountain.Clio has gone slightly mad bremembers much from before ri&ath She caneven cast several
spells. Sheetains only one spell for each of her skill leszel

* 50 if freed.Otherwise she may not leave her gravesite.

** She can cast thesaorepowerfulspells only if she is freed from heufal place.

Name, Occupation, & Archetype: Fagan, MineéSupervisoy Everyman

LP 28 MOVE 40 Stats:INT 5 SPI4 SURS5 STR5 HEA 5 AGI 5

Skills: Hindsight, level 49). Caving, level(9). Lore, level 49).

Possessionst0G. 50S.

Notes: He can speak tdackabout Lucy Blakburgn, Treetopand/or the mineAfter Lucy disappears, he will
suggest several measures to prevent another such occurrence.

Quotes:

- AiShe[Lucial comes every day to bringis candy and candlesd

- i lweas shdlLucia) almost radiateber ownlight.0

Name, Occupation, & Archetype: Dracaena, Herbalist, Caregiver

LP 26 MOVE 41 Stats:INT 6 SPI5 SUR6 STR5 HEA 7 AGI 6

Skills: Medicine, level 411). Wildcraft, level 410). Forage, level @0).

Possession$s0S. 2G. Potions Clarity, Congrediance, Elbow Grease, Liquid Speed, Mountain Goat Water,

Remedy X2, Wise Water.

Notes:She willcometd. uci anbés, to hel p diShghasmplace enrihd vilage autskirtsi s w
where she has a small supply of poticHsese she will restock if purchased.

Name: Er r 60 Sbblindmbassador

LP 33 MOVE 48 Stats:INT 8 SPI 7 UR 6 STR5 HEA 6 AGI 7

Combat: Er r 6 Al do wi | IhecamHe willusechis spblladrollsi iffpossible.

ATT 20 #att2 Dmg 1d4+1 DEF 22 #def 1
Skills: Armored Defense, level 1. Singlended weapon, level 2. Debate, level 4(12) Lore, level 4(12). Identify,
level 4(12).

Possessionst0G. 108. Ornate silver dagger, wortls Helm, (made to look like a feathered cap) woid 3
Spell scrolls: Hypnotize, Lighting Strike, Terrorize, and Find. N&rating Wine Bottle, produces up to 20 cups
of wine per day, worth 3B. Short, thin padded armor (made to look like a fine tunic) wort 10

Notes:Er r 6 Al dods mission on Treetop is to | ocate the S
del i ver. ErrdAl do has the rare ability, known t o ce
ot herwor!l do. He wi | | eable, ottchescapetlangers py on pl aces and p

MAIN CHARACTER ROSTER

Name & Occupation: (Jacobusyack, Warrior Player
MOVE 41 INT 5SPI5 SURG6 STR7 HEA 7 AGI 6

Combat: LP 32 #att 2/2 ATT 21/21 Dmg 1d6+1/1d6 DEF 26 #def 2

Notes PartOne of our story borrows from the old folk taleJack and the Giantlere Jack s L uyoungrn 6 s
brother aRomansoldier returning from the wakucian lives in Gauin the village oBlakburgn Jack lived with
Lucian for a year before joining the armigng enough to become familiar with the aread to get acquainted

with many of the villagers.
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Name & Occupation: Brodkin, Miner Player
MOVE 41 INT 7 SPI5 SUR7 STR7 HEA 5 AGI 6

Combat: LP 29 #att 2/3 ATT 22/23 Dmg1d6+11d6 DEF 24 #def 1
Notes: He finds Lucian unconscious in the mine and helps transport him home.
Name & Occupation: Oella, Crystalarian Player
MOVE 40 INT 5 SPI6 SUR7 STR5 HEA 7 AGI 5

Combat: LP 28 #att 1 ATT 20 Dmg 1d6+1 DEF 18 #def 1
Notes: She belongs to a secret society of crystakers.

Name & Occupation: Dago, Son of Us, Woodsman Player
MOVE 44 INT 5 SPI7 SUR8 STR 6 HEA 6 AGI 8

Combat: LP 30 #att 271 ATT 24/23 Dmg1d6+1/1d6 DEF 29 #def 2
Notes: Drivenby revengehe seeks the oreyal warrior, Hargrin.

Crystal Cult
The Crystalarians are energy workers.
Their doctrine and sphere of influence is
rather narrow like many other such proto-
religions. Their mission is to map, monitor,
AT A T AET OAET %AOOEGO 1 AU
Crystalarians often carry one or
iTOA AOUOOAI O 4ERO
OEA Oi 061 é6h AT A £ O
spell casting, they may substitute casting
ingredients. They can also be used tc
power wands and other enchanted items
such as the magi compass or certain
charms and trinkets.

Oella has lived mosgif her 20 years with

Jack the Crystalarians, as a student of their arts and a
Premade Characters servantofther acl e. | t iorder t_bay t he
: she approaches Blakburgn and her appointment
The PlayerExtrassection at the back of tH&QG with what she callthe eaglestar.
includes character sheets farck Brodkin, Dago, If Oellais to be a support character you
and OellaBrodkin is one of the minerBago is a may choose to have her part take place completely
woodsman.Oella is a young priestess of the  jn the background, or you can have her be
inclined to joinJackin the rescue of young Lucia. If she is to be a main character, inform the
Just remembetater when thg are written in as player of the above backstoi§he can be brought
supportcharactersyou will need to account for into play on the road into BlakburgRead the
that and consider how to handle the scene f o | | owi n g al odirdtscere begin O
accordingly.
. Youawaken just beforenoon and roll out of your
OELLA : Backstory and Introduction blanket. You had begun to fear you might lose
Oellais on a missionto follow a strange star track of how mangights you followed the red star
which has been moving south acrossetening until finally last night it began toslow down
the next coming of night. hard but tonight you expect to finish your quest.

You come out of the tre¢s see adirt

























































































































































