A Fantasy Hero adventure for 4-6 characters of ncerthan 600 total points combined

Written by: Sid Fisher
and Christopher Taylor

Treasures and creatures used in this scenario excep
those in the NPC section can be found online at the
Kestrel Enterprises website:

http://www.kestrelarts.com

This adventure is an adaptation of copyrighted mate
rial owned by Dragon Magazine and Wizards of the
Coast. It is an extension to the adventure Eisebur
Beyond-the-Shoals in Hero Games’ SourcebBak-
tasy Hero Battlegrounds

Kestrel Arts may be reached at kestrelarts@gmail.co

Hero System is © copyright 1984, 1989, 2002 by
DOJ, Inc. d/b/a Hero Games. All rights reserved

Fantasy Hero is © copyright 2003 by DOJ, Inc. d/b/a
Hero Games. All rights reserved

Fantasy HeroBattlegrounds is © copyright 2004 by
DOJ, Inc. d/b/a Hero Games. All rights reserved
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MURYAR KIMUK (area 4) Humanoid
Val Char Cost Roll Notes

9 STR -1 11-  Lift 90kg: 1 D&

18 DEX 24 13- OCV:6DCV:7

13 CON 6 12-

9 BOD -2 11-

17 INT 7 12- PERRoll: 12-

11 EGO 2 11- EGO Roll: 11- ECV: 4

10 PRE O 11- PRE Attack: 2D6

8 COM -1 11-

3 PD 1 Total: 3r@D; +12)

4 ED 1 Total: 4rfED; +12)

4 SPD 12 Phases: 3,62

6 REC O

26 END O

21 STN 0 Total Characteristics Cost: 73
Movement: Running: 77/14”

Leaping: 2 1/2"/5

Cost Powers END

10  Filthy: Life Support vs disease -
Night Eyes: Night Vision -
Easily Hidden: Concealment +2; selfonly -
Feet work as hands: Extra Limbs -
Keen Nose: Discriminatory Sense (smell) -
Keen Senses: Enhanced Perception 1 (all -
Swift: Running +1" (7" total) 1
Perching: Clinging (perching) -
Magic (apprentice mystic, expert illugion  var

dunvwoowa

Skills and Talents

Combat Skill Level DCV +1

Magic Skill 15-

Magic Research 12-

Language: Morianic (fluent conversation)
Stealth 13-

Concealment 12-/14-

Follower: Bloodfang Vermin (95 pts) x15

Cost

N
o WwWwN wou

Total Powers & Skills Cost: 144
Total Cost: 217

PTS Disadvantages
-5 Physical Limitation: Small Size I/S
-20  Psychological Limitation: hates crowds/8C

Total Disadvantage Points: -5

Ecology: Muryar Kimuk is a rarity among his kind, a mage
Ratman. Self-trained using discarded books anigrste-
search materials, he crept into the mageguild aatthed
training, then practiced himself. Over time Murgmon-
strated considerable aptitude but the effort madeam out-
cast among his own people, primarily due to hidination

to try out his spells on fellow Ratmen. Muryausk out on
his own, seeking ever more isolated places as imd bent
under the weight of the magic he learned. Finla#lyfound

a new home far from others... until recently.

12

Personality/Motivation: Muryar hates crowds, and as far as
he’s concerned, two is a crowd. He hates loudespiand
becomes violent and panicked when too many peome a
around.

Powers/Tactics: Muryar has the standard Ratman abilities
such as immunity to disease and so on. In addiNbmyar
is a very capable mage, particularly focused ausiidins.
Muryar casts Blur, lllusory Armor, and Intonation @im-
self as soon as he wakes up each morning. Héhatsa lot
of Bloodfang Vermin pets which he uses to discoeregi-
tors. In combat Muryar prefers to stay hidden, Hrelde-
scription of the encounter with him in area 4 telfsecific
tactics he’ll use in this fight. Muryar is a bignf of discre-
tion being the better part of valor: he'll fleetiifings aren’t
going well for him.

Campaign Use:This encounter gives the party a break from
the Orcs and goblins, something magical and diffete
consider as they deal with the army. The room bareact
as a safe spot to rest and get clean air if thiy paeds it as
well.

Appearance: Like any Ratman: scruffy, 3-4 feet tall, ratty,
with a tail and whiskers. Muryar Kimuk dressespiain
gray tunic and torn pants, with a rough, torn ghaypded
cloak

Equipment: Brooch of Hardiness
Ratty clothes

If the GM does not care to search through the dis¢land
come up with what to use in combat, roll randomtythis
instead each new phase of combat:

ROLL |SPELL EFFECT

2 Mystic Strike Blast 1D6 NND Always Hit

3 Phantom Wounds| D6 STN Drain, ranged, AH
4 Phantasm* Mental lllusions 7D6

5 Shock Mind Attack 3D6

6 Spectral Beast* | RKA D6+1 continuous

7 Dazzle Flash 4D6 Sight AE radius
8 Distract** Chng Env: -1 CV and Mroll
9 Overawe Presence +30 for attacks

10 |Walk Unseen Invisible vs sight (no fringe)

11 | Spectral Lance HKA 2D6, uses ego not ST

12 Mana Drain

Transfer 1D6 Mana, range

* This spell will be maintained as long as it ifeefive and
Muryar can avoid being directly attacked.

**This spell will be cast and maintained throughcombat
if possible; if it is rolled again treat it &ockinstead.



SERGA ULMUS (area 14) Yrch
Val Char Cost Roll Notes
13 STR 8 13-  Lift 160kg: 2D6

14 DEX 12 12-
13 CON 10 12-
10 BOD 2 11-
17 INT -2 12-
13 EGO -4 11-
18 PRE 5 12-
6 COM -2 10-

OCV: 5 DCV: 5 (+1)

PER Roll: 13-
ECV: 4
PRE Attack: 2016

5 PD 4 Total: 10rPD)

4 ED 3 Total: 9rfD)

3 SPD 6 Phases: 428,

6 REC O

26 END O

24 STN O

30 MANAO

6 MRECO Total Characteristics Cost: 42
Movement: Running: 8"/16”

Leaping: 3 1/2"/7

Cost Powers END

1 Tough: Damage Resistance 1 PD, 1 ED -
5 Night Eyes: Infrared Vision -
2 Swift: Running +1" (7" total) 1
3 Hardy: Life Support vs temperature axies -
10  Hardy: Power Defense 10 -
3 Keen Senses: Enhanced Perception 1 (all -
32  Magic (apprentice shaman, dark, earth) var

Cost Skills and Talents

9 Magic Skill 15-

3 Spell Research 11-

4 KS: Spirit world 13- (INT based)

4 Herbalism 12- (local area plus one rejio

3 Paramedic 12-

3 Survival 11-

2 Language: local trade language (fluemtversation)

1 Language: local human language (basic
conversation)

2 Weapon Familiarity: Common Melee Weapons

1 Transport Familiarity: riding animals

Total Powers & Skills Cost: 85
Total Cost: 127

PTS Disadvantages

Total Disadvantage Points: -0

Ecology: Serga Ulmus is one of Sunkrag’'s Witch Doctors,

as a very powerful, smart, and popular leader afsOhis
very large tribe has several Witch Doctors wherstnhave
none at all. Serga stands out only by his zeamerghip of

the demon He-Who-Watches and his study of Orcish hi

tory.

Personality/Motivation: Serga lives to serve his demon
god and secondarily to bring glory and treasut@ddribe.

Powers/Tactics: Like most Witch Doctors, Serga prefers to
stay out of combat. If he must, however, he usagiento
harm and confuse his enemies. His tactics in tiverture
are written up in area 14 where Serga Ulmus is emeoed.

Serga tends to use his Stoneburst Amulet to tutthewnlam-
age shield then uses the final daily charge tothhes area
near him with stone spikes if anyone gets too closts

robes will protect Serga some, and he will hBeae Armor
cast already to protect him as well. Withoak of Fear

Serga’s DCV gets up to 9. Serga’s stats reflectrdide and
theBone Armorspell.

Unfortunately for Serga, he has not ever learnedater
tempted a Lesser Sacrifice, so his Dark spells ltiostBody

personally, which makes him reluctant to cast nmosbom-

bat.

Campaign Use: Serga is the main “boss” and driving force
of this particular adventure, even though he’sthettough-
est creature in it.

Equipment: Serga’s Red Robes
Stoneburst Amulet

3D6 copper

D6 silver

Jewelry worth D6 in D6 copper

If the GM does not care to decide what spells Seagss, he
can roll on the table below:

ROLL |SPELL EFFECT

2 Bleeding Touch* | D6 Body drain unco contin

3 Rusted Armor Drain 3D6 Body metal arm
4 Mud Trap** CE: Mud, -3" move, 2"r

5 Shardstorm RKA D6+1 explosion

6 Earthbind Entangle 2D6, 4 DEF

7 Soul Leech* Transfer 1D6 Body rec/min
8 Unsight Darkness UAA no area

9 Fling Boulder HTA 6D6

10 | Crushing Burden |Drain 1D6 Continuous

11 | Stone Sliver RKA 1¥2D6 Armor Piercing

12 Lost Soul*

Summons 2 Lost Souls

* This spell costs Serga Body to cast, not mana.

**Once this is cast, Serga will not cast it agairiass it goes
away somehow, treat this result as Fling Bouldér if
comes up again.
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