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AXEL THE RANGER Humanad Ecology: Axel is part of a team that is surveying and explo
Val Char Cost Roll Notes ing the Shattered Isles for Princess Celethien.'s lHeen
13 STR 3 12-  Lift 160kg: 2D6 looking over the Saltmarsh for a while and is faamilwith
17 DEX 21 12- OCV:6DCV:6 all the events of the recent weeks.
13 CON 6 12-
10 BOD O 11- Personality/Motivation: Axel loves the outdoors, particu-
13 INT 3 12- PERRoll: 12- larly swamps and marshes. He’s very protectivehefout-
17 EGO 14 12- EGO Roll: 12- ECV: 6 doors and hates people who are wantonly destruaive
13 PRE 3 12- PRE Attack: 206 wasteful people, but he won't throw a fit if somedwurns a
14 COM 2 12- treebranch for a campfire.
6 PD 3 Total: 11rPD) Powers/Tactics: In combat, Axel prefers to stay back and
4 ED 1 Total: 8r@D) use his bow, which he’s quite skilled with. He tusosome
4 SPD 13 Phases: 3, 82 small magic but it is not combat magic and is usefily for
6 REC O incidentals and healing. Axel uses a lot of hexd usually
36 END 5 has quite a few handy. He is always on the lookmutnore
25 STN 1 to use.
30 MAN O

Campaign Use: Axel is a potential ally and assistant in
crossing the Saltmarsh, a trip of several days. wille if

6 MREC 0 Total Characteristics Cost: 75

Movement: Running: 87/16” encountered, linger near the causeway in his stughe be
Leaping: 2 1/2"/5 there when the PCs leave (or escape) to assistabain.
Cost Powers END Appearance: Like most rangers, Axel could use a haircut.
8 Tireless: Running 0 END Cost 0 And a shave, a bath, and some new clothes. He&rdd
2 Swift: Running +1” (8" total) 0 and scruffy and smells like the outdoors (but nosweat,
20  Magic: Spells (20 pts) var he’s careful to cover his scent with local smellgje’s also
handsome and charming and has a sort of bad boy way
Cost Skills and Talents about him that the ladies tend to love.
5 Magic Skill 13-
5 Tracking 12- Equipment: Beasthide brigandine (areas 3-4, 6-18)
4 Survival (swamp, plains) 12- Eilhas medium longbow strung with pegasus hair
2 PS: Ranger 11- 25 arrows (self-made)
5 Stealth 13- Fishing and survival gear
3 Concealment 12- 18 copper
6 Herbalism (swamps, plains) 13- 4 daggers
3 Language: Saurian (fluent with accent) Broadsword
4 Weapon Familiarity: Common weapons Herbs: 12 swamp and plains herbs, including at:leas
5  Penalty Level: +3 range with bows 3 doses Bragolith
3 Combat Skill Level: Bows +1 OCV 1 dose Hofwort
1 Transport Familiarity: boats 2 doses Morlian
1 dose Gamring
Total Powers & Skills Cost: 75
Total Cost: 150 NAME EFFECT ROLL | Mana
. Animal Speech Telepathy 4D6 w/animals -2 2
PTS Disadvantages
-10  Watched by Rangers 11- NCI, minor Beast Hide 4 PD, 2 ED armor, 5PD an{ -2 2
-15  Psych Lim: protective of nature C/S ED
Total Disadvantage Points: -25 Camouflage |Images (not there) -2 PER | -2 2
Catsleep Lightsleep -1 )
Eagleform Multiform to eagle -1 1
Eagle Eyes +2 PER sight, telescopic +4 -1 1
Lesser Cure |1D6 heal as damage -1 4
Purify Cleans food or water -1 1

a7



THE BARON Humanoid
Val Char Cost Roll Notes
28* STR 8 14-  Lift: 1200kg/52D6
18 DEX 24 13- OCV:6/7 DCV: 5*
23 CON 26 15-
14* BOD 4 12-
13 INT 3 12- PERRoll: 12414
18 EGO 6 11- EGO Roll: 13- ECV: 6
23/33PRE 13 12- PRE Attack: 5 1/2D6
8 COM -1 11-
10 PD 6 Total: 15PD)
6 ED 1 Total: BLrED)
4 SPD 3 Phases; 3,82
9 REC O
46 END O
34 STN 0 Total Characteristics Cost: 97
Movement: Running: 6"/12”
Leaping: 3 1/2"/7
Swimming: 7"/14”

Cost Powers END
15 Huge: Growth 2 levels (+1 PER to be seen, 0
-2" KB); Inherent, Persistent, 0 ENDsEo

Always On (*)
10  Daemonic: Power Defense 10 -
10  Iron Will: mental Defense 14 -
29  Daemonic: Life Support (temperature ergs,
does not age, immune to disease arsbppi
5 Night Vision -
5 Water Vision -
5 Swift Swimmer: Swimming +5” (total 7”) 1
20  Claws: HKA D6+1 (2 1/2D6 with STR) 2
20  Claws: HKA D6+1 (2 1/2D6 with STR) 2
1 Aquatic: Life Support vs high pressure -
5 Aquatic: Life Support breathe water -
4 Racial Bond: Mind Link with any Deep Qne -
Concentrate 1/2 DCV, Extra Time FulbBé
focus, each time a mind is chosen
3 Nictating Lenses: Flash Defense 3 -
15 Scales: Armor 5 PD, 5 ED -
4 Keen Hearing: Enhanced Perception +2 PER
hearing
7 Eerie: Presence +10; offensive only -
5 Four arms: Extra Limbs (2 more arms) -
-5 Weak Eyes: -1 CV in bright light
-2 Weak Eyes: -1 sight PER in bright light
Cost  Skills and Talents
4 Environmental Movement: water, 3 levels
6 Mob Stance: +4 OCV for sweeps, Defense
Maneuver IV, -2 DCV vs ranged attacks,
run and swim
9 Ambidexterity
3 Skill Level: OCV +1 with weapon used
10  Skill Level: Hand-to-Hand Combat +2
4 Familiarity with common weapons
7 Tactics 13-
5 Rapid Attack

48

Cost  Skills

Total Powers & Skills Cost: 199
Total Cost: 296

PTS Disadvantages
-5 Vulnerable to dehydration effects: x1 Bty
-5 Vulnerable to dehydration effects: x 1 $t&n
-5 Vulnerable to sight flash: x 1 1/2 effect

Total Disadvantage Points: -15

Ecology: The Baron is the unquestioned master of the Deep
One Fortress, answering only to the mysterious Deep
King (and Dagon). Upon ascending to the rank obbahe
underwent a mysterious and horrifying ritual in elhihe
was infused by a demonic spirit and his body chdndéow

the Baron is unlike any other Deep One in the Esstrand
terrifies even his own subjects.

Personality/Motivation: Filled with hate for the land dwell-
ers and evil, the Baron seeks to subjugate ahefxorld to
Dagon and sacrifice each male to the dark gods.loites
torture and living sacrifice, savors pain and feaud glories
in destruction.

Tactics: In combat, the Baron is a fearsome foe. Able to
attack with all of his arms at once, he will wadgoi the
largest group of enemies and attack several fodseeagame
time using Mob Stance to keep himself safe. Heeiy
strong, very tough, and very quick which makes hbte to
fight many foes at once. With the buffs the HigleBtess
gives him each morning, he’s even harder to harenw
have Accuracy, Warding, and Shearing Blade cashion
and his gear).

Campaign Use:The Baron is the final boss of this module,
the big bad guy to fight. This guy will take thdale team
to take down for most PC groups, particularly wiik sup-
port team of elite guards and High Priestess. HEebe
initially met in the throne room (area 42)

Appearance: Standing nine feet tall and five feet broad, the
Baron is enormously imposing and impressive. He ria
pling muscles covered with iron hard scales, thadhef a
shark, and four mighty arms tipped with deadly daw

Equipment: Ebon Trident
Ebon Crown

Net

2 Felstone Daggers

75 sp in jewelry

Key to his coffer in room 52



DEEP ONE ACOLYTE

Humanoid

Val Char Cost Roll Notes
15 STR 5 12-  Lift: 200kg/3D6
14 DEX 12 12- OCV:5 DCV:5
15 CON 10 12-

10 BOD O 11-
13 INT 3 11- PERRoll: 11413
11 EGO 2 11- EGO Roll: 11- ECV: 4
13/23PRE 5 12- PRE Attack: 5D6
8 COM -1 11-
4 PD 1 Total: 8rED)
4 ED 1 Total: 7rED)
3 SPD 7 Phases: 428,
8 REC O
36 END O
30 STN O
24 MAN O
5 MREC 0 Total Characteristics Cost: 45
Movement: Running: 5"/10”
Leaping: 3"/6”
Swimming: 7"/14”

Cost Powers END
5 Night Vision -
5 Water Vision -
5 Swift Swimmer: Swimming +5” (total 7”) 1
10 Claws: HKA D6-1 (D6+1 with STR) 1
1 Aquatic: Life Support vs high pressure -
5 Aquatic: Life Support breathe water -
4 Racial Bond: Mind Link with any Deep Qne -

Concentrate 1/2 DCV, Extra Time FulbBa
focus, each time a mind is chosen
2 Nictating Lenses: Flash Defense 2 -
9 Scales: Armor 3 PD, 3 ED -
4 Keen Hearing: Enhanced Perception +2 PER
hearing
7 Eerie: Presence +10; offensive only -
30 Magic: Spells 30 pts var
-2 Slow: Running -1”
-5 Weak Eyes: -1 CV in bright light
-2 Weak Eyes: -1 sight PER in bright light

Cost  Skills and Talents
4 Environmental Movement: water, 3 levels
7 Magic Skill: 14-

4 Familiarity with common weapons
3 Stealth 12-
3 Tactics 11-

Total Powers & Skills Cost: 101
Total Cost: 146

PTS
-5
-5
-5

Disadvantages

Vulnerable to dehydration effects: x1 Bty
Vulnerable to dehydration effects: x 1 $t2n
Vulnerable to sight flash: x 1 1/2 effect

Total Disadvantage Points: -15

Ecology: Acolytes are the lowest end of the priests who
serve and worship Dagon and the old gods (demansha
the Deep Ones. They are the servants of the Higistess,
hoping to work up to the point of becoming a Seitdest.
Most of them are female.

Personality/Motivation: Deep One Acolytes are driven by
a desire to serve their evil god and advance imghks.

Tactics: Acolytes do not have much powerful magic and are
light on offense, but do carry a dagger and wi# itsf they
must. Like any Deep One, they love to kill and fe@less

of land dwellers, but are not nearly as capableoimbat as
most.

If the Deep One Acolyte can cast spells, they ugk Floun-
der on individual targets to slow them in the watleen Un-
magic to destroy the ability to breathe water. piéssed
hard, the Acolytes will use Cloud Water to escape] daz-
Zle to stop particularly dangerous foes. LightnBat will
be used in the place of the debuffs if the GM wdatbe
kind.

Campaign Use:The Acolytes are low end mages to compli-
cate matters for the characters. They are scdtthreugh-
out the second level of the fortress.

Appearance: Each acolyte has a harness of black shark skin
and a scar running a circle around the top of theiad.
They are usually female, which is difficult to teliher than
their slightly smaller size than male Deep Ones.

Equipment: Dagger
2D6 sp
Wand of Smite

NAME EFFECT ROLL | Mana
Unmagic 8D6 dispel any one spell -3 3
Flounder Drain 2D6 swimming -3 3
Lightning Bolt | Energy Blast 5D6 -2 2
Cloud Water | Darkness 2" vs sight -2 4)
Armor 5 PD, 6 ED Armor -1 )
Dazzle 5D6 flash vs sight -2 2
Lesser Cure |Heal 1D6 as damage -1 4
Balm Heal 1D6 (restore limbs) -1 1
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DEEP ONE CAPTAIN

Humand

Val Char Cost Roll Notes
20 STR 10 13- Lift: 400kg/4D6
16 DEX 18 12- OCV:5/6 DCV:5
18 CON 16 13-

11 BOD 2 11-

10 INT - 11- PERRoll: 11-/13

11 EGO 2 11- EGO Roll: 11- ECV: 4
15/25PRE 5 12- PRE Attack: 5D6

8 COM -1 11-

5 PD 1 Total: BOrPD)

4 ED 1 Total: 9rfD)

4 SPD 4 Phases; 3,82

8 REC -

36 END -

30 STN - Total Characteristics Cost: 68

Movement: Running: 5"/10”

Leaping: 4"/8”
Swimming: 7"/14”

Cost Powers END
5 Night Vision -
5 Water Vision -
5 Swift Swimmer: Swimming +5” (total 7”) 1
10 Claws: HKA D6-1 (D6+1 with STR) 1
1 Aquatic: Life Support vs high pressure -
5 Aquatic: Life Support breathe water -
4 Racial Bond: Mind Link with any Deep Qne -

Concentrate 1/2 DCV, Extra Time FulbBa
focus, each time a mind is chosen
2 Nictating Lenses: Flash Defense 2 -
9 Scales: Armor 3 PD, 3 ED -
4 Keen Hearing: Enhanced Perception +2 PER
hearing
7 Eerie: Presence +10; offensive only -
-2 Slow: Running -1”
-5 Weak Eyes: -1 CV in bright light
-2 Weak Eyes: -1 sight PER in bright light

Cost  Skills and Talents
4 Environmental Movement: water, 3 levels
3 Skill Level: OCV +1 with weapon used
10  Skill Level: Hand-to-Hand Combat +2
4 Familiarity with common weapons
3 Stealth 12-

7 Tactics 13-

Total Powers & Skills Cost: 79
Total Cost: 147

PTS
-5
-5
-5

Disadvantages

Vulnerable to dehydration effects: x1 108
Vulnerable to dehydration effects: x 1 $t2n
Vulnerable to sight flash: x 1 1/2 effect

Total Disadvantage Points: -15
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Ecology: The Captains are in charge of the Lieutenants, one
for every ten Lieutenants. They handle large ssatgegy

in combat, leaving individual squad tactics to tie. Cap-
tains are strong leaders and give large groupseepBDnes
direction in combat. There are only two captamshis for-
tress.

Personality/Motivation: Both captains are motivated pri-
marily by success and crushing their enemies, bt bre
very evil and sadistic.

Tactics: A Deep One Captain is a capable tactician and
tends to stay back out of the fight where he can s
troops and direct them through the LieutenantseyThill

fire their crossbow at important targets such asteta or
ranged combatants, and inform their LTs of problehat
develop.

Campaign Use: Captains are large troop commanders but
can direct the troops as well as a lieutenant & ismot pre-
sent. Without one of these two leaders, the DeepsQose
any tactical sense. They serve as a more dangéyeuer
the PCs.

Appearance: The ritual scarring of the Lieutenant is healed
and a new scarring is given the Captain: claws gidg
across the face in four lines.

Equipment: Bone Armor (2 PD, ED) area 9-14
Medium Crossbow

12 bolts

3D6 sp

Dagger

Felstone Spear

GM NOTE: These troops function for Elite Guards as well,
without the tactics roll. They too have bone arnimr, only
the weapons listed in the text.



DEEP ONE HIGH PRIESTESS Humanoid Ecology: The High Priestess is the spiritual advisor far th
Val Char Cost Roll Notes Baron and the entire fortress. She also is workiingctly
15 STR 5 12-  Lift: 200kg/3D6 for the Deep One king, and not the Baron, so hgallies
14 DEX 12 12- OCV:5/7 DCV:8 are for him instead. There are only thirteen Higltestesses
15 CON 10 12- in the Deep One society.
10 BOD O 11-
18 INT 5 11- PER Roll: 13-/15 Personality/Motivation: Filled with evil and a twisted,
14 EGO 8 11- EGO Roll: 12- ECV: 4 hateful outlook on like the High Priestess hatééfal
18/28PRE 8 12- PRE Attack: 5D6
10 COM -1 11- Tactics: The priestess prefers to stay out of contact with
anyone, using others to fight them as she standk &ad
4 PD 1 Total: 19 (PD) uses her magic. If she’s closed on, she'll tryse Dazzle
4 ED 1 Total: 18 (ED) and get range, and can be chased all over the bysome-
4 SPD 16 Phases: 428, one because of this. She will not buff herselfdrel spell-
8 REC O scope, blur, and leatherskin.
36 END O
30 STN O Campaign Use:The most powerful spellcaster in this mod-
40 MAN 4 ule, the High Priestess is incredibly dangeroushelVcom-
8 MREC 2 Total Characteristics Cost: 75 bined with the Baron, they both present a seribweat to
the PCs.
Movement: Running: 5"/10”
Leaping: 3"/6” Appearance: The High Priestess is very ostentatious, she
Swimming: 7°/14” wears a white and gold harness with nearly scahaisfloat
in the water. She has jewelry on her arms andefsm@nd
Cost Powers END what looks like a tiara on her head that is scriwétd many
5 Night Vision - runes. This tiara is actually part of her skulipwn from
5 Water Vision - the bone.
5 Swift Swimmer: Swimming +5” (total 7”) 1
10 Claws: HKA D6-1 (D6+1 with STR) 1 Equipment: Dagger
1  Aguatic: Life Support vs high pressure 79 sp worth of jewelry
5  Agquatic: Life Support breathe water - Staff of Smite
4 Racial Bond: Mind Link with any Deep One - Wand of the Deeps
Concentrate 1/2 DCV, Extra Time FulbBa
focus, each time a mind is chosen NAME EFFECT ROLL | Mana
2 Nictating Lenses: Flash Defense 2 - | Unmagic 9D6 dispel any one spell are -6 6
9 Scales: Armor 3 PD, 3 ED - effect (any)
4 Keen Hearing: Enhanced Perception +2 PER
hearing Flounder Drain 3D6 swimming -4 4
. +10- } : :
370 I\Eﬂzré?c;:PSrszﬁ;](:S% p%g affensive only var Lightning Bolt | Energy Blast 9D6 -4 4
Cloud Water | Darkness 2" vs sight -2 4)
-2 Slow: Running -1”
-5 Weak Eyes: -1 CV in bright light Leatherskin 3 PD, ED damage resistanc| 1 2)
-2 Weak Eyes: -1 sight PER in bright light Other
. Dazzle 7D6 flash vs sight -3 3
Cost  Skills and Talents
4 Environmental Movement: water, 3 levels Greater Cure |Heal 4D6 as damage -4 4
17  Magic Skill: 19- X
4 Familiarity with common weapons Balm Heal 1D6 (restore limbs) -1 1
3 Stealth 12- Boggle Drain 2D6 OCV -2 2
3 Tactics 11-
Jolt Suppress Stun 6D6 -3 3
Total Powers & Skills Cost: 131
Total Cost: 206 Blur DCV +3 -1 @
. Spellscope OCV +3 with spells -1 )
PTS Disadvantages
-5 Vulnerable to dehydration effects: x1 1£&dB Warding 2D6 DCV Aid -4 4
-5 Vulnerable to dehydration effects: x 1 $t2n :
-5 Vulnerable to sight flash: x 1 1/2 effect Accuracy +2 OCV Aid -4 4
) . Shearing Blade AP on up to 2 1/2D6 KA -5 5
Total Disadvantage Points: -15

51



DEEP ONE LIEUTENANT Humanoid

Val Char Cost Roll Notes
20 STR 10 13- Lift: 400kg/4D6
14 DEX 12 12- OCV:5/6 DCV:5
18 CON 16 13-

11 BOD 2 11-

10 INT - 11- PERRoll: 11-/13

11 EGO 2 11- EGO Roll: 11- ECV: 4
15/25PRE 5 12- PRE Attack: 5D6

8 COM -1 11-

5 PD 1 Total: 8rED)

4 ED 1 Total: 7rED)

3 SPD 7 Phases; 428

8 REC -

36 END -

30 STN - Total Characteristics Cost: 53

Movement: Running: 5"/10”

Leaping: 4"/8”
Swimming: 7"/14”

Cost Powers END
5 Night Vision -
5 Water Vision -
5 Swift Swimmer: Swimming +5” (total 7”) 1
10 Claws: HKA D6-1 (D6+1 with STR) 1
1 Aquatic: Life Support vs high pressure -
5 Aquatic: Life Support breathe water -
4 Racial Bond: Mind Link with any Deep Qne -

Concentrate 1/2 DCV, Extra Time FulbBa
focus, each time a mind is chosen
2 Nictating Lenses: Flash Defense 2 -
9 Scales: Armor 3 PD, 3 ED -
4 Keen Hearing: Enhanced Perception +2 PER
hearing
7 Eerie: Presence +10; offensive only -
-2 Slow: Running -1”
-5 Weak Eyes: -1 CV in bright light
-2 Weak Eyes: -1 sight PER in bright light

Cost  Skills and Talents
4 Environmental Movement: water, 3 levels
3 Skill Level: OCV +1 with weapon used
5 Skill Level: Hand-to-Hand Combat +1
4 Familiarity with common weapons
3 Stealth 12-

3 Tactics 11-

Total Powers & Skills Cost: 70
Total Cost: 125

PTS
-5
-5
-5

Disadvantages

Vulnerable to dehydration effects: x1 108
Vulnerable to dehydration effects: x 1 $t2n
Vulnerable to sight flash: x 1 1/2 effect

Total Disadvantage Points: -15

52

Ecology: Lieutenants are the squad leaders of the Deep One
forces. They take small groups into combat, comiilg
them in attacks and gathering them for return éoftitress.

Personality/Motivation: Each Lieutenant has his own moti-
vation and personality, but all are consistently. ev

Tactics. Lieutenants are more skilled in combat than the
average Warrior and tend to have better weaponsséo
They will direct the squad against the foe, bufrb&ont to
fight first, confident in their ability to defeahw foe. Lieu-
tenants willneverback down or voluntarily run away, nor
call for help. If the LT of a squad goes down,tthquad
will stop using intelligent tactics and will simpfight like
animals, attacking the last person to annoy them.

Campaign Use:The Lieutenants are a slightly tougher fight
for the warrior encounters, minor leaders that lggle di-
rection and tactics to the squads.

Appearance: Lieutenants are distinctive because of the in-
verted star carved in their chest when they arempted.
This ritual scarring is a matter of pride and iehacovered.

Equipment: Trident
Hooked Net

2D6 sp

dagger



DEEP ONE SENIOR CHIEFTAIN Humanoid

Val Char Cost Roll Notes
23 STR 13 14-  Lift: 640kg/4 DR
17 DEX 21 12- OCV:6/7 DCV: 6
19 CON 18 13-

12 BOD 4 11-

10 INT - 11- PERRoll: 11-/13

13 EGO 6 11- EGO Roll: 12- ECV: 4
18/28PRE 5 12- PRE Attack: 5 182D

8 COM -1 11-

6 PD 1 Total: XOrPD)

4 ED 1 Total: 9rED)

4 SPD 3 Phases; 3,82

9 REC -

38 END -

34 STN - Total Characteristics Cost: 71

Movement: Running: 5"/10”

Leaping: 4 1/2"/9
Swimming: 7"/14”

Cost Powers END
5 Night Vision -
5 Water Vision -
5 Swift Swimmer: Swimming +5” (total 7”) 1
15 Claws: HKA D6 (2D6 with STR) 1
1 Aquatic: Life Support vs high pressure -
5 Aquatic: Life Support breathe water -
4 Racial Bond: Mind Link with any Deep Qne -

Concentrate 1/2 DCV, Extra Time FulbBa
focus, each time a mind is chosen
2 Nictating Lenses: Flash Defense 2 -
12 Scales: Armor 4 PD, 4 ED -
4 Keen Hearing: Enhanced Perception +2 PER
hearing
7 Eerie: Presence +10; offensive only -
-2 Slow: Running -1”
-5 Weak Eyes: -1 CV in bright light
-2 Weak Eyes: -1 sight PER in bright light

Cost  Skills and Talents
4 Environmental Movement: water, 3 levels
3 Skill Level: OCV +1 with weapon used
10  Skill Level: Hand-to-Hand Combat +2
4 Familiarity with common weapons
7 Tactics 13-

Total Powers & Skills Cost: 84
Total Cost: 155

PTS
-5
-5
-5

Disadvantages

Vulnerable to dehydration effects: x1 108
Vulnerable to dehydration effects: x 1 $t2n
Vulnerable to sight flash: x 1 1/2 effect

Total Disadvantage Points: -15

53

Ecology: There is only one Senior Chieftain in the Deep
One Fortress, the commander of the troops undeBainen.
The Baron gives orders, the Senior Chieftain wankishow

to carry those out and directs personnel to that ehle
commands tremendous power and loyalty.

Personality/Motivation: The Senior Chieftain is motivated
by a love of destruction and bringing terror to tlaad
dwellers. He is more religious than most of thielises and
hopes to gain the power that the Baron has onesddye
can run his own base.

Tactics: The Senior Chieftain is a very capable fighted an
more than a match for most individual low-end Pk, is
typically out of the fight and directing soldieather than in
the middle of combat.

Campaign Use: This monster is the primary guiding force
for the Deep One Fortress, he guides the overalbions
and planning for the Deep Ones and if he dies Hebei
very hard to replace. He also is a fairly toughgk fight.
He is found in area 53, watching the arena fight.

Appearance: The Senior Chieftain is bigger than the other
Deep Ones, standing a foot taller and much broaHerhas

a longer face with more jagged teeth as well, aom|
spines in his fins.

Equipment: VeluneSpear with &owerfulproc
FelstoneDagger

Key to his coffer in area 21

4D6 sp



DEEP ONE SENIOR PRIESTESS Humanoid PTS Disadvantages
Val Char Cost Roll Notes -5 Vulnerable to dehydration effects: x1 By
15 STR 5 12-  Lift: 200kg/3D6 -5 Vulnerable to dehydration effects: x 1 $tRn
14 DEX 12 12- OCV:5/7 DCV:8 -5 Vulnerable to sight flash: x 1 1/2 effect
15 CON 10 12-
10 BOD O© 11- Total Disadvantage Points: -15
18 INT 5 11- PER Roll: 13-/15
13 EGO 6 11- EGO Roll: 12- ECV: 4 Ecology: The Senior Priestess is in charge of the day yo da
13/23PRE 5 12- PRE Attack: 5D6 activities in the temple, serving Dagon. She isharge of
10 COM O 11- teaching the acolytes as well.
4 PD 1 Total: 19 (PD) Personality/Motivation: The Senior Priestess hates the
4 ED 1 Total: 18 (ED) Baron and the High Priestess and is always lookimga
3 SPD 6 Phases: 428, way to throw them out and supplant the Baron wigr h
8 REC O choice, the Senior Chieftain.
36 END O
30 STN O Tactics: More powerful than the Acolytes, the Senior Priest
31 MAN O ess has dangerous spells, including the abilitgttm any
7 MREC 0 Total Characteristics Cost: 54 foe and ruin combat ability. She will focus ongbespells
and her very potent Lightning Bolt in combat rathiean
Movement: Running: 5”/10” dispelling underwater abilities, leaving that tooldes.
Leaping: 3"/6”
Swimming: 7"/14” Campaign Use:The Senior Priestess is a significant magi-
cal threat to enemies, and with her buffs (whicg'lshave
Cost Powers END going ) is a noteworthy individual fight. She wilé initially
5 Night Vision - encountered in the Temple (area 3)
5 Water Vision -
5 Swift Swimmer: Swimming +5” (total 7”) 1 Appearance: The Senior Priestess is very plain, she wears a
10 Claws: HKA D6-1 (D6+1 with STR) 1 black unadorned harness and is small and unassuriiag
1 Aquatic: Life Support vs high pressure most distinctive feature is, in addition to thecaiar scar
5 Aquatic: Life Support breathe water - around the top of her head, a glyph carved intddrehead.
4 Racial Bond: Mind Link with any Deep Qne -
Concentrate 1/2 DCV, Extra Time FulbBéa Equipment: Key to coffer in room 37
focus, each time a mind is chosen Dagger
2 Nictating Lenses: Flash Defense 2 - 3D6 sp
9 Scales: Armor 3 PD, 3 ED - Wand of Smite
4 Keen Hearing: Enhanced Perception +2 PER
hearing NAME EFFECT ROLL | Mana
7 Eerie: Presence +10; offensive only - B ;
30  Magic: Spells 40 pts var | Unmagic 10D6 dispel any one spell -4 4
) Flounder Drain 2D6 swimming -3 3
-2 Slow: Running -1”
-5 Weak Eyes: -1 CV in bright light Lightning Bolt | Energy Blast 8D6 -4 4
2 Weak Eyes: -1 sight PER in bright light Cloud Water | Darkness 2" vs sight P @
Cost  Skills and Talents Armor 7 PD, 9 ED Armor 2 (4)
4 Environmental Movement: water, 3 levels
13 Magic Skill: 17- Dazzle 7D6 flash vs sight -3 3
g g?égllltﬁ rllt%/_wnh common weapons Greater Cure |Heal 4D6 as damage -4 4
3 Tactics 11- Balm Heal 1D6 (restore limbs) -1 1
Total Powers & Skills Cost: 117 Boggle Drain 2D6 OCV -2 2
Total Cost: 171 Jolt Suppress Stun 6D6 -3 3
Blur DCV +3 -1 2
Spellscope OCV +2 with spells -1 2)

54



THE KRAKEN Animal
Val Char Cost Roll Notes
40* STR O 17-  Lift 6,400kg: 8D6
14 DEX 12 12- OCV:5DcCV: 0*
25 CON 30 14-
20* BOD 16 15-
10 INT O 11- PERROol: 11-
13 EGO 6 12- EGO Roll: 12- ECV: 4
25 PRE 15 14- PRE Attack: 5D6
10 COM O 11-
10 PD 8 Total: 15rFD +4)
8 ED 1 Total: 13rED +4)
3/6 SPD 6 Phases: (2§64 8, (10), 12
7 REC O
50 END O
60* STN 3 Total Characteristics Cost: 97
Movement: Running: 0"
Leaping: 0”
Swimming: 8"/32”

Cost Powers END
45  Growth (6 levels) -6” KB, +4 PER to be 0
seen, +2" reach; Inherent, Persist@iND

Cost, Always On (*)
11  Swift: Swimming +6”, x2 NC (8"/32” total) 2
2 Deep Diver: Life Support vs high pressur -
20  Sonar: Active Sonar -
5 Tentacles: Extra Limb (10 total tentagle -
9 Tough: Armor 3 PD, 3 ED -
8 Cuttlebone: Armor +4 PD, +4 ED; Headyonl -
20 Many Tentacles: Speed +3; only for combat -
25 Bite: HKA 1 1/2D6 (3D6 W/STR) 2
25  Tentacles: Stretching 5” (7" total) 2
-12 Running -6”
-2 Leaping -2”

Total Powers & Skills Cost: 149
Total Cost: 246

PTS Disadvantages

-15  Physical Limitation: Animal Intelligence

-15  Susceptibility: 1D6/phase Not floatingwater
-15  Physical Limitation: Limited Fine Manigtbry

Ability
Total Disadvantage Points: -45

Ecology: Ordinarily, Kraken are found only in the deepest
blue seas, gigantic monsters of terrifying powet tre the
stuff of legend. However, younger and smaller krakuch

as this one hunt closer to shore, and in partighiarKraken
was summoned by the Deep One High Priestess and con
trolled so that it now patrols the shore. Thistomincan be
broken with a 40 active point dispel or doing erougm-

age to chase off the creature.

55

Personality/Motivation:  Kraken are animals, and have
basic animal motivations. Their personality canyyaome
can be curious, others cruel, etc.

Powers/Tactics: Although not as enormous and awesomely
powerful as a full-grown Kraken, this is a pretgnderous
creature. The head of the creature is much hdhder the
rest of it's tough rubbery body, but is unlikelylie encoun-
tered due to the length of the tentacles and itde®lcy to
stay underwater.

The Kraken’s beak delivers a terrifying bite, buteinds to
use that only against targets in the water (sudh@ship’s
hull) and will use its tentacles to grab and crashits pri-
mary attack. Naturally the creature is a very béawim-
mer, able to move at massive speed through ther wat
dive to immense crushing depth with comfort.

Kraken are so huge that they must stay in the widating,
to survive. If they are in water too shallow tgpart their
bulk or dry land (in addition to suffocating fromack of oxy-
gen), they are crushed by their own bulk and diédiga.

Campaign Use: The Kraken in this module is a guardian of
the Deep One Fortress and is just an encountegite sip
the trip to the area.

Appearance: The Kraken is simply a titanic squid, gray and
pinkish in hue, over 80 feet in total length, irdihg it's
very long tentacles. This brute weighs in at d4tons.
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