A Fantasy Hero adventure for 4-8 characters of beteen 800-1000 total points combined

"# $ # %
# &'
( |
%
# %
# # ) %
L 4 ( #
#( ! "
! #
* + , - % $
## ! % %
( $ | # ' 0
# # # # ! 0 &
(1 0 I( 2 (
$1 # %
2! ' "
0 o (%
I #
# Py
*( # # ( &) "
C *
( %
# |
# #
# & # # %
H# |
3 , # #
!
# &
4

Against the Giants and the Steading of the HilliBi@hief (Module G1) are copyrighted by Wizardgha Coast for their D20
system D&D. This adventure is significantly aleéfeom the original work, but still retains enoutghbe recognizable and |
want to give Gary Gygax and WOTC full credit ana:dlaspect for their works.
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BEASTMAN CHIEFTAIN

Val Char Cost Roll Notes

25* STR 10 14-  Lift 800kg: 5D6
15 DEX 15 12- OCV:5DCV:5/7
18 CON 16 13-
15* BOD 4 12-
10 INT 0 11-
11 EGO 2 11-
23 PRE 13 13-
10 COM O 11-

Humanoid

PER Roll: 13-
EGO Roll: 11-
PRE Attack: 40082

ECV: 4

9 PD 4 Total: 16rPD)

8 ED 4 Total: 17rED)

4 SPD 15 Phases: 3,62

7 REC O

34 END O
35 STN 5 Total Characteristics Cost: 88
Movement: Running: 8"/16”

Leaping: 2 1/2"/5

Cost Powers END

5 Huge: Growth (1 level) -1” KB; Inhereft, 0
END Cost, Persistent, Always On (*)

Fur: Armor 3 PD, 5 ED -
Fur: Life Support vs cold extremes -
Swift: Running 2” (8” total) 2
Keen Senses: Enhanced Perception 42 (all -

Claws: HKA 1/2D6 (D6+1 w/STR); Reducedl

Penetration

[EY
NOoO RN

-2 Leaping -2”
-2 Dexterity Rolls -1 for fine manipulation

Cost Skills and Talents

Survival 11-

Concealment 11-

Weapon Familiarity: common weapons
Rapid Attack

Charge (move up to 7” as a half move)
Mob Stance (Defense Maneuver IV, and +4
OCV for sweep attacks, but reduces marg
by 5” and DCV by 2 against ranged &itac
10 Combat Skill Level hand to hand combat +2

=
B OO0 M~WW

Total Powers & Skills Cost: 69
Total Cost: 152

PTS Disadvantages
-10  Physical Limitation: Limited Fine Manigibry
Ability

Total Disadvantage Points: -10

Ecology: The Beastman Chieftain led his clan to join Nos-
nra’s Ogres when he witnessed them raid with tsie&man
and the mammoth mounts and believe he was seeig go
Now he knows better (although he suspects that fdosn
might be one), but he’'s pleased serving the powérfres
and the beastmen follow his lead.

Personality/Motivation: The Beastman Chieftain is a grulff,
strong personality who leads by the blow to thedhaad
kick to the rear end. He's a bit slow and dim raépt but
he’s keen enough to know how to keep his peopléni,
and crafty enough to fool a PC that isn't careflihe Chief-
tain is motivated primarily by keeping his clanvaliand
prosperous. Secondarily he wants personal glodytarbe
honored by his ancestors.

Powers/Tactics: Although he can fight well with bare
hands, the Beastman Chieftain fights with his braedv
bastard sword, given him by the Ogres. He's prgtigd
with just about any basic weapon, and althougHidigen-
ants are faster, he’s more skillful in combat. Tteeftain
uses Mob Stance to fight groups, then swaps outath
rapidly to other targets. He'll use his strengtid agnore
most damage, shrugging off minor attacks while barg
challenges in his language and Yrch.

The Chieftain will try to protect his fellow Beastm as best
he can, trying to draw attacks on himself. He'sorsj
enough that he can wield his bastard sword anc s$geld,
which he does.

Campaign Use:The Beastman Chieftain would be a boss in
a lower powered game, but in G1 he’s just a lieanén He
leads the prison and slave guards to good effdcisinot a
serious threat to the PCs.

Appearance: Bear Clan Beastmen tend to be rather large,
eight feet tall and very broad. The Chieftain\ere larger,
nine feet tall and almost round. He's a massigeré with a
huge, roaring voice that shakes the teeth of hesnies. He
wears brigandine armor and has a shield paintetl @it
dragon that was recovered from a raid on humaris. hair

is black as night like the rest of his clan, b heiftain
has silver around the head and shoulders.

Equipment: Bastard Sword

Medium Shield

Brigandine Beasthide armor 3-4, 7-15

Dagger

3D6 silver

2 Renk Nuts

Pouch under his armor with 31 mixed gems worth &asgh



BEASTMAN (Lieutenants) Humanai

Val Char Cost
23* STR 8
17 DEX 21
17 CON 14
14* BOD 2
10 INT 0
11 EGO 2
18 PRE 8
10 COM O
8 PD 4
8 ED 4
4 SPD 19
7 REC O
34 END O
35* STN 5
Movement:
Cost  Powers
5
12
2
4
6
7

Penetration
-2 Leaping -2”
-2
Cost Skills and Talents
3 Survival 11-
3 Concealment 11-
4
5

Roll
14-
12-
12-

11-
11-
11-
12-
11-

Notes
Lift 640kg: 4 D@
OCV:5DCV:5

PER Roll: 13-
EGO Roll: 11- ECV: 4
PRE Attack: 2016

Total: 13rPD)
Total: 15rE&D)
Phases: 3,62

Total Characteristics Cost: 87

Running: 8"/16”
Leaping: 2 1/2"/5

END

Huge: Growth (1 level) -1” KB; Inhereft, 0
END Cost, Persistent, Always On (*)

Fur: Armor 3 PD, 5 ED -
Fur: Life Support vs cold extremes -
Swift: Running 2” (8” total) 2
Keen Senses: Enhanced Perception 42 (all -

Claws: HKA 1/2D6 (D6+1 w/STR); Reducedl

Dexterity Rolls -1 for fine manipulation

Weapon Familiarity: common weapons
Combat Skill Level: hand-to-hand weap®hs

Total Powers & Skills Cost: 47
Total Cost: 134

PTS Disadvantages
Physical Limitation: Limited Fine Manigtbry

-10

Ability

Total Disadvantage Points: -10

Ecology: The Bear Clan Beastmen that followed their
Chieftain to serve Nosnra used to live in this aretl they
witnessed an Ogre raid and were so awed they camward
and offered to serve Nosnra for the rest of thegsl

Personality/Motivation: Bear Clan Beastmen are more
friendly and easy going than most Beastmen, butearible

in combat and without mercy. While they do not teir
captives, they rarely keep them alive. Courageambat
and great physical skill impresses the Bear Clan.

Powers/Tactics: Bear Clan Lieutenants will use their bas-
tard swords two handed for maximum impact and &ll o
them will try to gang up on a single target atraetias their
chieftain taught them. However, they have to makeEgo
roll each phase to stay at this tactic rather themroaring
over at the person to hurt them worst.

Campaign Use:The Lieutenants of the Beastman Chieftain
are capable fighters, but are really no match lierRCs at
this power level.

Appearance:

Equipment: Bastard Sword
2D6 silver

Leather Armor tunic 8-15
1 Renk Nut



CAVE BEAR Animal
Val Char Cost Roll Notes
35'a STR 5 16- Lift 1,600 kg: 6D6
17 DEX 21 13- OCV:5 DCV: 3*
23 CON 26 14-
22* BOD 20 13-
10 INT -5 10- PER Roll: 10-/112f
10 EGO -10 10- EGO Roll: 11- ECV: 3
20 PRE 10 13- PRE Attack: 4D6/6D6
10 COM O 11-
13a PD 8 Total: 19 (6 rPD)
13a ED 5 Total: 19 (6 rED)
4 SPD 6 Phases: 3, 829
8 REC O
46 END O
43* STN O Total Characteristics Cost: 116
Movement: Running: 8"/16”
Leaping: 3"/6”
Cost Powers END
22 Huge Body: Growth (3 levels) -3” KB, +2 0
PER to be seen; 0 END Cost, Persistent,
Inherent, Always On (*)
8 Burly: Density Increase (1 level) -1” KB 0
END Cost, Persistent, Inherent, Always
On %)
25 Bite: HKA 1%2D6 (3D6 W/STR) 2
16  Claws: HKA D6+1 (2%2D6 w/STR) Reduced 1
Penetration
18 Thick Hide: Armor 6 PD, 6 ED 0
2 Fur: Life Support (Intense Cold) 0
2 Keen Ears: Enhanced Perception +1 (hggari -
2 Keen Nose: Enhanced Perception +1 (¥mell -
8 Swift Runner: Running +4” (10" total) 8
7 Fearsome Roar: Presence +10; Offensilg O-
-16  Tires Quickly: Increased END Cost x4 Run (8)
-2 Poor Eyes: Perception -1 (sight)
Skills
3 Climbing 12-

Total Powers & Skills Cost: 95
Total Cost: 211

PTS
-15
-15

-5

Disadvantages

Physical Limitation: Limited ManipulatoAbility
Physical Limitation: Animal Intelligence
Physical Limitation: huge size

Total Disadvantage Points: -45

Ecology: Cave Bears are gigantic, particularly brutal bears
that are quite rare and found primarily in mountais areas.
They prefer to stay underground, ranging outsidefdod

but hunting in caves and ruins for their meals wilegy
can. These gigantic brutes are the result of Ferazly
Bears breeding into an entirely new, permanentiepec

Personality/Motivation: While having normal animal mo-
tivations of survival and procreation, Cave Beaws eery
cruel and angry creatures, very difficult to traimd pacify.
A Cave Bear would rather crush someone’s head gihan
them a chance to be helpful.

Powers/Tactics: Cave Bears are very large and powerful,
they have brutal jaws and powerful claws to rend amush
with. Cave Bears prefer to grab their foe and hbleim
while they bite or tear with their claws, but willvat and
bite enemies if that is not working for them.

Campaign Use: Unlike most animals, Cave Bears are very
aggressive and hostile, bold even in the face afynegpo-
nents. Thus, a Cave Bear will attack groups ofgrseven
without good motivation. Cave Bears are almostdagible
to train unless you are enormously more powerfahtthey.

Appearance: Cave Bears grow up to twenty five feet tall
standing on their hind legs, weighing 1600 poundmore.
Their fur tends to be a deep black color mottlethwrown
and gray.



CENEWIC Humanoid

Val Char Cost Roll Notes
11 STR 1 11-  Lift 120kg: 2D6
17 DEX 21 12- OCV:6DCV: 6
11 CON 2 11-

9 BOD -2 11-

14 INT 4 12- PERROoll: 14-

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

12 PRE 2 11- PRE Attack: 2D6

14 COM 2 11-

4 PD 2 Total: 4rRD)

3 ED 1 Total: 3r@ED)

4 SPD 13 Phases: 3,62

4 REC O

22 END O

21 STN O

35 MANAS

5 MRECO Total Characteristics Cost: 53
Movement: Running: 77/14”

Leaping: 2"/4”

Cost Powers END
17  Magic: 50 points of nature and ice spell var
5 EIf Eyes: Night Vision -
2 Swift: Running +1" (7" total) 1
6 Keen Senses: Enhanced Senses +2 (all)

Cost  Skills and Talents
3 Environmental Movement: light tread
3 Light Sleep
4 Familiarity: Common Elven Weapons
3 Language: Perelen
1 Literacy
2 Language: Morianic
5 Concealment 13-

3 Herbalism 12-

3 Tracking 11-

3 Survival 11-

3 Stealth 12-

2 Penalty Skill Levels: +1 range with bows
3 Combat Skill Levels: +1 OCV with bow
9 Magic Skill: 14-

3 Riding 12-

5 Weaving 13-

Total Powers & Skills Cost: 94
Total Cost: 137

PTS
-10

Disadvantages
Vulnerability: x1 1/2 effect flash attack

Total Disadvantage Points: -10

Ecology: Cenewic is a prisoner of the Ogres, a wood elf t

was captured in a raid on a nearby village.

Cenesvia

weaver, an expert in working Fenen and he was dpair
Nosnra’s command for this ability. Originally th@gre
Chieftain wanted Cenewic to weave them Fenen atmor
he soon forgot about it and the elf has languishextison.

Personality/Motivation: Cenewic is helpful and eager to
be of use, but has very strong principles. He wndlt help
those who are evil or destructive no matter whatoists
him, but will sacrifice his life to aid those who dood.

Powers/Tactics: While Cenewic is a capable fighter and
knows some magic, he is no adventurer. He préfessay
home and work with silk and cloth to produce evearen
complex and beautiful works.

In combat, Cenewic in this adventure has no armeqaip-
ment, so he tends to stay back and use his magiepport
rather than attack and heal between fights. Iféts some
gear he’ll be right up front to help out, but hats match for
the monsters in this adventure alone.

Campaign Use: Cenewic represents an ally, someone that
can help out the players in their fight. Initiallgenewic has
very little stun or endurance, and no mana but ileegain
it over time (in essence he’s been so mistreatelisalong
term mana is gone).

If befriended he will be a cheap and helpful sugplor
Fenen armor and other woven goods.
magic items, if he’s given the supplies - but ti@&smhave to
supply the points.

Appearance: Cenewic stands about 5 3” and weighs
around 105 pounds. He will put on more weight omaeof
prison, but at present he’s emaciated and dressedgs.
He has thinning black hair and olive skin.

Equipment: None.

SAMPLE SPELLS
SPELL NAME |EFFECT ROLL | MANA
Barkskin 2D6, 5 DEF Entangle (as 3 3
armor)
Bearform Become grizzly -4 4
Camouflage Images (-2 PER) sight -2 2
Cornucopia Create food -2 2
Eagleform Become eagle -1 1
Nature’s Transitf Summon mount -2 2
Path Lore Analyze paths -1 1
Shared Sight | See through eyes of othe -3 3
Thorncoat ;hti)glgy(m Sa(;?er:;ae?e -3 3
Endure Cold LS: cold temperatures Olf -1 )
Frozen Bridge | Creates 3” bridge of ice -3 3
Shelter Creates hut -4 (8)

Cenewic care mak



FERAL WARG Animal
Val Char Cost Roll Notes
23* STR 8 13- Lift 620kg: 4¥2D6
20 DEX 30 12- OCV:7 DCV:7
16 CON 12 12-
14* BOD 6 11-
11 INT 1 11- PERROoll: 12414
16 EGO 12 11- EGO Roll: 12- ECV:5

18 PRE O 11- PRE Attack: 2006

10 COM O 11-

9 PD 5 Total: 13rRD)

4 ED 1 Total: 8rED)

5 SPD 20 Phases: 8,30, 12

7 REC O

32 END O

30 STN O Total Characteristics Cost: 95
Movement: Running: 10"/20”

Leaping: 3 1/2"/7

Cost Powers END

7 Huge: Growth (1 level) -1” KB; Inhereft, 0
END Cost, Persistent, Always On (*)

20 Bite: HKA 1%:D6 (3D6 wW/STR); Reduced 2
Penetration

34 Rot: Drain 3D6 CON; 0 END Cost, Recover 0

per week, Only if Bite does Body Damage

Gradual Effect One Day, No Effect iftin

has Life Support vs Disease

Tough Hide: Armor 4 PD, 4 ED -

Keen Senses: Enhanced Perception 1 (all -

Keen Nose: Discriminatory Sense smell -

Keen Nose: Tracking Sense smell -

Keen Nose: Enhanced Perception +2 (¥mell -

Keen Ears: Enhanced Perception +1 (hggri -

Keen Ears: Ultrasonic Hearing -

Keen Eyes: Night Vision -

Swift Runner: Running +3” (total 10”) 1

oW

10 Howl: Drain 1D6 Presence; Explosion, Only 1
if Presence Attack this phase has #fiegte

10 Howl: Drain 1D6 OCV; Explosion, Only if 1
Presence Attack this phase has angteffe
Linked to Presence Drain

10  Howl: Drain 1D6 Magic Roll; Explosion, @n 1
if Presence Attack this phase has fiegte
Linked to Presence Drain

Cost Skills and Talents

Concealment 10-

Tactics 11-

Teamwork 12-

Stealth 12-

Combat Skill Level: Hand to Hand Combat

GwWwww

Total Powers & Skills Cost: 116
Total Cost: 166

PTS Disadvantages

-10  Physical Limitation: Limited Fine Manigibry
Ability

-10  Physical Limitation: Sub Human Intelligen

-10  Psychological Limitation: Loyal to pack3C

Total Disadvantage Points: -30

Ecology: Wargs are huge, powerful wolves that are keenly
intelligent for an animal. These beasts are priyttéle work

of magical enhancement of ordinary wolves by GoBliva-
mans, working until the creature was big enougtide and
smart enough to fight well. Wargs are rarely emtered
apart from Orcs or Goblins, and are never foundhat
climes, no matter who lives there. Wargs preféd co even
snowy areas, but are otherwise similar to ordinesives.

Personality/Motivation: Although not as intelligent as their
masters, Wargs are quite clever, and beyond typicahal
motivations as food and comfort, they are cruel aictbus
creatures who enjoy causing pain and especially f&de
howl of a Warg is an especially chilling and menixea
sound and they love to use it to unnerve their.fodtargs
love blood more than any other food, especiallymvatood
from a foe crushed in their jaws. Like ordinary Ives,
however, Wargs have a great deal of loyalty torthatk.

Powers/Tactics: Wargs are very large for wolves, and their
bite is proportionately more deadly. Although avily ar-
mored foe can shrug off the worst effects of a, hitstill is
quite painful and if even a slight amount of bldeddrawn
the foetid rot in the Warg’s jaws will cause a irggtsickness
that lasts for days unless cured. Wargs are toubhe nor-
mal wolves as well, and while they share their keenses,
also have a howl so bone chilling it reduces moaalé even
combat ability and spell casting ability in all nieya them.
This effect only works if the Warg succeeds in igettat
least equal to the target's presence in a Presatteek.
Typically, the Warg will not daunt it's allies, aride Howl
also tends to be less effective if used repeatedly.

As Feral animals, these are even more powerful ségdfi-
cantly faster than ordinary Wargs. They have beagi-
cally enhanced to bite harder, take more damage, ban
much stronger. These Wargs are a frightening ftiratadd
significantly to the Orc threat in G1.

Campaign Use: The Feral Wargs are upgraded more dan-
gerous versions of the ordinary sort to match theell of
challenge that G1 represents.

Appearance: Wargs are huge shaggy wolves with black fur
and huge fangs, strong and fierce. They stand tafoou
feet at the shoulder and weigh over 600 poundsrggvare
very distinctive, as if the most menacing and frégling
features were enhanced by the shamans.



SUB CHIEF GROSH Humand
Val Char Cost

Roll  Notes

30* STR 10 15-  Lift 1600kg: 6D6
14 DEX 12 12- OCV:5DCV: 4*
28 CON 36 15-
20* BOD 12 13-
8 INT -2 11- PERRoll: 11-/13
10 EGO O 11- EGO Roll: 11- ECV: 3
23 PRE 13 14- PRE Attack: 40062
4 COM -3 10-
15 PD 11 Total: 19 DY)
12 ED 7 Total: 16rED)
3 SPD 6 Phases: 428,
10 REC O
56 END O
55* STN 12 Total Characteristics Cost: 114
Movement: Running: 9"/18”
Leaping: 4"/8”
Cost Powers END
15 Huge: Growth (2 levels) -2"KB, +1 PER® 0
seen; Inherent, Persistent, 0 END Gllstays
On (%)
6 Swift: Running +3" (9" total) 2
12 Tough Skin: Armor 4 PD, 4 ED -
10 Bite: HKA D6-1 (D6+1 W/STR) 1
13  Tough: Life Support vs all non magicaadise -
and temperature extremes
4 Keen Nose: Enhanced Perception +2 (¥mell -
5 Keen Nose: Discriminatory Sense (smell) -
2 Tough: Lack of Weakness 2 -
-3 Perception -2 in bright light (sight) -
Cost  Skills and Talents
2 Weapon Familiarity: Common melee
10  Combat Skill Levels: +2 Hand-to-Hand Caitnb

Total Powers & Skills Cost: 78
Total Cost: 192

PTS Disadvantages

Total Disadvantage Points: -0

Ecology: Ogres are enormous humanoids that can be found

in almost any climate or land. They are not agquand

they are not found in the desert, but can be fabale and

below the ground anywhere else. Ogres do not fasting
relationships, and barely form clans or tribes withstrong
leadership.

Sub Chief Grosh is a large, powerful Ogre, one ¥natld,
were it not for Nosnra, be the Chieftain of thegge3. He
is not very bright or tactically inclined, but ieny tough.

Personality/Motivation: Grosh is a frustrated Ogre. He
should by all rights be chief, but Nosnra is so mawore
powerful and frightening he’s stuck as subcheif,iolth
means he does all the boring work and Nosnra diethea
glory and the booty. Thus, he’s mean and brutdl emel
to his own troops and very interested in a wayain gower
for himself.

Powers/Tactics: Grosh fights like most Ogres: direct and
mean. He'll pick a target and fight it, ignoring athers,
unless he can’t reach them or they drop. He watlmin or
surrender, but he'll listen to offers to help hiake over the
Ogres.

Campaign Use: Grosh is a lieutenant, a more powerful
Ogre to challenge the PCs, but nothing particulddpger-
ous to face. He can be a dull and treacherousifallged

properly.

Appearance: Grosh is an unremarkable Ogre, although he
is taller than most and has a long, long mane ofthahe
middle of his back he wears loose.

Equipment: Furs (1 PD, 1 ED armor area 9-14)
Bloodiron Great axe (used one-handed)
Survivor's Belt



THE KEEPER Humanoid
Val Char Cost Roll Notes

25* STR 5 12-  Lift 800kg: 5D6
18 DEX 24 12- OCV:5/7 DCV: 4*
23 CON 26 14-
15* BOD 6 12-
10 INT O 11- PERRoll: 11413
11 EGO 2 11- EGO Roll: 11- ECV: 4
23 PRE 13 14- PRE Attack: 40062
2 COM -4 9-
12 PD 9 Total: 16rpD)
8 ED 3 Total: 10rED)
4 SPD 14 Phases: 3,62
15 REC 14
46 END O
45* STN 10 Total Characteristics Cost: 132
Movement: Running: 8"/16”
Leaping: 3"/6”
Swimming: 5"/10”

Cost Powers END
15 Huge: Growth (2 levels) -2” KB, +1 PER® 0
seen; Inherent, Persistent, 0 END Cost,

Always On (*)

8 Healing: Heal 1/2D6 Body; Continuou&RD 0
Cost, Invisible to all senses, Selfyonl

8 Healing: Heal 1/2D6 Stun; Continuoug§ND O
Cost, Invisible to all senses, Selfyonl

25 Regeneration: 1 Body/Turn, heals limbsnf -
death

9 Scales: Armor 4 PD, 2 ED -

4 Swift: Running +2" (8" total) 2

3 Swift: Swimming +3” (5” total) 1

20 Healthy: Life Support vs poisons and akes -

5 Aquatic: Life Support breathe water -

20 Claw: HKA D6+1 (2D6 wW/STR) 2

4 Keen Senses: Enhanced Perception +2l(sme

-5 Combat Value -1 in bright light

-2 Sight Perception -1 in bright light

-2 Sight Perception -1 (one eye)

Cost  Skills and Talents

5 Combat Skill Levels: Hand-to-Hand Combat

2 Language: Morianic (fluent conversation)

6 Combat Skill Levels: Flail OCV +2

Total Powers & Skills Cost: 127
Total Cost: 259

PTS
-5
-10

Disadvantages
Vulnerability: x1 1/2 effect from sigfiash
Physical Limitation: Missing one eye

Total Disadvantage Points: -15

Ecology: The Keeper was a friend of Nosnra long before he
was corrupted, and likes him even more now. Whesrika
moved into this area, The Keeper gladly took thegbcon-
trolling the lower level, it suits him well.

Personality/Motivation: The Keeper is endlessly cruel and
sadistic. He baits and torments his slaves umy tan bear
it no more, then punishes them for being rebelliodg de-
lights in torture and brutality, then eating thenegns.

Powers/Tactics: In combat, The Keeper is much like any
other Troll, although he prefers to use the poweftail
Nosnra gave him. He relies on his healing to Keiep up
and fighting while he beats enemies to pulp foerlabrture
and eating. Because of the chain shirt he wedrs Keeper
is particularly tough even for a troll.

If The Keeper is being beaten soundly, he'll begincra-
venly beg for his life, pleading and weeping andmpising
to change his ways, that he was trapped here b@gres,
that he longs to be in the swamps of his childhemgthing
to get the PCs to leave him alone. He'll use a@mnce to
regenerate and then kill some more.

Campaign Use:The Keeper is the boss of the lower level,
so he’s meant to be very dangerous to fight, atel tattake
on a group with his Storm Apes. He also has gewadrds,
when beaten.

Appearance: Trolls are always ugly and horrible looking,
but The Keeper is even more so. Missing one etle kaor-
rible scarring around the socket, hunched ovemntyp 8 feet
tall, and showing jagged, broken fangs and clawslobks
like a nightmare. His scales are black and greed, his
one good eye glows slightly green.

Equipment: Felstone Chainmail (areas 8-13)
Mithril Flail of Gore (used one-handed)



NOSNRA THE CHEIFTAIN Demon, Humanoid
Val Char Cost Roll Notes

35* STR 15 16-  Lift 3200kg: 7D6

17 DEX 21 13- OCV: 6 DCV: 4*

28 CON 36 15-
20* BOD 12 13-
16 INT 6 12-
15 EGO 10 12-
31 PRE 21 15-
0 COM -5 9-

PER Roll: 13-/14
EGO Roll: 12-
PRE Attack: 6D6

ECV:5

17 PD 8 Total: 24rPD)

14 ED 4 Total: 21rED)

4 SPD 13 Phases: 3,62

11 REC O

50 END O

50* STN 4 Total Characteristics Cost: 145
Movement: Running: 11"/22”

Leaping: 5"/10”

Cost  Powers END

15 Huge: Growth (2 levels) -2"KB, +1 PER® 0
seen; Inherent, Persistent, 0 END Gllstays
On (%)

10  Swift: Running +5” (11" total) 2
21 Tough Skin: Armor 7 PD, 7 ED -
10 Bite: HKA 1 1/2D6 (3D6 w/STR) 1
4 Keen Nose: Enhanced Perception +2 (¥mell -

5 Keen Nose: Discriminatory Sense (smell) -
2 Tough: Lack of Weakness 2 -
5 Heat Sight: Infrared Vision -
10 Healing: Regenerate 1 Body/turn -
5 Hardy: Power Defense 5 -
5 Protected Eyes: Flash Defense 5 -
3 Hardy: Lack of Weakness 3 -
45  Demon: Life Support (full) 0
20 Resistant: Armor 10 PD, 10 ED vs non ra&gi -

attacks
11 Ghoul Worms: Summon Ghoul Worms (53 3

pts) 8 total; Trigger upon death, Non€aous
Control, D6+2 show up

Cost  Skills and Talents
2 Weapon Familiarity: Common melee
10 Combat Skill Levels: +2 Hand-to-Hand Cainb

Total Powers & Skills Cost: 183
Total Cost: 328

PTS Disadvantages

-10  Vulnerable: x2 from Presence Attacks mpytMen
-5 Vulnerable: x1 1/2 Body from Holy Attack
-5 Vulnerable: x1 1/2 Stun from Holy Attack
-5 Vulnerable: x1 1/2 Effect from Holy Attes

Total Disadvantage Points: -25

Ecology: Nosnra was an ordinary Ogre cheiftain, large and
mean when he discovered a cave in the mountains)aer-
ground complex that was concealed under rubbleraing
of an elven building. In that complex he foundaartient,
lost shrine to an evil god that included a winddvsarts to
his infernal realm. It was there, fascinated by #hifting
colors, that Nosnra met the Corruptor Xenzhalusosria
inadvertantly allowed the Corruptor to cross ovepithis
realm and through that transfer, he took controNoénra,
permanently. Nosnra then had the physical mightof
Ogre and the demonic power and cunning of a Caorupt
which spawned an idea in Xenzhalus’ evil mind. Ndve
demons are trying to build the cult of a demon lardhe
place where long, long ago an elven priest hidchls On
the spot the temple once stood is Nosnra’s Ograd8tg.

Personality/Motivation: Nosnra is now controlled by the
Corruptor so greatly he's just a shell that the derimhab-
its. He’s evil and hateful, but in a manipulatigeceptive
manner. Nosnra delights in subverting the goodtaning
something beloved and beautiful into something ibtay
twisted, frightening, and evil. He constantly isying his
Ogres off each other, creating an atmosphere cérahgte,
and mistrust while building fear of himself.

Powers/Tactics:Nosnra is a hybrid of a demon and an Ogre
with the powers of each. He is stronger, tougfaester, and
smarter than any mere Ogre, with the resistanagotmal
weapons of a demon as well as many demonic resegan
He heals very fast and has a huge, fanged jawdbks like

a shark’'s mouth. When Nosnra dies, he’ll erughwhoul
worms which while not very tough hit hard and fast.

Nosnra has several items he’ll use in combat ag§ el
devices the demons granted him to wield in combatnest
enemies.

Campaign Use:Nosnra is the big boss in this adventure, the
epic enemy that the PCs have to face and defeals d&n-
gerous for any PC group that will be challengedtiy ad-
venture, but if not killed will be a problem foretiuture.

Appearance: Nosnhra looks ghastly. His skin is red, he has
a huge mouth full of jagged fangs, four horns, ghuving
green eyes. His body is pierced with horns bugstiat of
his skin at various joints, and is hunched ovemfrhis
eleven foot height to about nine feet like otheré&3g Nos-
nra wears the flayed skins of his enemies oveahisr and
buzzes with flies and rotting stench.

Equipment: Scythe of Horror
Cursed Mail

Doomfire Ring

Ogre Grog



OGRE HERO Humanoid
Val Char Cost Roll Notes
30* STR 10 15-  Lift 1600kg: 6D6

17 DEX 21 12- OCV:7/9 DCV: 4*

25 CON 30 14-

18* BOD 8 13-

8 INT -2 11- PERROoll: 11-/13

10 EGO O 11- EGO Roll: 11- ECV: 3
23/43PRE 13 14- PRE Attack: 4 1/2D6

4 COM -3 10-

12 PD 8 Total: 15FD)

9 ED 4 Total: 12rED)

4 SPD 13 Phases: 428,

9 REC O

50 END O
50* STN 11 Total Characteristics Cost: 97
Movement: Running: 9"/18”

Leaping: 4"/8”

Cost  Powers END

15 Huge: Growth (2 levels) -2"KB, +1 PER® 0

seen; Inherent, Persistent, 0 END Gllstays
On (%

6 Swift: Running +3" (9" total) 2

9 Tough Skin: Armor 3 PD, 3 ED -

10 Bite: HKA D6-1 (D6+1 w/STR) 1

13  Tough: Life Support vs all non magicaadise -

and temperature extremes

4 Keen Nose: Enhanced Perception +2 (¥mell -

5 Keen Nose: Discriminatory Sense (smell) -

2 Tough: Lack of Weakness 2 -

-3 Perception -2 in bright light (sight) -
Cost  Skills and Talents

5 Tactics 12-

2 Weapon Familiarity: Common melee

2 Weapon Familiarity: Common Ranged

10  Combat Skill Levels: +2 OCV

4 Combat Skill Levels: OCV +2 with disarm

18 Danger Sense (in combat): 14-

18 Combat Sense 14-

10 Defense Maneuver IV

9 Ambidexterity

10 Two Weapon Combat

Total Powers & Skills Cost: 153
Total Cost: 169

PTS Disadvantages
Total Disadvantage Points: -0

Ecology: The Ogre Hero is the most capable of the Ogres in
combat, although he’s no match for Nosnra. Hitustaas
risen rapidly so that he’s a hero to all the otbgres and a
useful tool for Nosnra, who gave him his equipmeite
leads any raid and is first into combat.

Personality/Motivation: Although he is confident, the Ogre
Hero is not overconfident. He’s very capable aad yet to
face a real challenge but is not unrealistic in dfidities.
Not intelligent, the Ogre Hero is clever in combatth a
keen tactical sense of his surroundings.

Powers/Tactics:In combat, the Ogre Hero tends to lead the
way, fighting the toughest opponents. He’s thewgbian of
the Ogre Clan in G1 and is the guy the rest ofQpees look
up to and respect. He can face a large groupaglpeom-
fortably with his speed, durability, and skills.ed always
aware of everything around him, including ambuslass]
cannot be flanked successfully. The Ogre Hero dields
his pick and whip, using the whip to disarm enendes
intimidate any pets or summoned animals. He'lttryocus
on the best heavy fighter first and leave castersthers,
since he’s not very good against magic.

Campaign Use:Unfortunately for Nosnra, the Ogre Hero is
not present at the great hall feast, he’s off igtton ogre
ladies in the kitchen areas. He can show up quidkihe
challenge of all those guys in the hall isn’t enoulgut he's
meant to be a mini boss on the upper level to ehg# the
PCs as they explore.

Should the PCs defeat the hero early, they carhisskead
as a psychological weapon, it will add 15 to thmiesence
offensively when dealing with other Ogres and 2%iesf
the Orcs.

Appearance: The Ogre Hero is a less ugly ogre with no
fangs or long hair, he’s built for combat: nothitay grab.
He usually wears his armor, although he’ll havettakn off
when first encountered. His pick is worn on higkband
his whip around his waist.

Equipment: Warg Whip (left hand)
Ebon Heavy Pick (right hand)
Felstone Plate armor (full suit)
4D6 silver

Ogre Grog



ORC SMITH Yrch
Val Char Cost Roll Notes

23 STR 13 14-  Lift 640kg: 4 DR

17 DEX 21 12- OCV:7DCV:6

18 CON 16 13-

13 BOD 6 12-

10 INT 0 11- PERROoll: 12-

11 EGO 2 11- EGO Roll: 11- ECV: 4
18/28 PRE 8 13- PRE Attack: 3 182D

6 COM -2 10-

10 PD 5 Total: 10rED)

8 ED 4 Total: 8rED)

4 SPD 13 Phases: 3,62

9 REC O

50 END 7

35 STN 1 Total Characteristics Cost: 94
Movement: Running: 8"/16”

Leaping: 3 1/2"/7

Cost  Powers END

7 Huge: Growth (1 level) -1’"KB, +1 PERle 0
seen; Inherent, Persistent, 0 END Gllstays

On (%)

Tireless: Strength 1/2 END Cost 1
Tireless: Running 1/2 END Cost 1
Tough: Damage Resistance 3 PD, 3 ED -
Night Eyes: Infrared Vision -
Swift: Running +2" (8" total) 1
Hardy: Life Support vs temperature axies
Hardy: Power Defense 10 -
Keen Senses: Enhanced Perception 1 (all -
Fearless: Presence +10; Defensive Only -

TWwEWwbUwWwwo

Skills and Talents

Combat Skill Levels: OCV +1 with halberd
Combat Skill Levels: OCV +2 with move-atfacks
Survival 11-

Language: local trade language (fluemtversation)
Language: local human language (basic
conversation)

Weapon Familiarity: Common weapons
Weapon Familiarity: Pole Arms

Riding 12-

Follower: Grizzlehog (209 pts)

PS: Blacksmith 14-

Spellsmith (blood iron) 13-

Weaponsmith 12-

Cost
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Total Powers & Skills Cost: 114
Total Cost: 208

PTS Disadvantages
Total Disadvantage Points: -0

Add Grizzlehog mount (209 pts): +42 points
Add Wyvern mount (241 pts): +52 points

Ecology: Wherever Orcs are found, the only tribes that sur-

Ecology: The Orc Smith is a powerful orc who would be a
chieftain if he was not so enamored with his workle
works for the Ogres and Orcs, making items to figith
although he tends to work on personal projects ntoaa
they like.

Personality/Motivation: The Orc Smith loves to test out his
equipment,

Powers/Tactics: The Orc Smith will mount up on his Griz-
zlehog as soon as possible to attack, fighting Wwithhal-
berd using move by attacks. He relies on his @ateor to
protect him as he fights, and if he’s thrown hédillect the
hog to attack separately from himself.

Campaign Use:A mini boss in the Orc Camp to make any
fights there interesting. He also has some degeat for
the PCs to loot.

Appearance: A huge, hulking figure, the Orc Smith stands
a head above the other Orcs and is broader thgnhberel
chested and huge. He wears his Plate at all tinfgsh
looks banged up and crude but is of fine quality.

The Orc Smith’s Grizzlehog looks like a standardesefoot
tall pig with huge tusks, except it has plate armeer its
body protecting most of its vital spots and itskkihave
been extended and barbed with star iron.

Equipment: Star Iron Plate Armor

Blood Iron Halberd

Grizzlehog barding: Star Iron plate, areas 3-4484dlso
gives +1 DC to tusk attack (spikes)

4 ingots of Bloodiron



PRIEST SPECTER Undead
Val Char Cost Roll Notes
10 STR O 11-  Lift 100kg: 1D6
17 DEX 21 12- OCV:6/7 DCV:6
- CON - -
12 BOD 4 11-
18 INT 8 13- PERROoll: 13-
17 EGO 14 12- EGORoll: 12- ECV: 6
20 PRE 10 13- PRE Attack: 4D6
0 COM -5 9-
5 PD 9 Total: 8rED) (50%)
5 ED 15 Total: 8 E0) (50%)
4 SPD 13 Phases: 3,62
4 REC 4
20 END 10
- STN - Total Characteristics Cost: 103
Movement: Running: 6"/12”
Leaping: 2"/4”
Cost Powers END
8 Undead Powers: Elemental Control (8 pts)
ab2 Undead: Cannot be Knocked Out (loses no 0
abilities)
b7  Undead: Does not bleed 0
c¢37 Undead: Life Support (full) 0
d7  Ghostly Form: No Hit Locations 0
22 Sense Life: Spatial Awareness -
12  Tireless: Strength 0 END Cost 0
4 Tireless: Running 0 END Cost 0
1 Tireless: Leaping 0 END Cost 0
27 Difficult to Harm: Armor 3 PD, 3 ED -
5 Spectral Eyes: Flash Defense 5 -
10  Spectral Form: Power Defense 10 -
60  Spectral Form: Multipower (60 pts)
6u Insubstantial: Desolidification; 0 END €fo -
(+1/2)
2u  Partly There: Damage reduction 50% rPD, -
50% rED; not vs magical attacks
50  Spells (50 pts) var
Skills
15  Magic Skill (19-)
5 +1 OCV with all spells

Total Powers & Skills Cost: 334
Total Cost: 437

PTS
-10
-5
-5
-20
-10

Disadvantages

Vulnerable: x2 from Presence Attacks lmpyHvien

Vulnerable: x1 1/2 Body from Holy Attack
Vulnerable: x1 1/2 Effect from Holy Attes
Susceptible: Sunlight, 1D6/Phase
Susceptible: Holy Locations 1D6/Phase

Total Disadvantage Points: -50

Ecology: The Priest Specter was once a priest serving the
local Perelen community. He became corrupted aaghto
worshipping a demon lord and through this lostgrisstly
abilities but managed to keep it secret. The ptissed other
acolytes for the business and rituals of the temyblige con-
ducting his own, darker rituals in a new complex s
building at the base of the ridge where his tengiteod.
When the human armies arrived in this area, he kitesl

but rose again, accursed.

Personality/Motivation: This particular Specter is moti-
vated by shame and malice. While he fears finb#ing
snuffed out and facing the contracts made with demmbe
also has an unlife of constant pain and fear, wedaokith
guilt over his deeds and hate toward all life. Fhoe seeks
ultimately to be destroyed.

Powers/Tactics: The Priest Specter lost his priestly powers,
but retained his magical training and demonic Htuand he
will use those against any foes. He’s not pargidylclever

or tactical about it, almost like he’s just goirfgdugh the
motions waiting for the end to come.

Campaign Use: The primary use of this monster is to guard
the chalice hidden in the ruins and to make anyaggh to
the Steading from the east more of a risk and aeradre.

Appearance: The Priest Spectre looks like a skeletal figure
in ragged priestly robes that is slightly transhicand gray

in color. He is lit by a greenish glow that seetmscome
from beneath him.
SPELLS
SPELL EFFECT ROLL | MANA
Bleeding Touch | D6 continuous BOD drain -2 <2>
Corruption 3D6 Drain all stats at once -9 <9>
Flesh Worms 14,D6 KA continuous -3 (<6>)
penetrating
Ghostfire D6+1 Hex effect KA -5 <5>
continuous
Malediction 14D6 KA continuous NND -7 <7>
plus Drain D6 DEX
continuous
Mephitic Vapors | 3D6 Flash continuous, -5 (<8>)
uncontrolled
Pestilence Breath| 4D6 NND Cone -6 <6>
Shadow of Evil Darkness 4” pers immunity -4 (<8>)
Smothering Darkness 1" and 2D6 NND -5 <5>
Darkness continuous
Soul Leech 2D6 Body Transfer -6 <3>
Soul Rend 1D6 RKA NND does body -4 <4>
Vampiric Storm | 2D6 Transfer Body AE -7 <7>
radius




STORMFIST Yrch
Val Char Cost Roll Notes
23 STR 13 14-  Lift 640kg: 4 D@
17 DEX 21 12- OCV:7DCV:6
18 CON 16 13-
13 BOD 6 12-
10 INT O 11- PERROol: 12-
11 EGO 2 11- EGO Roll: 11- ECV: 4
18/28PRE 8 13- PRE Attack: 3 182D
6 COM -2 10-
10 PD 5 Total: 10rED)
8 ED 4 Total: 8rED)
4 SPD 13 Phases: 3,62
9 REC O
50 END 7
35 STN 1 Total Characteristics Cost: 94
Movement: Running: 8"/16”
Leaping: 3 1/2"/7
Cost Powers END
6 Tireless: Strength 1/2 END Cost 1
3 Tireless: Running 1/2 END Cost 1
3 Tough: Damage Resistance 3 PD, 3 ED -
5 Night Eyes: Infrared Vision -
4 Swift: Running +2" (8" total) 1
3 Hardy: Life Support vs temperature axies
10  Hardy: Power Defense 10 -
3 Keen Senses: Enhanced Perception 1 (all -
5 Fearless: Presence +10; Defensive Only -
17  Challenging Roar: Mind Control 7D6; simgl 3

effect, vs presence, not EGO, No Range

Skills and Talents

Combat Skill Levels: OCV +1 with one \wea
Survival 11-

Language: local trade language (fluemtversation)
Language: local human language (basic
conversation)

Weapon Familiarity: Common weapons
Weapon Familiarity: Pole Arms

Weapon Familiarity: Fist Weapons

Riding 12-

Tactics 11-

Invocation 11-

Follower: Snarl the Feral Warg (166 pts) -

Cost

PN WWw

w
Bowwr ks

Total Powers & Skills Cost: 106
Total Cost: 210

PTS Disadvantages
Total Disadvantage Points: -0

Ecology: Stormfist rules with an iron hand, or at least a
hand in a Star Iron gauntlet with blades that deaeiith
electricity. He rose to prominence in his tribpidly after
discovering the gauntlet and soon had the smithd thim a
matching set of armor.

Personality/Motivation: Stormfist is motivated primarily
by concern for his tribe’s safety and prominentte actu-
ally cares about his fellow orcs, although he shawisy
weeding out the weak personally and teaching thetoebe
tough through painful and dangerous tasks.

Powers/Tactics: A competent fighter by nature, Stormfist’s
gauntlet is a powerful magic item that makes hignigi-
cantly more lethal than the ordinary Orc Chieftaifhat
plus the magical enhancement and runes that thesTwil
put on Stormfist and you’ve got a pretty lethal datant.

Stormfist prefers to fight mages first, to get theut of the
way, then he focuses on archers and ranged fighieiisg
Snarl to deal with them as he closes. He'll rely the
Twins to keep him going, even if they are down thagic
they put on him will help unless they die. He wglotect
the Twins if they are attacked rather than go andffen-
sive. To this end, he has a special ability: Glmgjing Roar;
which forces a target to heed him rather than tinéénded
target, at least temporarily.

Campaign Use: Stormfist is the boss of the outdoor areas,
the primary threat of the Orc camp. PCs can dntigaore
and bypass the Orc camp, but doing so will defipiteave
them out of quite a bit of loot, including his gdlen and
armor. Once the PCs have defeated the Orc Snhidly, t
should then have to confront Stormfist and the Bwin

Appearance: A huge Orc, Stormfist stands a full foot taller
than the other Orcs (except the Orc Smith) and tie
Smith wears heavy plate armor. His armor is of enor
smooth and clever design than the Smith’s but ismfal
protection and value. He does not wear his helnallat
times, but it is attached by a chain to his nectt always
available. He wear no obvious weapons, althougtright
gauntlet clearly has two 18” long blades that tedtached
to it. He has long white hair braided in threeidsand long
powerful tusks as well as short horns.

Equipment: claws with electrical proc and electrical dam-
age

Star Iron Plate armor from smith

3D6 silver

5D6 copper

Tusk Ring of gold worth 12 sp

4 Arm Bands worth 15 sp each



THE TWINS Yrch
Val Char Cost Roll Notes
18 STR 8 13- Lift 320kg: 2Db6
14 DEX 12 12- OCV:5/6 DCV: 5
15 CON 10 12-
11 BOD 2 11-
14 INT 4 12- PERROoll: 13-
11 EGO 2 11- EGO Roll: 11- ECV: 4
15 PRE 5 12- PRE Attack: 3D6
6 COM -2 10-
8 PD 4 Total: 10rRD)
6 ED 3 Total: 8rED)
3 SPD 6 Phases: 428,
7 REC O
40 END 5
30 STN 2
25 MANAO
5 MRECO Total Characteristics Cost: 57
Movement: Running: 8"/16”
Leaping: 3 1/2"/7
Cost Powers END
4 Tireless: Strength 1/2 END Cost 1
3 Tireless: Running 1/2 END Cost 1
2 Tough: Damage Resistance 2 PD, 2 ED -
5 Night Eyes: Infrared Vision -
4 Swift: Running +2" (8" total) 1
3 Hardy: Life Support vs temperature axies -
10  Hardy: Power Defense 10 -
3 Keen Senses: Enhanced Perception 1 (all -
20  Spells (60 pts) shaman and nature spells  var
0 Guardian Spirit: 5 Pow, 7 Mental, 5 Rl&ef -

Skills and Talents

3 Survival 11-

2 Language: local trade language (fluentversation)

1 Language: local human language (basic
conversation)

2 Weapon Familiarity: Common melee weapons

11  Magic Skill 16-

28  Follower: Guardian Spirit (142 pts)

Total Powers & Skills Cost: 94
Total Cost: 151

PTS Disadvantages

Total Disadvantage Points: -0

Personality/Motivation: The Twins are primarily moti-
vated with survival and protecting each other. yrfeel a
great deal of loyalty toward Stormfist, but not ang else in
the tribe, who despise and mistreated them whenmii
wasn’t around. Now they wield considerable magpaker
so they are left alone but they harbor bitterness.

Powers/Tactics: Although not as capable as the ordinary
Orc in combat, the Twins are quite capable in magid
will use this to protect themselves. Both tend entmward
the enhancement side of Shamanism, but they dod &
more offensive spells.

In combat, the Twins will try to avoid contact, anse their
magic to assist others. If attacked, they will (Reot

Thicket and Muscle Lock to avoid combat. Each lof t
twins has a permanent Guardian Spirit protectingmth
which makes them significantly more survivable thhay

would be normally.

They have many other spells not listed that arecoonbat.

Campaign Use:The Twins are here to make the Orc Camp
encounters more interesting and Stormfist morelehging

a fight. Orcs are on the whole not a particulaedh to the
PCs at this power level, but Orcs with buffs onnthare
more so.

Appearance: The twins look exactly the same, down to
their tattoos. They have short cropped white hary pale
skin and strikingly blue eyes. They are smalled alighter
than other Orcs, almost human sized. They weatdaad
bones and feathers and a loincloth, their body real/evith
ritual scarring and tattooing.

Equipment: D6 Renk nuts each
2D6 silver each
D6 other herbs from forest and fresh water tables.

Ecology: Orc Shaman are very rare, only the most unu
Orc will have the capacity, patience, and intelle€acumen

to wield magical power. Yet to one tribe, a sepale twins
were born, twins with blue eyes and an propensityatd

magic even at a young age. The omens were vespg
toward these two and they were not put to deathitiebe-

ing so weak and sickly. When Stormfist rose to @qvhe
specifically protected these two from others, witle if

need be, and now they have grown to be not jusbatisvo
shaman for his tribe - a mark of definite power anestige.

SPELLS
SPELL EFFECT ROLL | MANA
Bear Strength Aid 1D6 STR (+4 maximum -4 4
Totem Effect, AE selective radius
Rage Totem Aid 1D6 all attack powers -4 4
Tree of Life To- | 1D6 Heal as damage, con- -4 (8)
tem tinuous AE selective
Eyeblight 3D6 Flash -1 1
Muscle Lock 1D6, 3 DEF ego entangle -5 5
Snake Venom 2D6 Drain BOD, CON 1 tur -4 4
gradual
War Paint Aid 2D6 overall combat -3 3
levels
Bee Swarm Summons insect swarm at -3 3
range by ego
Root Thicket 6D6, 2 DEF entangle explo4 -7 7
sion, pers immune

Note: Ogre Shaman use the same spells as the Twins.
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