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ALBERTO LARANSCHELD Humanoid
Val Char Cost Roll Notes

6 STR -4 10-  Lift 60kg: 1/2D6

11 DEX 3 11- OCV:4DCV: T7*

14 CON 8 12-

12 BOD 4 11-

18 INT 8 13- PERROoll: 13-

14 EGO 8 12- EGO Roll: 12- ECV:5

10 PRE O 11- PRE Attack: 2D6

6 COM -2 10-

2 PD 1 Total: 6rRD, 50%)

3 ED 0 Total: 2rED)

3 SPD 9 Phases: 428,

5 REC 2

28 END O

22 STN O Total Characteristics Cost: 35
Movement: Running: 6"/12”

Leaping: 1"/2”

Cost Powers END

79  Magic Pool (50 pts; 70 points with Magsad) -

7 Hand of Glory (see Major Sacrifice sp20 -
Body, regenerates 1 Body/Hour)

Skills and Talents

Magic Skill Roll 13-

Magic Research 16-

Language: Yrch (accented)

Literate

Language: Arcanium

KS: Undead 13- (INT based)

KS: History of artifacts in the area IINT based)
Weapon Familiarity: staff and dagger

Area Knowledge: The Deeps 11-

Cost

NNWWNEFEWOW

Total Powers & Skills Cost: 128
Total Cost: 143

PTS Disadvantages

-20  Craven and Cowardly (VC/S)

-15  Lusts after Power (C/S)

-15  Incompetent and bumbling F/S

-10  Hunted by the church (necromancer) 8iEe
penalties, NCI

-25 Mage Disadvantage: hecromancy

Total Disadvantage Points: -85

Ecology: Alberto Laranscheld is one of those madmen
embrace necromancy. He is a very knowledgeabld;
studied necromancer, but is overall quite incompesand
hapless in his magic. Due to his studious nataceszhol-
arly bent, Alberto has achieved great power and azast
quite impressive spells... if he was any good withptteeti-
cal side of magic.

He came to this Deep in search of a talisman thaildv
boost his magical power, and he believes the Stahe
Dawn is just such a talisman. He also wants taget base
in the deep, with himself as boss.

18

Personality/Motivation: Laranscheld is a vain, but very
cowardly soul who cringes at the slightest hintvimience
and offers servitude for safety. Then he betragse he has
gotten protection from and tries to find a way testioy
them all. Laranscheld lusts for power, but is teeak a
man to achieve anything important.

Powers/Tactics: A very powerful necromancer, Alberto
Laranscheld ought to be a vast force to face, dunstead
almost comical. With some real training he’'d bagkrous
but he lacks the strength of character to learnnaver will.

He uses his magic to fight with, and when it woiKs, de-
vestating. But it rarely works, which might kilirh without
the players even needing to. Most necromantidspalise
aging with a failed roll, and the players will watbim age
visibly. Alberto will already have Cloak of Fearady when
the PCs attack him, unless they ambush him or foeted
to fight when unready. He also will have Spec8aroud
on him (numbers in his stats assume these spells)

When his magic works, Alberto prefers to use Blegdi
“Touch,” bought to have range, building a Bonewalhe
needs space or wants to restrain someone. HesglVam-
piric Storm or Soul Leech if he’s being beat up tooch,
Pestilent Breath if his enemies provide a convenigoup-
ing, and Lost Soul if too many of his allies arendy If
he’s too hard pressed and hurt, he'll try to ca®. DIf it
works, he’'ll look like he failed a spell... again... adidd. If
it fails, he’'ll likely just die for real.

Spells: These are the spells that Alberto has ready when he

faces the PCs. Any spell with an * by it has aesiffect
other than the usual aging one.

COST SPELL NAME AND EFFECT ROLL

5 Bonewall (Entangle 2D6, 5 DEF, opaque, fo -4
barriers only)

9  Bleeding Touch (1 1/2D6 continuous Body -5
Drain at range based on EGO)

3 Cloak of Fear (+3 DCV vs minds) -2

5  Dark Embrace (1D6 Flash, Energy blast cor -4
tinuous)

2  Die (Simulate Death 14-)* -1

5 Flesh Worms (1/2D6 RKA penetrating, con- -3
tinuous, uncontrolled)

4  Gloom (CE: +2 dark secrets rolls, -1 PER sit -3
4" radius)

4 Lost Soul (summon lost soul) -3

9  Pestilent Breath (4D6 NND cone) -6

8 Soul Leech (2D6 Transfer Body at range) -6

6  Spectral Shroud (4 PD armor, 50% rPD DR, -4

9  Vampiric Storm (transfer Body 2D6 radius) -7

5 Unsight (darkness as an attack on one targe -2

Treasures: Only the treasures listed in the adventure: a
scroll of Dispel Magi¢ Swift Bootsand some money.



SKABNOZE THE ORC SHAMAN Yrch Personality/Motivation: Orcs are brutal, rough, and merci-

Val Char Cost Roll Notes less. They approach each problem with how to dihet
18 STR 8 13-  Lift 320kg: 2Db easiest and most violent, and revel in blood, cestjuape,
14 DEX 12 12- OCV:5/6 DCV:5 and destruction. Orcs are just plain bad guybpaljh each
15 CON 10 12- one might have his own reasons and personalityabi$kze
11 BOD 2 11- is no exception, and while he’s quick witted forame, he’s
15 INT -2 11- PERRoll: 12- still rather dull.

14 EGO -4 11- EGO Roll: 12- ECV: 5
15 PRE 5 12- PRE Attack: 3D6 Powers/Tactics: Skabnoze tries to let others do his fighting,
6 COM -2 10- using his magic to assist others and befuddleresmées.
8 PD 4 Total: 8rED) Orcs are tough and can fight without tiring lonteafother
6 ED 3 Total: 6rgD) races have collapsed. Orcs also have resistano@dand
3 SPD 6 Phases: 428, heat, and are protected from draining magics. Muoss
7 REC O speak a little local language other than their ogspecially
40 END 5 trade languages.
30 STN 2 Total Characteristics Cost: 49
Orc weapons can be of any kind, but they tend tdwiae
Movement: Running: 87/16” cheaper, lower maintenance weapons like bows aedrsp
Leaping: 3 1/2"/7 Armor is equally varied, since these brutes tensicevenge
and salvage for their equipment.

Cost Powers END
4 Tireless: Strength 1/2 END Cost 1 Campaign Use: Skabnoze is the main bad guy for the first
3 Tireless: Running 1/2 END Cost 1 two Deeps, the connecting story line that helps enthe
2 Tough: Damage Resistance 2 PD, 2 ED - PCs in the right direction.

5 Night Eyes: Infrared Vision -

4 Swift: Running +2” (8” total) 1 Appearance: Skabnoze is grayish in color, with tusks he’s
3 Hardy: Life Support vs temperature axies - had decorated like scrimshaw and is bald other thémp-
10  Hardy: Power Defense 10 - knot he ties in to knots and has hung various étsland

3 Keen Senses: Enhanced Perception 41 (all - magical looking doodads from. He wears a robe dfsand
36  Spell Pool (30 points) - carries a large, impressive looking staff thatisfbcus for

any spell that requires one.
Cost  Skills and Talents

3 Combat Skill Levels: OCV +1 with one \wea Spells: Skabnoze is primarily a shaman, although he knows
3 Survival 11- a few other spells. These are the only ones haile ready
2 Language: local trade language (fluemversation) when he faces the adventurers:
1 Language: local human language (basic
conversation) COST SPELL NAME AND EFFECT ROLL
4 Weapon Familiarity: Common weapons 2 Balm (Heal 1D6 can restore limbs) -1
11 Magic Skill 15- 4 Bear Spirit Totem (+10 STR, 1/2 END STR) -2
Total Powers & Skills Cost: 94 4  Boar Spirit Totem (+5 CON vs stunning, +1C -2
Total Cost: 143 Stun)
3 Eyeblight (3D6 Flash) -1
P-lrg Blsadhva}ntagelsl__ ation /S g 6 Feeble (Drain 2D6 STR, ranged) -3
; sychological Limitation C/S (cowardice) 3 Rune of Warding (+1 DCV Aid) -2
Total Disadvantage Points: -15 4 Snake Venom (Drain 1D6 STR and CON) -2
4 Fireburst (1D6 KA Hex Effect) -2

Ecology: Skabnoze is the most powerful Orc in the first two
Deeps. He controls the first and is working on skeond,
although he’s outclassed by the Skeletal Knighig has a
small squad at these levels to command, and knottsng
about the third Deep other than that it exists, Howget
there, and that he thinks the Star of the Dawroisrdthere.

Treasures: Skabnoze has a ring that he can use to teleport
to safety, but it is destroyed by his eventual déatDeep 2.

He also has 2D6 in D6 silver and a collection ahispre-
cious stones worth 3D6 in D6 copper. He also hiask

of Terroron, which he uses every turn to terrify.

He also has Rotion of HealinganAethertouch Salveand a
Scroll of Protection from Elementals.
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SKRUNCH THE ORC CHIEFTAIN Yrch
Val Char Cost Roll Notes

23 STR 13 15-  Lift 640kg: 3 DR

18 DEX 24 13- OCV:6/7DCV:7
18/23 CON 16 13-

13 BOD 6 11-

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: 18 (PD) +75%
8 ED 4 Total: 13rfD) +75%
4 SPD 12 Phases: 3,62
9 REC O
50 END 7
40/50 STN 6 Total Characteristics Cost: 101
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 -

Cost  Skills and Talents

Combat Skill Levels: OCV +1 with Dreadtié
Survival 11-

Language: local trade language (fluemtversation)
Language: Morianic (fluent conversation)
Weapon Familiarity: Common weapons
Weapon Familiarity: Pole Arms

Riding 12-

Tactics 11-

Invocation 11-

Combat Skill Levels +2

Literacy

RrENMNOwRANMNDL®

Total Powers & Skills Cost: 66
Total Cost: 160

PTS Disadvantages
Total Disadvantage Points: -0

Ecology: Wherever Orcs are found, the only tribes that sur-
vive are the ones with a strong chieftain to kéegnt in line
and organize the group. The Orc Chieftain is thengest
and most capable in a tribe, a warrior of surpasstrength
and cleverness who rises to the top and by foreeilbfind
arms commands the others. The more success atddief
has, the greater number of Orcs he will attradhisotribe.
Skrunch was chosen by the Demon lords to explog an
ready the Deeps for a gate to invade from.

20

Personality/Motivation: Orc Chieftains are more clever
and have a greater capacity for abstract thougtitlamg-
term planning than other orcs, but are much theesam
Skrunch is not very smart, but is semi-literate aad some
tactical sense. He’s also gifted in reading the dé the
land.

Powers/Tactics: An Orc Chieftain is a very capable fighter,
able to take on most warriors of any race one an orhey
are taller, stronger, and more skillful than ordyn@rcs, and
have greater talent in combat. The Orc Chieftainlile to
plan and act strategically, to see tactics in cdrabd imple-
ment them with his troops.

Orcs are tough and can fight without tiring lon¢eafother
races have collapsed. Orcs also have resistanmgdand
heat, and are protected from draining magics. Muoss
speak a little local language other than their ogspecially
trade languages.

Skrunch is a particularly tough Chieftain, and liert has
some very dangerous gear that makes him partigutapga-
ble. He will dive right into combat with the mostemies
he sees, his allies firing arrows and spells ifte mix.
He'll have the Boar Spirit Totem tucked in his betid a
Rune of Warding on him (the numbers noted in rass$t

The Pendant of Invulnerability makes Skrunch rangom
almost impossible to hurt, and his armor is vegrywdura-
ble, especially when combined with his normal sitbn
With the Dread Blade, he’ll do sweeps, puttinghadl levels
on OCV (+6 total to OCV with the sword and levelghw
sweep attacks) to hit everyone nearby him.

Treasure: In addition to his magical enhancement;
Skrunch wear€hainmail of Blight lpcations 4-16)
He wields aDread Blade

He wears @endant of Invulnerability

A three items are destroyed if Skrunch is defeated.
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