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GUNTHER LARANSCHELD Humanoid

Val Char Cost Roll Notes
5 STR -5 10-  Lift 50kg: 1/2D6
11 DEX 3 11- OCV:4DCV: 7*
14/23CON 8 12-
12 BOD 4 11-
18/23 INT 8 14- PER Roll: 14-
18 EGO 16 13- EGO Roll: 13- ECV: 6
15 PRE 5 13- PRE Attack: 3D6
10 COM O 11-
2 PD 1 Total: 18 (PD, 50%, +10h)*
3 ED 0 Total: 12(ED)*
3 SPD 9 Phases: 428,
5 REC 2
28 END O
22/32STN 0 Total Characteristics Cost: 51
Movement: Running: 6"/12”
Leaping: 1"/2”
Cost  Powers END
90 Magic Pool (75 pts) -

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

Skills and Talents

Magic Skill Roll 21-

Magic Research 16-

Language: Ancient Khemrian (basic cogagon)
Literate

Language: Arcanium

KS: Undead 13- (INT based)

KS: History of Khemri 13- (INT based)
Weapon Familiarity: staff and dagger

KS: Necromancy 14- (INT based)

Cost
17

WNWWNEFE NN

Total Powers & Skills Cost: 137
Total Cost: 188

PTS Disadvantages

-15  Psych Lim: Lusts after Power (C/S)

-15  Psych Lim: Evil and heartless (C/S)

-15  Hunted by the church (hecromancer) ldvere

penalties, NCI
Total Disadvantage Points: -70

Ecology: Gunther Laranscheld is the patriarch of an infa-
mous family of necromancers. A member in high ditaa

of the White Hand necromantic association, oncevhg an
honored member of the nobility, a powerful man iorM
anic society. His necromantic ties and activitiesre ex-
posed, however, and his family disgraced. The tiflhouse
Laranscheld was stripped, the lands taken away, thad
riches confiscated. Only his noble status preweniem
from being killed.

Now Gunther’'s family is scattered, and he seeksgoaw
any way he can find it to make the ones who desttdym
pay.

24

Personality/Motivation: Gunther Laranscheld is the worst
sort of calculating, deliberate insanity, he isl ewid heart-
less in a psychopathic manner that is cool andmatj not
random and lunatic. He seeks power and is wiltmglo
anything for it, no matter how horrid and evil. Bece was
simply interested in personal power, now he seekenge
for what was done to his family.

Powers/Tactics: A very powerful necromancer, Gunther is
one of the more skilled and feared members of thetéV
Hand. His magical power extends beyond mere Necro-
mancy, and he has collected useful items to abks&sevil
deeds over the years. In physical combat, Laraiddk no
match for even the least trained warrior, but hagio is a
fearsome thing. He will try to stay back and usells, with
others protecting him, and attempt to escape ttarin he is
faced with personal combat.

Treasures: Tombstone Talisman, Cloak of Scorpions, and
an Alert staff of the Citadel of ordinary oak. élke wears

a Booster Ring of +5 INT and a crown that gives p2ihts

to a necromancer’s spell pool (which shatters the talis-
man when he dies).

He also has jewelry and money worth 47 silver acd@er
total.



LUTHOR Humanoid
Val Char Cost Roll Notes

18 STR 8 13- Lift 320kg: 2D6

16 DEX 18 12- OCV:6 DCV:5

18 CON 16 13-

13 BOD 6 12-

7 INT -3 10- PERROoll: 10-

6 EGO -8 10- EGO Roll: 10- ECV: 2

18 PRE 8 13- PRE Attack: 2006

6 COM -2 10-

8 PD 4 Total: 13rPD)

6 ED 2 Total: 13rfD)

4 SPD 14 Phases: 3,62

8 REC O

36 END O

31 STN 0 Total Characteristics Cost: 63
Movement: Running: 77/14”

Leaping: 3"/7”

Cost  Powers END

6 Tough: Combat Luck (3 PD, 3 ED) -
19 Aware: Combat Sense 14- -
2 Lurch: Running +1” (7" total) 1
5 Tough: Power Defense 5

Cost Skills and Talents
10 Defense Maneuver IV
Weapon Familiarity: all common weapons
Combat Skill Level: OCV +1
Stealth 12-
Shadowing 13-
Climbing 13-
Paramedic 11-

Wwowao b

Total Powers & Skills Cost: 65
Total Cost: 128

PTS Disadvantages
-20  Psych Lim: totally loyal to Gunther C/T
-20  Psych Lim: devious and evil VC/S

Total Disadvantage Points: -20

Ecology: Luthor is a twisted hunchback that Gunther Laran-
scheld had on his staff at the Laranscheld manorke
worked the stables, but was a very loyal folloveeryicked
man who would never cheat his beloved master, bstevil

to all else he met. When the family was disgra¢edhor
stayed on and was all the more proud (and afraid)i®
master.

Luthor is a thug, a brute that is kept alive byoarid elixir
that Guther feeds him regularly. He is far oldeart his
lifespan normally should have given him, and thioitchas
gotten tougher than ever.

25

Personality/Motivation: Luthor is entirely motivated by his
servitude to the Laranscheld family, especially plagriarch
Gunther. He will do anything and everything healsl by
Gunther, and in the most wicked, hateful way pdssitHe
cares nothing for his life or anyone else, onlgtoas he is
told. Luthor is not very intelligent so he hasoagh time
with complex orders.

Powers/Tactics: Luthor takes the simplest path in combat.
He will have been given instructions, and will de hest to
follow them, but has no tactical sense. He simpdyles in
and hits his enemies till they are dead.

Campaign Use:Luthor is just a henchman, and not a terri-
bly effective one. Gunther doesn'’t care if he dive dies,
but while he’s alive he can be pretty annoying.

Appearance: Luthor looks like a clown, he’s hunched over
and dressed almost like a jester, wearing no artngrhis
skin is tough as leather. He is huge, almost 7tédle but so
hunched over he seems normal height.

Treasures: Luthor wields a Thunderhammer for its extra
knockback power and wears a ring of +2 PD, ED armor




FONT GUARDIAN Undead
Val Char Cost Roll Notes
15 STR 5 12-  Lift 200kg: 3D6
15 DEX 15 12- OCV:5DCV:5
- CON - -
10 BOD O 11-
8 INT -2 11- PERRoll: 12-
- EGO - - EGO Roll: -
18 PRE 8 13- PRE Attack: 2006
10 COM O 11-
6 PD 3 Total: 12rRD)
6 ED 6 Total: 12rfD)
4 SPD 15 Phases: 3,62
6 REC 6
0O END O
- STN - Total Characteristics Cost: 56
Movement: Running: 77/14”
Leaping: 3"/6”
Cost Powers END
8 Undead: Elemental Control (8 points)
37a Life Support (all) -
53b  Cannot be knocked out (loses no powers) -
7c  Does not Bleed -
7d  No Hit Locations -
2 Swift: Running +1" (7" total) 1
5 Sense Life: IR Vision
5 Ghostly: Power Defense 5 -
(83) Warriors
15  Sword: 1D6 HKA 1
30 Bow: D6+1 HKA; Armor Piercing 3
18 Chainmail: Armor 6 PD, 6 ED -
10  Shield: DCV +2

4 Shield: OCV Block maneuvers +2
6 Accurate: OCV with sword +2

(83) Mage

38  Spells: Multipower (45 pts); 0 END Cdsgstures,
Incantation, Concentrate 1/2 DCV

7u  Fireball: Energy Blast 6D6 (fire); Expias 0

4u  Lightning Bolt: RKA D6+1 (lightning); Aee 0
Effect Line, Penetrating, No Range

6u  Mystic Bolt: Energy Blast 3D6 (magic); BN 0
(any magical defense), Always Hits

7u  Cancel Magic: Dispel 18D6; any one spell 0

3u Storm Wind: Telekinesis 18 STR; Area Efffe 0
Cone, No Range, All parts at once, dgalgush
or knock down

18 Enchanted Robes: Armor 6 PD, 6 ED

Total Powers & Skills Cost: 207
Total Cost: 263

PTS Disadvantages

Total Disadvantage Points: 0
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Ecology: These are the sad souls who found the Font and
drank deeply of it, earning eternal life, of a softhey exist
only when summoned by the font to attack those diirok
from it and survive. When all are dead, they metta the
waters.

Personality/Motivation: All but mindless, these creatures
are a form of undead that have only one purpodeciat
those who drink from the font, kill them, and retup the
water. They have neither mind nor purpose beydrisl t
task.

Powers/Tactics: There are two kinds of Font Guardians:
warriors and magi. The Warriors appear to haveverd,
shield, and bow, although they are part of the Faurdrdian
and not items at all. The Warriors appear to baring
chainmail armor. They are very capable with thesap-
ons. Mages can cast various spells, primarily eteal ef-
fects, and have robes that protect them from damage

All Font Guardians are undead and as such are arotdd
by many attacks that trouble mortals such as poeuh
strangulation. They do not bleed, cannot be kndbaiet,
and so forth. The Font Guardians are also ab&¢oin the
dark and can move faster than ordinary people.

Campaign Use: Although Font Guardians are specific to
this adventure, they could be used in any numbeettings
and situations, such as statues that come toslifieits that
materialize to protect a tomb, and so on. Theytamngible
and physical when active, then fade away to be sumech
again later.

Appearance: A Tomb Guardian either looks like a pale,
woeful and slimy character in chainmail with a eddj
sword, and bow; or a robe and staff. They can fbang
humanoid race, but typically are human.



G'HARAK, PRINCE OF SOULS Undead
Val Char Cost Roll Notes

25 STR 15 15-  Lift 800kg: 5D6

17 DEX 21 12- OCV:5/6 DCV:5

0O CON O —

16 BOD 12 12-

10 INT 0 11- PERROoll: 11-

17 EGO 14 12- EGO Roll: 12- ECV: 6

20 PRE 10 13- PRE Attack: 4D6

0 COM -5 9-

5 PD 0 Total: 14 (PD)*

5 ED 15 Total: 20 (ED)*

5 SPD 23 Phases: 8,30, 12

5 REC O

0O END O

0 STN 0 Total Characteristics Cost: 105

* includes Basalt Armor
Movement: Running: 6"/12”

Leaping: 5"/10"
Cost Powers END
8 Undead Powers: Elemental Control (8 pts)

52a Undead: Cannot be Knocked Out (loses no -
abilities)

7b  Undead: Does not bleed -
37c¢ Undead: Life Support (full) -
7d  Undead: No Hit Locations -
12  Tireless: Strength 0 END Cost 0
6 Tireless: Running 0 END Cost 0
10  Undead: Power Defense 10 -
22  Sense Life: Spatial Awareness -
36  Durable: Armor 3 PD, 5 ED -
16  Death Aura: Penetrating on up to 3D6 HKA; 0

0 END Cost, OAF Held weapon
9 Undead: Armor +4 PD; vs non-magicalcisa -
only
Undead Touch: HKA ¥2D6 (D6+1 with STR);-
Penetrating, 0 END Cost

20

Skills

Familiarity: Common Hand-to-Hand Weapons
Familiarity: Common Ranged Weapons
Tactics 11-

Combat Skill Level: Hand-to-Hand Combéat
Combat Skill Level: Swords +1

WOTWN N

Total Powers & Skills Cost: 260
Total Cost: 365

PTS Disadvantages
-5 Vulnerable: x1 1/2 from Presence AttasidHoly
Men
-5 Vulnerable: x1 1/2 Body from Holy Attack
-5 Vulnerable: x1 1/2 Effect from Holy Attes
-20  Physical Limitation: Blind
-10  Succeptible: Holy Locations 1D6/Phase
-15  Succeptible: Sunlight 1D6/Turn

Total Disadvantage Points: -65 27

Ecology: Wights dwell in ruins and tombs, guarding eter-
nally places they once protected or people they doaght
for. Although intelligent, they exist only to peat some-
thing or fight for a powerful master. More powerhy far
than mere mindless Skeletons, and more noble awdrfid
yet than Skeletal Knights, these are elite undeadiors.

Personality/Motivation: Wights are motivated by a cold,
unswerving loyalty and duty to continue what thésdddo-
ing. This may mean guarding a tomb, it may mearopa
ling an area, it may mean fighting a war. Althougtelli-
gent, Wights are limited greatly by their undeadstnce.
G’Harak exists and lives on only to serve the Driaty’s
wishes. He will gladly die again in this service.

Powers/Tactics: Any melee attack by a Wight has chilling
and painful aura that causes increased damageht§\tigpi-

cally wear armor, which may add to their unnataiaabil-

ity. Non-magical attacks cause decreased damage to
Wights, although they are not immune like some othe
dead.

G’Harak is armed with ®read Bladeand wearsa Blood-
thirst Coif, which makes him extremely capable against
groups of PCs and very durable. Note that the dDBlade
has penetrating damage because of the black Death A
Wights give to their weapons

Campaign Use: G'Harak guards the final approach to the
Dread King'’s throne room.

Appearance: G’'Harak wears tattered, once-fine remnants of
a tabard and cloak. His armor was once decoraitsit-

ver filligree but is now corroding and smudged wihie pas-
sage of the centuries. G’Harak’s armor covers étirely,

but underneath it is the mummified remains of aeenc
powerful warrior with white hair.

Equipment: Dread Blade
Bloodthirst Coif



THE DREAD KING

Undead

Val Char Cost Roll Notes
25 STR 15 14-  Lift 800kg: 5D6
18 DEX 24 13- OCV:6DCV:6
0 CON - -

18 BOD 16 11-

30 INT 20 15- PERROoll: 15-

25 EGO 30 14- EGO Roll: 14- ECV:8

35 PRE 25 16- PRE Attack: 7D6

0 COM -5 9-

10 PD 15 Total: 20 (R 75%)

10 ED 30 Total: 18 EHX 50%)

4 SPD 13 Phases: 3,62

10 REC 10

60 END 30

0 STN - Total Characteristics Cost: 223

Movement: Running: 6"/12”
Leaping: 5"/10”
Cost Powers END

8 Undead: Elemental Control (8 points)

37a Life Support (all) -

53b  Cannot be knocked out (loses no powers) -

7c  Does not Bleed -
7d  No Hit Locations -

81  Tough: Armor 10 PD, 8 ED

120 Resistant: Damage Reduction 75% rPD; Only
vs nonmagical attacks

60 Resistant: Damage Reduction 50% rED; Only
vs nonmagical attacks

10 Healing: Regeneration 1 Body/Turn -

18  Strong Will: Mental Defense 10 -

30 Unholy Strength: Power Defense 10 -

30 Dead Eyes: Flash Defense 10 -

5 Unholy Strength: Lack of Weakness 5 -

10  True Sight: N-Ray Vision (blocked by soli -
objects)

58  Chill Touch: Hand-to-Hand Attack 5D6 (6D6 0
w/STR; NND (requires skin contact), IFul
Damage, 0 END Cost, Only to add to18jte
Damage

150 Magic: Spell Pool 125 pts -

12 Levitate: Flight 7”; 0 END Cost, Conceater
1/2 DCV full time, No Noncombat Moventen

8 Life Sense: Detect (life), Sense -

5 Life Sense: Ranged Sense (detect) -

5 Life Sense: Discriminatory Sense (dgtect -

5 Life Sense: 360 Degree Perception (tetec -

Cost  Skills and Talents

33  Magic Skill 30-

3 Spell Research 14-

2 Language: Arcanium fluent conversation

1 Literate

3 Knowledge Skill: runes and glyphs 14NTIbased)

3 Knowledge Skill: ancient history 14- {Thbased)

3 Knowledge Skill: ancient secrets 14-TIbased)

3 Knowledge Skill: magic theory 14- (INaded)

28

Skills and Talents

Perk: Great political influence and power

3 Linguist

6 Languages: Dwarven, Perelen, Morianahea
fluent with accent

15  Filthy Rich
58  Followers (50 @190 points) Skeletons
20  Base (100 pts) Lair in remote location

Total Powers & Skills Cost: 827
Total Cost: 1050

PTS
-5

Disadvantages
Vulnerability: x1 1/2 from Presence Atta by Holy
Men

-10  Vulnerability: x1 1/2 Body from Holy atties

-10  Vulnerability: x1 1/2 effect from Holytatks

-10  Susceptibility: 1D6/phase from direct lggyint

-10  Susceptibility: 1D6/phase from Holy place

-15  Psychological Limitation: fear of holyagks and
objects

-5 Physical Limitation: very light and thin

Total Disadvantage Points: -65

Ecology: The Dread King is an undead monster, he needs
no food or even air. His history is in the begimniof the
adventure.

Personality/Motivation: Like all Liches, the Dread King
lusts for power and control. He has no scruplesoocerns
for morality or pity, he is utterly ruthless andilewithout
any wavering.

Powers/Tactics: In addition to being undead, and thus hav-
ing their benefits of feeling no pain and beingléss, all
Liches are extremely powerful spellcasters. Thigd kof
Lich is vast in it's magical power, and the listsdell Pool

is perhaps even low for some campaigns. In addit®
their magical power, Liches are very resistant &ondge,
especially non-magical damage, and their touctoishsll-

ing it causes painful damage to bare skin.

The Dread King will use magic almost exclusivelg, does
not care for melee or hand to hand combat. A madte
dark magic, expert in spirit, and expert in aire tbread
King's power in magic is immense, at a level ramhgoun-
tered by anyone.

Campaign Use: This is the big bad guy for the adventure.

Appearance: Although dressed as a king, the Dread King
looks like a wizened corpse, he is not even alibemfirst
encountered.

Equipment: Crown of Majesty
Brooch of Power
King's Scepter



SPELLS

SPELL EFFECT ROLL | MANA | NOTES
Bleeding Touch | KA 1 1/2D6 continuous -7 <7> | Use on mages
Body drain at range
Corruption 3D6 Drain all stats -9 <9> | Used on foes if he's losing
Drain Power Succor 1 1/2D6 END, -5 5 Sucks power out of spells and gives to Mage
Suppress 2D6 any one spel
Hex 2D6 continuous suppress -2 2 Use on mages
magic skill
Magestaff END Reserve (80 Mana) -1 2) In place already on his scepter
Malediction KA 1/2D6, Drain D6 DEX, -7 <7> | Use on warriors
continuous, uncontrolled
Mana Crystal 4D6 Heal Body -5 10 Already in place in his clothes
Mystic Strike 4D6 NND always hits -6 6 Used on melee types, never on casters
Overawe +30 Presence for attack onl] -3 3 To start with
Pestilence Breath| 4D6 NND cone disease -6 <6> | Use on groups
Plague 3D6 drain main stats, week| -12 <12> | Use on anyone that annoys him
delay
Shield of Confu- | D6 Flash sight, Drain D6 -4 4 If pressed badly (full phase)
sion OCV damage shield
Silence 1” radius darkness vs sounq -4 4 On casters
personal immunity, Usable
an attack
Soul Leech 2D6 Transfer Body ranged -6 <3> | Use on tough targets
Spellward 8D6 suppress all magic per{ -8 (16) | Use on self immediately
immune
Unmagic Dispel 15D6 any one spell -6 6 Use on mages or characters with power defense
Unsight Darkness as attack -2 <2> | Use on mages
Vampiric Storm | 2D6 Transfer Body (+12 -8 <8> | Use when taking damage
max) AE Radius
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