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INCOMPETENT VILLAGER

Val Char Cost Roll Notes
8 STR -2 11-  Lift 80kg: 1 D&
10 DEX O 11- OCV:3DCV:3
8 CON -4 11-
6 BOD -8 10-
10 INT 0 11- PERROoll: 11-
8 EGO -4 11- EGO Roll: 11-
8 PRE -2 11- PRE Attack: 2006
10 COM O 11-
2 PD 0 Total: 2rRD)
2 ED 0 Total: 2rED)
2 SPD O Phases: 6, 12
4 REC O
16 END O
14 STN 0 Total Characteristics Cost: -20
Movement: Running: 6"/12”
Leaping: 1 1/2"/3
Cost Skills and Talents

2 KS: Orlane area 11-

1 Transport Familiarity: wagons

1 Transport Familiarity: horses and mules
2 PS: varies

Total Powers & Skills Cost: 6
Total Cost: -14

PTS Disadvantages
-10  Vulnerable: Presence attacks (x1 1/Zxgffe

Total Disadvantage Points: -10

Ecology: The incompetent villager tends to be a weaker or
older member of the society. They are children aged,
sick and weak. However, they still help the vidlaand cul-
ture out and share their wisdom or energy as begtdan.

Personality/Motivation: These villagers have standard mo-
tivations of the villagers: safety, their familigbgir farms,
etc.

Powers/Tactics: Incompetent Villagers are virtually help-
less in combat. Unfamiliar with any weapons, thag only
fight with fists or a club. Weak and easily frighed, they
are no threat to anyone. Such a villager runs wies in
danger.

Campaign Use: Incompetent Villagers are fodder for the
bad guys and flavor for the adventure. Sometirheg tan
be assistance by information and intelligence atioeitarea
and events.

Appearance: Incompetent Villagers vary a great deal in
appearance but they are always smaller, weakerofied
poorer than the average villager.

NORMAL VILLAGER

Val Char Cost Roll Notes
13 STR 3 12-  Lift 160kg: 2D6
10 DEX O 11- OCV:3DCV:3
13 CON 6 12-
10 BOD O 11-
10 INT 0 11- PERROoll: 11-
10 EGO O 11- EGO Roll: 11-
10 PRE O 11- PRE Attack: 2D6
10 COM O 11-
3 PD 0 Total: 3r@D)
3 ED 0 Total: 3rEED)
2 SPD O Phases: 6, 12
6 REC O
26 END O
24 STN 0 Total Characteristics Cost: 9
Movement: Running: 6"/12”
Leaping: 2 1/2"/5
Cost Skills and Talents

KS: Orlane area 11-

Transport Familiarity: wagons

Transport Familiarity: horses and mules
PS: varies

Weapon Familiarity: hand to hand combat

RPNREN

Total Powers & Skills Cost: 7
Total Cost: 16
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Ecology: Normal Villagers are the average residents of a
village. They are hardy and capable at their jobsking
long hours in all weather to produce the goodselatgwns
enjoy.

Personality/Motivation: The Normal Villager have stan-
dard motivations of the villagers: safety, theinfées, their
farms, etc.

Powers/Tactics: Although these men and women have
some slight training in weapons due to their lifey are not

a serious threat. Normal Villagers gain strengthumbers,
with groups and mobs being dangerous.

Campaign Use:The Normal Villager is just another face in
the crowd, the average resident. They can bediyeand
offer shelter, they might have some information aogb-
plies, but that’s about it.

Appearance: Normal Villagers are just average folks, men
and women. They do not stand out in any way, each
wearing the typical clothing for the area engagedthe
usual work.



COMPETENT VILLAGER
Val Char Cost Roll Notes

13 STR 3 12-  Lift 160kg: 2D6
11 DEX 3 11- OCV:4DCV:4
13 CON 6 12-
10 BOD O 11-
10 INT 0 11- PERROoll: 11-
11 EGO 2 11- EGO Roll: 11-
10 PRE O 11- PRE Attack: 2D6
10 COM O 11-
4 PD 1 Total: 3r@D)
3 ED 0 Total: 3r@ED)
3 SPD 9 Phases: 428,
6 REC O
26 END O
25 STN 1 Total Characteristics Cost: 25
Movement: Running: 6"/12”
Leaping: 2 1/2"/5
Cost Skills and Talents

WRRPNRERPN

KS: Orlane area 11-

Transport Familiarity: wagons

Transport Familiarity: horses and mules

PS: varies

Weapon Familiarity: common hand to hewegépons
Weapon Familiarity: common raged weapons
+1 OCV with a weapon

Total Powers & Skills Cost: 11
Total Cost: 36
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Ecology: Competent Villagers are the leaders of a town, the
strongest, most capable members. They are oftenefo
soldiers or adventurers.

Personality/Motivation: While Competent Villagers share
the same motivations as other villagers, they Ulgleve
other goals such as general security, personanadwaent,
or some personal scheme.

Powers/Tactics: A Competent Villager is able to fight bet-
ter than most, and has some training. They are tablise
more weapons capably as well. Competent Villagezsno
serious threat to a PC singly, but in groups thay be a
problem, especially with equipment.

Campaign Use: Competent Villagers are leaders in their
community, and thus the people who will deal witGsP
most often. They also will be the types who deé&hw
rowdy or troublesome PCs and the ones most likelipe
behind troubles.

Appearance: Competent Villagers are usually bigger than
usual villagers, but not always. They will tendhave bet-
ter combat equipment such as armor and weaponslas w
and are usually richer, relatively.



ALAN CLAYBORN (area 23, Orlane)

Val Char Cost Roll Notes
15 STR 5 12-  Lift 200kg: 3D6
14 DEX 12 12- OCV:5DCV:5
13 CON 6 12-

10 BOD O 11-

13 INT 3 12- PERROoll: 13-

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

13 PRE 3 12- PRE Attack: 2006

12 COM 1 11-

6 PD 3 Total: 13rPD)

4 ED 1 Total: 9rfD)

4 SPD 16 Phases: 3,62

6 REC O

26 END O

25 STN 0 Total Characteristics Cost: 45
Movement: Running: 77/14”

Leaping: 3"/6”

Cost Powers END
2 Swift: Running +2” 1
3 Keen: Enhanced Perception +1 all senses 0

Cost Skills and Talents

NENNWNNWWRAMROOP,WW

Resistance 3

Tracking 11-

Survival (temperate, arctic) 11-
Herbalism (forest, mountain, fresh wpie-
Weapon Familiarity: Common weapons
Riding 12-

Animal Handler 11-

PS: Ranger 11-

PS: Farmer 11-

Combat Skill Level +1 OCV with bows aswords
Language: Elencal (fluent conversation)
Language: Ranger (fluent conversation)
Literacy

Language: Yrch (fluent conversation)

Total Powers & Skills Cost: 44
Total Cost: 89

PTS Disadvantages

-15

Psych Lim: protective of family C/S

Total Disadvantage Points: -15

45

Ecology: Alan Clayborn is a former ranger and adventurer
who settled down early. He was never enormoustprae
plished, but did some good, but tired of the lameds and
fell in love with an Orlane girl. He now has ancekent
farm that benefits greatly from his former skills.

Personality/Motivation: Alan is driven by a love for his
young wife and children, and the desire to provadgood
life for them. He doesn’t have much ambition awero be
rich, but he does want to keep his family healthg aut of
trouble.

Powers/Tactics: Clayborn is capable with his weapons, but
not greatly skilled. Most PCs will be more thas match
one on one, but he’s not an easy target, eithéayb8rn has
lost much of his stealthiness and forestcraft hilitis good
with animals and can speak a few languages faiely. w

In combat, Alan prefers to use a bow, but if hisifg is
threatened he will immediately close and attackoaey
bothering or harming his own. Alan has a stroniy which
is partly why the cult has not bothered him yet.

Campaign Use: Alan Clayborn is a limited resource, he
won’t go adventuring with the party but he mightéasome
herbs to sell and some advice about the surrouratizey

Appearance: A tall, tanned and muscular man, Alan would
be handsome save for the scars on his face. Héohgs
black hair and no facial hair, with piercing grayes, and
dresses in plain peasant clothing.

Equipment: Medium Longbow and 20 arrows
Dwarven Steel Chainmail armor of fine quality
Felstone longsword



BENN GRIFF (area 14, Lair)

Val Char Cost Roll Notes

10 STR O 11-  Lift 200kg: 2D6

17 DEX 21 12- OCV:6DCV:6

11 CON 2 11-

10 BOD O 11-

10 INT 0 11- PERROoll: 12-

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

10 PRE O 11- PRE Attack: 2D6

10 COM O 11-

4 PD 2 Total: 6r@D) (+3 if aware)

3 ED 1 Total: 6r&D) (+3 if aware)

4 SPD 13 Phases: 3,62

4 REC O

24 END 1

21 STN 0 Total Characteristics Cost: 42
Movement: Running: 6"/12”

Leaping: 3"/6”

Cost  Powers END

1 Tumbling: Leaping +1” 1
Cost Skills and Talents

5 Stealth 13-

3 Concealment 11-

3 Shadowing 12-

3 Climbing 12-

5 Lockpicking 13-

3 Breakfall 12-

2 Traps 11-

4 Weapon Familiarity: common weapons

6 Combat Skill Levels: +2 OCV to offset lication

penalties

2 PS: Assassination 11-

6 Combat Luck

4 Defense Maneuver Il

Total Powers & Skills Cost: 56
Total Cost: 118

PTS Disadvantages
-15  Psych Lim: loves to kill C/S
-10  Rival: Blayze Gobbar (professional)
-5 Distinctive Looks: seems evil and siaigEC/N

Total Disadvantage Points: -30

Ecology: Benn is an assassin, a killer for hire. He was
along with a caravan through Orlane to anothertiooao
fulfill a contract when he was captured by the .chibw he
kills for Explictica Defilus.

46

Personality/Motivation: Benn is an evil man. He lives to
kill and loves his job, he’d work for free if hedii't need
the money to survive.

Powers/Tactics: Benn prefers to take his targets unaware.
He has trained with his weapons to strike speeiféas on a
target, but it still works best from surprise. Bes able to
twist away from and avoid serious damage from k#tdre

is aware of, and can position himself to avoid dianked.

In combat, Benn will use his dagger with his sald lire the
other hand. He relies on his DCV and combat lublerwin
face to face combat, but greatly prefers to stfiken sur-
prise, so will retreat if the enemy is distracthking for
an opening.

Campaign Use:Benn is a greater danger for the PCs to face
than the Moor Saurian and the charmed villagers.might
end up following the PCs after hiding out somewhane
trying to take out someone by surprise.

Appearance: Benn Griff looks like an average man, nonde-
script and plain. He wears plain clothes overheatrmor
designed to not squeak or cause binding. He waeaiain
gray cloak over his face and tries to avoid eyetadn
Closer examination of Benn, especially his eyegeakhim
for the chilling murderer he is.

Equipment: Star Iron Dagger
Leather Blackjack

Tailored Leather Armor
Collapsible Grapnel

Elven rope 4”



BLAYZE GOBBAR (Area 14, Lair) Ecology: Blayze is a pragmatist, he does whatever work he

Val Char Cost Roll Notes needs to in order to stay alive. He enjoys ouitgtpeople
13 STR 3 Lift 160kg122D6 and getting places he’s not supposed to, but oitiy/ ik he
14 DEX 12 OCV:5DCV: 7 has to.

11 CON 2

9 BOD -2 Personality/Motivation: Blayze tends to see things in terms
13 INT 3 PER Roll: 12- of a series of challenges rather than with any I¢ergn
11 EGO 2 EGO Roll: 11- ECV: 4 goals. For him, beating the system is worth mbemntthe
13 PRE 3 PRE Attack:/2D6 money he makes. Presently Blayze is under thd tfrthe
10 COM O naga and serves her with intense obedience.

5 PD 2 Total: 6rPID) Powers/Tactics: In combat, Blayze will try to hit fast and
3 ED 1 Total: 4r@D) get away. While he’s fairly capable in combat,sheot very
4 SPD 16 Phases: 3, 82 durable and only average with his weapons. Blayiflery

5 REC O to disarm opponents and when they are otherwisagaty
22 END O pick their pockets for money in combat.

25 STN 3 Total Characteristics Cost: 45

Campaign Use: Blayze is a more interesting and capable
Movement: Running: 77/14” threat than the average guard of the Lair.
Leaping: 2 1/2"/5
Appearance: Blayze has black hair with a white streak

Cost Powers END through it at the forehead, lending to his preserhe. He
5  Nimble: Missile Deflection (thrown iteins - wears soft leather armor and many daggers.
2 Swift: +1” running 1

Equipment: Daggers (4)

Cost Skills and Talents Throwing Knives (8)
5 Stealth 14- Sling and 12 bullets
5 Concealment 12- 2D6 silver
3 Shadowing 12- 3D6+6 copper
3 Climbing 12- Unmagic Ring
5 Lockpicking 14-

3 Breakfall 12-

4 Weapon Familiarity: common weapons
2 PS: Assassination 11-

3 Sleight of Hand 12-

3 Skill Level: +1 any DEX-based roll

4 Combat Skill Levels: Disarm +2

10  Combat Skill Levels: DCV +2

Total Powers & Skills Cost: 62
Total Cost: 107

PTS Disadvantages
5 Unluck 1D6
15 Psych Lim: loves a challenge C/S

Total Disadvantage Points: -5
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BROTHER ABRAMO (area 16 Temple)

Powers/Tactics: Abramo is unpredictable and mad, he

Val Char Cost Roll Notes might simply cower in a corner, he might run abslutiek-
6 STR 4 10-  Lift 60kg: 1/@D ing, he might be quite lucid and deceptive, he maztl for
10 DEX O 11- OCV:3DCV: 3*3» help and attack bravely. Abramo is a fairly capagpell-

8/11 CON -4 11- caster who learned some necromancy when he waggoun
7 BOD -6 10- to help him fight evil and has invented a lot macev that
14 INT 4 12- PERROoll: 12- he's insane. He will have hBone Armorup constantly (it
11 EGO 2 11- EGO Roll: 11- ECV: 4 looks like tiny translucent skeletons crawling aller his
18 PRE 8 13- PRE Attack: 2016 body, head to toe). In combat, Abramo will cBsstilence
8 COM -1 11- Breathon groupsFlesh Worm®n individuals, an€Curse of

Eyeson the area. He will attempt to c&aguebefore he
2 PD 1 Total: 5rfD) (+7) dies on someone (it's out of his skill level butlhgive it
3 ED 1 Total: 8rgD) (+7) one last shot anyway). He will use Kitoak of Fearwhen
3 SPD 10 Phases: 428, attacked to protect himself, and summon Lost Souls.
5 REC 4
30 END 7 Campaign Use:Abramo is a horrible evil, a real bad guy to
14 STN O fight. Unlike the others, he’s not a deluded cukmber,
30 MAN 3 he’s just insane and incredibly vile. Killing hima release
6 MREC 2 Total Characteristics Cost: 35 and a benefit to the community.
Movement: Running: 5”/10” Appearance: Abramo looks like an old kindly monk, but
Leaping: 1"/2” something in his eyes is clearly deranged, andoasdyaw
closer you can see he is drooling and has matted glas

Cost Powers END the horrible looking Bone Armor. He wears a simpiewn
21  Spells (60 pts) 0 robe and a cloak of human skin.

-2 Running -1” Equipment: Hand of Glory
Fingerbone belt

Cost Skills and Talents Abramo’s Skin Cloak
13  Magic Skill 17- Bloodiron Dagger crusted with blood
2 Language: Arcanum 2 pts
3 L_anguage: Elencal 3 pts SPELLS
1 Literacy
2 KS: Orlane area 12- SPELL EFFECT ROLL
2 PS: Priest 11- )

3 KS: Necromancy 12- Bone Armor 4PD, ED force field (2 Bodyt -1
i start)
1 Weapon Familiarity: common melee weapons
Pestilence Breath | 4D6 NND Cone (6 body) -6
%Eg: (F;(;\évt:e%sl& Skills Cost: 46 Flesh Worms 1/2D6 RKA penetrating (6 -3
Body to start), ends when vic-

PTS Disadvantages tim makes CON roll
-15  Physical Limitation: psychotic and univaled U/T Curse of Eyes Darkness 1” radius, personal 2

immunity (4 body to start)

Total Disadvantage Points:

Plague 1 point drain continuous all -12

Ecology: Abramo was the assistant priest for Orlane, carry stats, sticky, (12 Body to start

ing (_)ut support _dutie_s for the_ brilliant and cha“l_g1Misha Cloak of Fear +3 HTH DCV vs living (4 2

Devi. He now is Misha Devi’'s shadow, carrying @vil Body to start)

while she tries to obey the naga.

Lost Soul Summons Lost Soul (3 Body)| -3

Personality/Motivation: Abramo was once a shy, quiet,
and noble man of great devotion to good and heljirey
needy. Now he is completely insane, hateful, asytipotic.
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DEREK DESLEIGH (Area 6, Golden Grain Inn)

Val Char Cost Roll Notes
13/8 STR 3 12-  Lift 160kg: 2 DR

17 DEX 21 12- OCV:6DCV:6
11/16 CON 2 11-

10 BOD O 11-

10 INT 0 11- PERROoll: 11-

10 EGO O 11- EGO Roll: 11- ECV: 3

15 PRE 5 11- PRE Attack: 3D6

10 COM O 11-

4 PD 1 Total: 7PQ)

3 ED 1 Total: 66D)

4 SPD 13 Phases: 3,62

5 REC O

22 END O

23 STN 0 Total Characteristics Cost: 41
Movement: Running: 6"/12”

Leaping: 2 1/2"/5

Cost Skills and Talents

10 Dual Wield (two weapon fighting)
Cautious Stance

Combat Skill Level: +2 OCV with sweep
Interrogation 12-

Conversation 12-

Stealth 12-

Lockpicking 12-

Language: Saurian (fluent conversation)
Literacy

Sleight of Hand 12-

Acting 13-

GQWEFENWWWWPrO

Total Powers & Skills Cost: 41
Total Cost: 82

PTS Disadvantages
Total Disadvantage Points: 0

Ecology: Derek Desleigh is a rogue element in the cult,
working for himself while pretending to be a culember.
He’s skimming off cult money and working with theltists
while trying to figure out a way to get in and rile treasur-
ies of the cult.

Personality/Motivation: Thoroughly evil and greedy,
Derek likes to beat a victim but not kill them, thterture
them until they reveal all their valuables and leiddreas-
ure. Derek is particularly deceptive, at presenhas re-
sisted the naga’s charm but she does not know this.
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Powers/Tactics: Derek is a face up duelist, he prefers to
attack his targets head on one at a time and gmtio
pieces while mocking them. He’s a dangerous coamat
and is more than a match for most people he fights.

Derek fights with two weapons, attacking twice agdh (a
sweep of two attacks with no penalty for the secattdck
and only -2 DCV) Derek also likes to use sweep muaers,
hitting more than one target, or the same targeertimes.
Particularly low DCV targets he’ll go into a flurgn, dual
wielding and sweeping to hit four or more timesiphase.
Note, with Dual Wield and his levels, Derek can spe
against two targets (or 2 more hits) with no pgn@tOCV.

If hard pressed, Derek will slip into Cautious $anwhich
reduces his STR by 5 and his OCV by 2 but adds 2,0C
CON vs being stunned, 2 PD and ED normal defense.

Campaign Use: Derek is no friend of the PCs, although
he’s not a cult member.

Appearance: Derek is a glowering, surly looking man with
lanky hair and pale skin against coal black h&ie also has
a ragged scar over his cheek and one eye thabgusty
failed to take it out. He wears black all the tirbéack cuir
boullis armor, black cloak, black gloves and boots.

Equipment: 2 Dwarven Steel Short Swords
Dagger

Garrote

Black Cuir Boullis armor

Lockpicks and tools

2D6 copper



DORIAN (Area 9, Orlane)

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
5 MRECO
25 MANADO Total Characteristics Cost: 48
Movement: Running: 77/14”
Leaping: 2"/4”
Cost Powers END
10  Magic: 30 points of spells -

5 EIf Eyes: Night Vision -
2 Swift: Running +1" (7" total) 1
6 Keen Senses: Enhanced Senses +2 (all)

Skills and Talents

Environmental Movement: light tread
Light Sleep

Familiarity: Common Elven Weapons
Language: Perelen

Literacy

Language: Morianic

Concealment 13-

Herbalism 12-

Tracking 11-

Survival 11-

Stealth 12-

Penalty Skill Levels: +1 range with bows
Combat Skill Levels: +1 OCV with bow
Magic Skill: 15-

Riding 12-

Cost
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Total Powers & Skills Cost: 84
Total Cost: 122

PTS Disadvantages
-10  Vulnerability: x1 1/2 effect flash attack

Total Disadvantage Points: -10

Ecology: Dorian arrived in Orlane with Llywillan to investi-
gate the problems in the village. They were sgnsdme
elencal herb merchants who have lost a lot of lassirthere,
and are collecting information. The pair have adtven-
tured much together but are good friends.

Personality/Motivation: Dorian is a very studious, careful
warrior trained in magic to a greater degree thianféllow
elf adventurer. He is reasonably skilled with waragp but
spends most of his time reading and studying.

Powers/Tactics: Dorian like all elves can see in the dark,
has a very long life, and has the ability to moesoas sur-
faces without breaking through snow, etc.

Dorian will tend to fight using magic to enhance bhombat
ability, “buffing” before combat if possible. Inombat he
tries to keep moving, using range and magic to kaege.

In combat, Dorian will have Charmed Arrows, if héiad
time he will have his armor and both bow and staft
chanted (for +2 DC and +2 OCV on the bow). He tmilto
have Blur up before attacking, and will use Dazatel Jolt
to gain a speed advantage if he doesn’t alreadg havHe
will also try to cast Blade Ward and Guidance befoom-
bat if he can. If forced into hand to hand comiixtrian
will use his Whipstaff, casting Slam each half ghaben
attacking.

Campaign Use:Dorian and Llwyllan are unwilling to assist
any non-elven PCs directly, but if they come tetithe PCs
they will share information which is just about tivole
story at this point. Dorian is a somewhat capaiége, and
he might be willing to buff the PCs for a fight,tthis spells
won't last longer than a few hours.

Appearance: Dorian is a slim, dark elf with black hair and
green eyes, his skin a deep tan, coppery coloke hiany
elencal, Dorian has some tatooing on his face and$1 He
wears gray and green primarily with some brown, it
rarely be seen without his fenen armor.

Equipment: Fenen Armor (areas 3-4, 7-18)
Elven bow and 40 Eilhas arrows

Whipstaff
Dagger
Renk nuts (D6+1)
SPELLS
SPELL EFFECT ROLL
Blade Ward Protects from physical weapo| -2
Blur +3 DCV -1
Charm Arrow Enchant multiple arrows with -2
+1 OCV, Damage Class for o
shot
Dazzle 3D6 sight Flash -1
Enchant Armor 4 PD, ED Armor buff -2
Enchant Weapon | +2 DC to weapon -3
Guidance +2 OCV -1
Jolt Supress Stun 6D6 instant, to -3
stun only
Slam Instant +1 OCV, +1D6 HTA -1
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EXPLICTICA DEFILUS (Area 37, Lair)

Val Char Cost Roll Notes
40* STR 10 17-  Lift 6400kg: 8D6
18 DEX 24 13- OCV:6DCV: 4*
25 CON 30 14-
16* BOD 4 12-
20 INT 10 13- PERROoll: 13-
20 EGO 20 13- EGORoll: 13- ECV:7
20 PRE 10 13- PRE Attack: 4D6
10 COM O 11-
12 PD 8 Total: 16rpD)
8 ED 3 Total: 12rEZD)
4 SPD 12 Phases: 3,62
14 REC 10
50 END 3
50* STN 11 Total Characteristics Cost: 155
Movement: Running: 16"/32”
Leaping: 0”
Swimming: 8"/16”

Cost Powers END
30 Huge: Growth (4 levels) -4” KB, +2 PER® 0
seen, +1"” reach; Inherent, Persist@iND

Cost, Always On (*)
12 Scales: Armor 4 PD, 4 ED -
20  Swift: Running +10” (16" total) 2
6 Swift: Swimming +6” (8" total) 1
15 Bite: HKA D6-1 (D6+1 w/STR); Armor -
Piercing

5 Heat Vision: Infrared Vision -

5 Hardy: Life Support (breathe water, ksan- -
magical poisons)

14  Magic: Spells (40 points) -

10 Cails: Stretching 2” (3" total) 1

5 Magic: Spells (15 pts)

30 Lesser Charm: Mind Control 9D6, requiegs 4

contact

Charm: Major Transformation 8D6, Required2

eye contact, Extra Time one minute iVation

14-, if activation fails, can neverimed again

on a given target, Mental defense aesif®ance

reduces effect, Concentrate 1/2 DCV

27

-4 Leaping -4”

Skills and Talents
Magic Skill 21-
Magic Research 13-
Seduction 13-
Conversation 13-
Persuasion 13-
Poisons 13-
Herbalism 13-

AK: Rushmoors and area (INT based) 13-
Wealth

Cost
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Total Powers & Skills Cost: 229
Total Cost: 384
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PTS Disadvantages

-10  Vulnerability: x 1 1/2 Stun from Holy Attks
-10  Vulnerability: x 1 1/2 Body from Holy Attks
-10  Vulnerability: x1 1/2 Effect from Holy fetcks
-15  Physical Limitation: No Fine Manipulatoiility

Total Disadvantage Points: -40

Ecology: Explictica has carved out a comfortable living in
the Rushmoors. Over the last two years she has fgom a
new arrival to absolute ruler of the moors and hekdn
ever-expanding cult. She has plans for a largeniion,
and wants to eventually rule the entire world in &él hate.

Personality/Motivation: Naga are irredeemably evil, rotten
to the core. They delight in causing the goodtionble and
fall, to make hypocrites out of the moral, to cptrand se-
duce and destroy. Explictica combines this witteap lust
for power and dominance over everyone she sees.

Powers/Tactics: Explictica has a powerful serpent body, a
dangerous bite, and hardy scales that protect Hewever,
although she has magic, the spells are all non agmimin-
tainance spells to make her life easier and exfperddo-
main. Unlike most Naga, Explictica cannot chang® i
human form and she lacks the usual naga venomshmit
has a unique power that more that makes up foetlmga-
tions: her charm.

She has two versions of charm, a short term oneiség in
combat (the mind control) and a long term one shesuo
make converts. The short term charm she does atbeb
maintaining END cost on, and it will inevitably late on
anyone taken over. It is not powerful enough taltp con-
trol the victim. The long term charm is her mamwer: it
lasts until she dies. There is literally no othery to strip
the power away, any victim taken over is hers umtié of
them dies. This charm requires a long time of eoba-
tion, usually done with the victim held helplesshier coils.
If it succeeds, the transform goes off, and anyaegbints
go into psych lims that make the victim her abgave. If
the activation does not work, the power seemsiltaystoff,

she has no way of knowing if it succeeded or ridtis acti-
vation roll is 14-, but any Resistance or Mentalfdbse
lowers the activation (so someone with 5 Resistaedaces
the activation roll to 9-). If the activation fajlthe victim
cannot ever be charmed again by the naga withpihiger
(the short term one still can work).

Campaign Use: Explictica Defilus is the big bad guy, the
main boss of the adventure. She is the god tleatuh wor-
ships, the sinister evil behind it all.

Appearance: Explictica Defilus is a green and black naga
with dazzling, almost gem-like scales. She is tyewo
feet long and weighs 3200 pounds, with an angriy bg-
man female face in the place of a snake’s head.

Equipment: The naga has no magical items or special
equipment.



GARATH PRIMO (Area 27, Lair)

Val Char Cost Roll Notes
8 STR -2 11-  Lift 80kg: 1 D@
11 DEX 3 11- OCV:4DCV: 4
11 CON 2 11-
8 BOD -4 11-
18 INT 8 13- PERROoll: 13-
17 EGO 14 12- EGO Roll: 12- ECV: 6
15 PRE 5 12- PRE Attack: 3D6
6 COM -2 10-
2 PD 0 Total: 6rRD)
3 ED 1 Total: 7rED)
3 SPD 9 Phases: 428,
4 REC O
22 END O
18 STN O
7 MRECO
40 MANA?2 Total Characteristics Cost: 36
Movement: Running: 5"/10”
Leaping: 1 1/2"/3
Cost Powers END
23  Magic Spells (70 pts) var

5 Demon Eyes: IR Vision -

Cost Skills and Talents
13  Magic Skill 18-
Magic Research 13-
KS: Runes and symbols (INT-based) 13-
PS: Evil High Priest 11-
Paramedic 13-
Language: Arcanum Fluent
Literacy
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Total Powers & Skills Cost: 56
Total Cost: 91

PTS Disadvantages

Personality/Motivation: Primo is a cult member who has
been charmed by the naga, but he would serve tianghy
anyway. He loves power more than life its self aptieves
he’s found his patron demon.

Powers/Tactics: Gareth is helpless in physical combat.
Weak and feeble, he barely knows which end of & ttu
use. However, Gareth is quite skilled in magiaj & the
most deadly mage the PCs meet in this adventure.isH
also very creative with his necromancy, experinmntiith
the dead.

Gareth will have Spectral Cloak active on him, hgvi
drained the life to replace this lost health ouaafictim. As

soon as the PCs enter the room, he’ll cast Oveewletry

to presence attack them into hesitance or ter®Pfésence
plus the setting is a pretty good chance, give aimextra
2D6 for the location and soliloquy minus being auin

bered to give a total of 11D6 the first time).

He will use Painstorm on groups, Soul Leech to tnéa-
self, Foul Tentacles to restrain someone partitulaou-
bling, and Blender immediately to give him somenfaice-
ments. He uses Demonhand on one target the Deinen F
or Rot Cascade on others.

Campaign Use:Gareth is the captain for the naga, the sec-
ond most powerful “boss” in the dungeon. Fightimgn
should be tough.

Appearance: The high priest of the naga wears rich looking
fenen robes and hangs in the air an inch off theump,
floating rather than walking. His skin is unnatlyrgale
from being underground so long, and he is balder{inch

of skin on his body is covered with scars and tatto

Equipment: Gareth’s Rainments
Eilhas Staff Stalwart crimson silklsas
Jewelry worth 6D6+10 copper

-5  Reputation: evil wizard (bad) 8-

-10  Hunted: Mage Guild, NCI, more powerfudpture, SPELLS
8- _ SPELL EFFECT ROLL

-10  Distinctive Looks: body is a roadmap afrpC/N

Blender Summons two blenders -5
Total Disadvantage Points: -25 Demon Fire 2D6+1 RKA energy 4
Ecology: Gareth Primo was a fairly successful necromancg Pemon Hand 26 STR TK hand -3
and demonologist who finally was discovered and s | Foul Tentacles Entangle 2D6, 4 DEF, backlash 4
home. He was on the run for several weeks untiehehed -
the Rushmoors and hid out in a hut he found theaednce | Painstorm Ego Attack 2D6 AE mental 4
belonged to a fisherman. That hut was attacke&raév | Animate Zombie Summon Loyal Zombie -6
times by Moor Saurians in the thrall of the naga] ahile ROLC d Drain 306 Bod 3
he barely beat the first wave, the second met timated ot Cascade rain ody over a turn -
corpses of the former wave, and the Naga hersefec® | Spectral Shroud 4PD Armor, 50%rPD Dam Red -4
visit Gareth one night. Gareth Primo is now thghhpriest (8 Bodly to cast)
of _the naga god Explictica D_efllus. Gareth spend_sv\nnole Soul Leech Transfer 1D6 Body, range (1 Bod -3
existence underground serving the naga and tehiegther to cast)
cultists how to worship her.

Distract CE: -1 magic roll and OCV single| -2

target
Overawe +30 presence for PRE attack -3
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THE JAILER (Area 25, Lair)
Val Char Cost Roll Notes
18 STR 8 13- Lift 520kg: 2D6
14 DEX 12 12- OCV:5DCV:5
16/21 CON 12 12-
13 BOD 6 12-
9 INT -1 11- PERROoll: 11-
8 EGO -2 11- EGO Roll: 11- ECV: 3
20 PRE 10 13- PRE Attack: 4D6
8 COM -1 11-

8 PD 4 Total: 10rED)

6 ED 3 Total: 8rgD)

3 SPD 6 Phases: 428,

7 REC O

32 END O

40 STN 10 Total Characteristics Cost: 67

Movement: Running: 6"/12”
Leaping: 3 1/2"/7

Cost Powers END
Tough: Damage Resistance 2 PD, 2 ED -
Tough: CON +5 vs being stunned only -
Tough: Lack of Weakness 3 pts -
Huge: Knockback resistance -2” -
Dull and Skeptical: Mental Defense 7 -
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Cost Skills and Talents
5 Resistance 5 pts
6 Combat Skill Levels: +2 with martial @rt
2 Weapon Familiarity: common melee weapons

WRESTLING
MOVE COST| OCV | DCV |NOTES
Choke Hold 4 -2 0 3 1/2D6 NND, grab
Crush 4 -1 -1 Grab, 1D6 KA
Legsweep 3 +2 -1 4 1/2D6, target falls
Martial Disarm 4 -1 +1 |28 STR disarm
Martial Escape 4 0 0 33 STR escape
Martial Grab 3 -1 -1 Grab, 28 STR

Total Powers & Skills Cost: 48
Total Cost: 115

PTS Disadvantages

Total Disadvantage Points: -0
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Ecology: The Jailer is a huge, tough, and mean man with
limited intellect that the naga uses to tend hesopr. He
was once a caravan guard, now he’s a prison guard.

Personality/Motivation: The Jailer (who no longer has a
name) is a dumb brute, he loves to crush his foekis
hands.

Powers/Tactics: Huge and strong, the Jailer fights with his
bare hands. He loves to crush and break his fagmut
weapons, using wrestling moves. He wears no abmbis
naturally very tough, and can take a great degbusfish-
ment.

Campaign Use: The Jailer is the main protection for the
prison in the Lair of the Reptile God. He is a arioss to
protect the area and hinder escape.

Appearance: The Jailer is a huge, ugly man with sprigs of
hair, jagged teeth, and a stoop. He's enormousp@ntain
of muscles and scars with calloused fists.

Equipment: The Jailer has no equipment other than keys to
the jail cells.



JARVIS INGAR (Area 14, Lair)

Val Char Cost Roll Notes
17 STR 7 12-  Lift 340kg: 2D6
14 DEX 12 12- OCV:6 DCV:5/7
15 CON 10 12-
11 BOD 2 11-
10 INT 0 11- PERROoll: 11-
11 EGO 2 11- EGO Roll: 11- ECV: 4
13 PRE 3 12- PRE Attack: 2016
10 COM O 11-
6 PD 3 Total: 11rPD)
4 ED 1 Total: 9rfD)
4 SPD 16 Phases: 3,62
6 REC O
30 END O
30 STN 2 Total Characteristics Cost: 58
Movement: Running: 6"/12”
Leaping: 2 1/2"/5
Cost Skills and Talents
5 Combat Skill Levels: OCV +1
5 Closing Stance (Full move for half mawel
+2 DCV and -2 OCV but
11 Mob Stance (Defense Maneuver IV, +4 OCV
for sweep attacks, -2 DCV vs rangedcht,
-2” running)
15 Combat Sense 11-
3 Tactics 11-
4 Weapon Familiarity: Common weapons
1 Literacy
3 Rapid Attack

Total Powers & Skills Cost: 44
Total Cost: 105

PTS Disadvantages

Total Disadvantage Points: -0

54

Ecology: Jarvis is a puppet of the naga, a cultist under her
control. He serves her as heavy muscle, killinguthers
and guarding the lair.

Personality/Motivation: Jarvis is a tactician, a warrior who
thinks and studies. He is more of a scholar thastwarri-
ors, a man who reads and memorizes poetry.

Powers/Tactics:Jarvis is a tactical fighter, he will deal with
healers and mages first, then heavy fighters, figan fight-
ers. He doesn't feel any particular sense of hanareed to
live up to a code, he believes in fighting smad arinning.
He is not especially skilled in any one weaporhalgh his
sword is particularly effective against lizardsaofy kind.

Jarvis will use mobility as much as he can, moangund
the battleground with Closing Stance to variougéts in
need. He also will use Mob Stance if he has thtfigore
than one target, with sweeps to disable severahe¢. He
fights sword and board, so his DCV is rather gawdsbme-
one in medium armor.

Campaign Use:Jarvis is a heavy hitter, someone more dan-
gerous than your average encounter in the Lair.

Appearance: Jarvis is a tall, lean man with broad shoulders.
His hair is cropped close but you can’t see thagabse he
wears his mail almost constantly.

Equipment: Scale Mail
Medium Shield
Lizardbane Longsword
2D6 silver

Potion of repair



LLYWILLAN (area 9, Orlane)

Val Char Cost Roll Notes
13 STR 3 12-  Lift 160kg: 2D6
17 DEX 21 12- OCV:6DCV:6

11 CON 2 11-
9 BOD -2 11-

13 INT 3 12- PERROoll: 13-

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

10 PRE O 11- PRE Attack: 2D6

12 COM 1 11-

4 PD 1 Total: 4rRD)

3 ED 1 Total: 3r@ED)

4 SPD 13 Phases: 3,62

5 REC O

22 END O

22 STN O

5 MRECO

24 MANAO Total Characteristics Cost: 47
Movement: Running: 77/14”

Leaping: 2"/4”

Cost Powers END
4 Magic: Spell Pool 12 points -
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

1 Literacy

3 Language: Morianic

5 Concealment 13-

3 Survival 11-

3 Stealth 12-

2 Penalty Skill Levels: +1 range with bows

9 Combat Skill Levels: +3 OCV with bow

5 Magic Skill: 13-

3 Riding 12-

WAY ARCHERY

MOVE COST | OCV | DCV | NOTES
Block 5 +1 +3 | Abort, block
Disarm 4 +1 -- | +23 STR rng disarm
Guarded Shot 3 -1 +3 | Ranged attack
Heart’s Focus 5 - +1 | +2DC KA bow

Total Powers & Skills Cost: 77
Total Cost: 125

PTS Disadvantages
-10  Vulnerability: x1 1/2 effect flash attack

Total Disadvantage Points: -10

Ecology: Llywillan joined his friend Dorian to investigate
the mystery of Orlane at the behest of an woodelfchant.

Personality/Motivation: While Dorian is more of a mage,
Llywillan is remarkably untrained in magic for omé his
people. Llywillan is an ascetic, he does not enjalye, he
meditates and studies and works on his archery evegrhe
can.

Powers/Tactics: He is, however very skilled with his arch-
ery, and is a novice at Way archery. He uses higierfor
very minor effects and healing, rarely in combass a be-
ginner in Way archery, Llywillan does not know apecial
maneuvers, but has several combat skills that heusa.
He will tend to use the Guarded Shot in order wicdbeing
hit while firing his bow (it gets his halved DCV up 5) and
his ranged disarm to deal with dangerous watrriors.

Campaign Use:Dorian and Llwyllan are unwilling to assist
any non-elven PCs directly, but if they come tetithe PCs
they will share information which is just about tivole
story at this point.

Appearance: Dorian has long auburn hair tied in five braids
that go down to his shoulderblades. He wears bdafdnen
armor everywhere except on his hands, which are. belis
tattooing is less extensive and noticeable tharabt:.

Equipment: Entbranch Elfin Bow strung with Wyrmgut
12 Vhaeth willowleaf arrows and 60 ordinary willealf
arrows, and 20 woodfist arrows.

Steelhands

Braided Fenen armor (areas 3-5, 7-18)

2D6 silver

2 Renk Nuts

SPELLS

SPELL EFFECT ROLL
Bowbless No range modifier on bow -2
Farshot x5 range on bows -2
Branchwalk Run on narrow surfaces safel] -1
Eagle Eyes Telescopic +4, +2 sight PER -1
Hareleap Leaping +4”" -1
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MISHA DEVI (area 3, Temple of Harvest)

Val Char Cost Roll Notes
13 STR 3 12-  Lift 160kg: 2D6
14 DEX 12 12- OCV:5DCV: 6/8
13 CON 6 12-
10 BOD O 11-
17 INT 7 12- PERROoll: 12-
14 EGO 8 12- EGORoll: 12- ECV:5
17 PRE 7 12- PRE Attack: 2006
16 COM 3 12-
5 PD 2 Total: 12rPD)
3 ED 0 Total: 8rfD)
3 SPD 6 Phases: 428,
6 REC O
26 END O
24 STN O
6 MRECO
35 MANA2 Total Characteristics Cost: 56
Movement: Running: 6"/12”
Leaping: 2 1/2"/5
Cost Powers END
9 Magic: Spells (27 points) var

Skills and Talents

Magic Skill 16-

Magic Research 12-

Weapon Familiarity: Common melee weapons
PS: Priest 11-

KS: Temple of Harvest Rituals 11-

Language: Elencal (fluent conversation)
Herbalism (forest, plains) 11-

KS: Farming and agriculture 11-

Literacy

Cost
11
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Powers/Tactics: Like most priests, Misha Devi studied
some demonology and dark magic to understand tie ev
they face and how to combat it. Once under thea'sag
thrall, this little study became a life time efforFor almost

a year Misha has been studying nothing but demgyaiod

the points she once had in being a priest are nahis dark
magic.

Unlike Abramo, Misha is reasonably capable with pores
and can stand and fight, but she prefers to usenagic for
evil ends. The naga has prohibited her from |legrrany
summon spells, but Misha knows many other evils.

In combat, Misha will use Hush if there are anytemspre-
sent. She casts Screaming Eyes (turns the eyeg/ohe in
the radius into tiny screaming mouths) and Eyeddeli.
She will use Calefaction on anyone that angers &ands
of the Damned on everyone she can, and Wracking drea
people after that. She can use her mace, of coamsewill

if her magic is too slow or won't do the job.

Campaign Use:Misha Devi is the big boss monster in Or-
lane, the main threat. When Misha Devi goes ddha cult
forces will be aimless for a day or so, unsure wbato.

Appearance: Misha is a strikingly beautiful woman in her
thirties wearing the homespun robes of the Templdar-
vest unless he expects trouble (or is looking ior 8he has
straw-colored long hair and light blue eyes. Imbat
mode, she has a slim, well-crafted mace and ao$aitain-
mail.

Equipment: Chainmail (areas 3-4, 6-14)
Medium Shield

Misha’s Mace

Ring of Warding (included in stats)

Total Powers & Skills Cost: 40
Total Cost: 96

PTS Disadvantages

Total Disadvantage Points: -0

Ecology: Misha Devi is the former high priestess of Harves
for Orlane and is now in charge of the cult of Reptile

God in the area. She rarely leaves the templepatydgoes

from Orlane once a month “to pray alone” to visie haga
for more instructions.

Personality/Motivation: Misha was a dedicated priestess

and is now a dedicated acolyte of the naga. Shkelzeal to

SPELLS

SPELL EFFECT ROLL
Eyes of Hell Spatial Awareness -3
Hands of the 1D6 NND continuous -2
Damned

Wracking Fear 2D6 Mental Attack -2
Calefaction 1D6 RKA fire continuous -3
Screaming Eyes | Darkness (sight) 2r, norangg -2
Hush parkngss (sound) 1" r, personl -3

immunity

serve her new god matched with a genuine concerotlier
cult members and the religion’s safety and success.
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RAMNE (Area 27, Orlane)

Val Char Cost Roll Notes
5 STR -5 10-  Lift 50kg: 1D6
11 DEX 3 11- OCV:4DCV: 4/7
7 CON -6 10-
6 BOD -8 10-
23 INT 13 14- PERROoll: 14-
18 EGO 16 13- EGORoll: 13- ECV:6
10 PRE O 11- PRE Attack: 2D6
8 COM -1 11-
1 PD 0 Total: 1r@D) (+12)
3 ED 2 Total: 3r@D) (+12)
3 SPD 9 Phases: 428,
2 REC O
14 END O
13 STN O
9 MRECO
41 MANAO Total Characteristics Cost: 23
Movement: Running: 4"/8”
Leaping: 1"/2”
Cost Powers END
24 Magic: Spells (72 pts) var

-4 Running -2”

Skills and Talents

Magic Skill 20- (23- with whiskers)
Magic Research 14-

KS: Runes and symbols (INT based) 14-
KS: Magic (INT based) 14-

Elencal language (3 pts)

Saurian language (3 pts)

Perelen language (4 pts)

Arcanum (2 pts)

Literate

Linguist

Fast Casting (up to 60 active pointsefast 2
Follower: Whiskers the familiar (132 pts)

Cost
18
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Total Powers & Skills Cost: 106
Total Cost: 129

PTS Disadvantages
-10  Age (70 years old)
-15  Phys Lim: old and feeble A/G

Total Disadvantage Points: -25

Ecology: Ramne is an aged mage who after a long career a
a teacher in Feyspring retired to the quiet ang/ ¢cown of
Orlane. Unfortunately his plans have gone awrg ttwn is

not quiet any more and he’s concerned about thagdsa
Ramne knows more about the cult than any citize@riane
because nobody really pays him any heed or concern.
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Personality/Motivation: A quiet, retiring fellow, Ramne
pretends not to be much of a power. None of tie tex-

cept the elves know he is a mage, and he likdsait way.

He’'s not shy, but he’s very, careful and slow tdge or

take action.

Powers/Tactics:Ramne is actually the most powerful spell-
caster in the adventure, but he’s also the mostainad weak
character. Ramne is no match for even an incompeie
lager in hand to hand combat, but with his magis heore
than a match for even Abramo, one on one. Ransiet:
ies were largely theoretical, but along the wayshatked
up a few useful other spells. Only the spells irdiately
applicable to the adventure are listed below.

In combat, Ramne prefers to escape. He’s notraefigand
he knows it. If he has to, though he’ll use hiswdia

Ramne also has a familiar, the wolf Whiskers.otks like
an ordinary wolf, except it has unusually wise liogkeyes
and behaves quite intelligent when nobody is logkar
with people Ramne trusts.

Campaign Use:He has gathered this knowledge through
patient observation. He despises the cult, andbeilvilling
to aid a group that acts toward its destruction dmly after
heis convinced of the party’s integrity. This might tas@v-
eral weeks, depending on the group’s activities.exam-
ple, if they defeat a band of saurian, the timegaewill be
shortened; but if they stay at the Golden Grain inwill
take longer to convince him.

Appearance: Ramne is bent and aged, a man in his seven-
ties who looks even older. He wears simple homespu
clothing when at home.

Equipment: Wand of Mystic Strike EIf Cloak

Healing Potion Potion of dity
Rod
3D6+10 silver 2D6 copper
SPELLS
SPELL EFFECT ROLL
Blur +3 DCV -1
Chill Bolt 3D6 blast, 1D6 Drain Run -4
Hex 2D6 Suppress magic roll, cont -2
lllusory Armor 12 PD, ED FF, Ego roll reduces -3
Light Light in 2” radius -3
Magestaff 80 Mana -1
Magic Resistance 5 to Power, Flash, Mental defens 4
9 and ED armor; fades per day
Magicbane Dispel 14D6 any one spell -5
Silence Darkness vs sound 1" radius 2
(personal immunity)
Spellward 4D6 suppress any one spell, per- 3
sonal immunity




TRAVER STOUTHEART (Area 10, Orlane) Ecology: Although once a very strong and capable warrior,

Val Char Cost Roll Notes time has caught up to Traver Stoutheart. Traves Aan
15 STR 5 12-  Lift 200kg: D6 Ormond’s bodyguard and companion, and he’s Zakarias
11 DEX 3 11- OCV: 4/5 DCV: 4/6 Ormond’s bodyguard but these days Zakarias is rcapa-
17 CON 14 12- ble than he.

11 BOD 2 11-
7 INT -3 10- PERROoll: 11- Personality/Motivation: Traver isn’t the man he used to be,
9 EGO -2 11- EGO Roll: 11- ECV: 3 and it bothers him deeply. He still feels a deapsseof duty
10 PRE O 11- PRE Attack: 2D6 and these days he’s almost paranoid in trying tdept the
8 COM -1 11- mayor.
4 PD 1 Total: 9rPD) Powers/Tactics: Traver can't get around as well as he once
4 ED 1 Total: 7r@D) did, but he’s still pretty capable in combat. Tegs pri-
4 SPD 19 Phases: 3, 82 mary concern will be to protect his ward and keerpnaies
6 REC O off him, but otherwise he focuses on taking dowa mhost
34 END O dangerous target first.
26 STN 0 Total Characteristics Cost: 38
Traver fights sword and board, using a medium dhéeid
Movement: Running: 57/10” his fine quality Star Iron sword. The sword is hi®st
Leaping: 1"/2" prized possession, a gift from Zakarias’' fatherlthdugh
not what he once was, Traver still is fairly skdlleHe uses

Cost Powers END block and counterstrike as well as takeaway to iveself
3 Enhanced Perception: +1 all senses an advantage over his foes, and one on one caaithe f
-2 Leaping -2” dangerous.

-2 Running -1”
Campaign Use: Traver is just a force to protect Zakarias

Cost Skills and Talents and keep players from attacking the mayor. Hess glood
4 Weapon Familiarity: common weapons in a fight if somehow the mayor’s home comes uradterck.
3 Combat Skill Level: OCV +1 with swords
3 Tactics 11- Appearance: An older man, Traver looks craggy and hag-
7 Paramedic 13- gard like the veteran of dozens of wars. He haiewtair
2 PS: Bodyguard 11- cropped very close and a close-trimmed goateejsarately
2 AK: Orlane 11- seen without his Ormond house livery and scale arailor.
1 Language: Gutter
1 Language: Trade Equipment: Traver’'s Longsword

Scale Mail armor (full suit)
WARCRAFT Medium shield
2D6 silver, 3D6 copper, 1D6 iron

MOVE COST | OCV | DCV | NOTES

Block 4 +2 +2 | Block, abort

Counterstrike 4 +2 +2 | +1 DC, follow block

Shove 4 -- -- | 30STR to shove

Takeaway 5 -- -- | 25STR to take weapon

Shield Bash 5 +2 +2 | +2D6 hit, requires

shield

Total Powers & Skills Cost: 31
Total Cost: 69

PTS Disadvantages
-20  Psych Lim: protect Zakarias Ormond VC/S
-5 Age (53 years old)

Total Disadvantage Points: -25

Ecology: Although once a very strong and capable warrior,
time has caught up to Traver Stoutheart. Traves Aan
Ormond’s bodyguard and companion, and he’'s Zakarias
Ormond’s bodyguard but these days Zakarias is roapa-

ble than he is.
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ZAKARIAS ORMOND (Area 10, Orlane)
Val Char Cost

Skills and Talents

6
12

H_,}la‘-bo-h

OO0 ook

Roll
12-
12-
11-
11-
12-
12-
12-
11-

Notes
Lift 320kg: 3D6
OCV:6 DCV:5

PER Roll: 12-
EGO Roll: 12- ECV:5
PRE Attack: 2016

Total: 10rRD)
Total: 7rED)
Phases: 428,

Total Characteristics Cost: 49

Running: 6"/12”
Leaping: 3"/6”

Weapon Familiarity: common weapons
Combat Skill Level: OCV +1
Persuasion 12-

Conversation 12-

Perk: Mayor of small village

16 STR
14 DEX
12 CON
10 BOD
14 INT
15 EGO
14 PRE
12 COM
4 PD

3 ED

3 SPD
5 REC
24 END
24 STN

Movement:
Cost

4

5

3

3

1

6

Combat Skill Levels: Swords +2

Total Powers & Skills Cost: 22
Total Cost: 71

PTS Disadvantages

Total Disadvantage Points: -0
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Ecology: Zakarias is the mayor of Orlane, taking over from
his father ten years ago. For years he’s led atdifé and
now the town seems to be going mad.

Personality/Motivation: He prefers a quiet and polite town
and the late changes have upset Zakarias consiglerah-
karias is not sure what is happening but he waeng wadly
to fix things.

Powers/Tactics: In combat, Zakarias is a prety straightfor-
ward warrior. He knows no special maneuvers, hena
unusual skills. Zakarias relies on his shield totgct him
and his skill with a sword (which is considerableith the
sword his OCV is 10!) to deal with his foes.

Campaign Use:Zakarias is the town authority, the man that
the PCs have to deal with eventually in Orlanethélgh
not as capable as they are, he’s fairly able inbmim

Appearance: The Mayor looks like an ordinary villager, he
rarely wears his chain of office (a brass chainrooee
shoulder, but he tries to stay neat and clean.s ldefairly
handsome fellow that is taller than most villagarsl in
good condition.

Equipment: Accurate Longsword
Eilhas shield

Chain Mail armor (full suit).

2D6 silver

Chain of office worth 4 sp
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