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DIREFANG iént Animal
Val Char Cost Roll Notes

30* STR 0 15-  Lift 1600kg: 6D6

14 DEX 12 12- OCV:5DCV: 3*

23 CON 26 14-

18* BOD 8 13-

5 INT -5 10- PERROoll: 11341

5 EGO -10 10- EGO Roll: 10- ECV: 2
23/38 PRE 13 14- PRE Attack: 4 1/2D6

10 COM O 11-

8 PD 6 Total: 13rPD)

6 ED 1 Total: 9 BD)

3 SPD 6 Phases: 428,

7 REC O

46 END O

37* STN O Total Characteristics Cost: 57
Movement: Running: 9"/18”

Leaping: 0”

Cost Powers END

30 Giant: Growth (4 levels) -4" KB, +2 PERRt 0O
be seen, +1" reach; Inherent, Perdiséen
END Cost, Always On (*)
15 Bite: HKA 1D6 (2D6 w/STR) 1
15 Second head Bite: HKA 1D6 (2D6 w/STR) 1

Slither: Running +3” (9” total) 2
Scales: Armor 5 PD, 3 ED -
Strike: Stretching +1” (2" total) 1
Swimmer: Swimming +2” (4” total) 1
Keen Tongue: Discriminatory Sense (smell -
Keen Senses: Enhanced Perception §1 (all -
Keen Tongue: Enhanced Perception +2l(sme
Two Heads: 360 degree sense (sight) -
Heat Sight: Infrared Vision -

gUuAWONORGO

-2 Leaping -2”

Total Powers & Skills Cost: 125
Total Cost: 182

PTS Disadvantages
-15  Physical Limitation: Animal Intelligence
-15  Physical Limitation: No Fine Manipulatoiility

Total Disadvantage Points: -30

Direfang is a gigantic serpent with two headshal$ no poi-
son and cannot constrict to crush foes, but it giidlb a foe
with one head and bite it into submission with titker,
then swallow the dead prey whole. Direfang is mliké
any normal serpent except for its size and dualfiedde is
forty feet long and three feet across with a vilier-
snubbed head. Direfang’s scales are a dull grdybaown
mottled color without pattern. His hide providefu suits
of beasthide armor if properly harvested.



GREATSHANKS 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-
8 INT -2 11- PERRoll: 12-
8 EGO -4 11- EGO Roll: 11- ECV: 3
15 PRE 5 12- PRE Attack: 3D6
6 COM -2 10-
8 PD 4 Total: 8rEZD +6)
6 ED 3 Total: 6r&D +4)
3 SPD 6 Phases: 428,
7 REC O
40 END 5
30 STN 2 Total Characteristics Cost: 49
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 -

Skills and Talents

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

Language: local trade language (fluemtversation)
Language: Morianic (basic

conversation)

Weapon Familiarity: Common weapons

Cost

3
3
2
1

4

Total Powers & Skills Cost: 47
Total Cost: 96

PTS Disadvantages
Total Disadvantage Points: -0

Ecology: Greatshanks is the leader of the Quasqueton Gob-
lins, although they refer to their tribe as the I@asg Gob-

lins. Greatshanks is a huge goblin, standing eiefeet tall

and with greater build and muscle than any ordirarg.

He actually has an orcish father, and while usualish chil-
dren are killed by the male goblins of a tribe (bbg a com-
petitor when he grows up), Greatshanks’ mother Hiid
away and lived by herself raising the young goliitil he
could care for himself. Greatshanks repaid hedriéss by
beating her to death in an argument.

28

Personality/Motivation: Greatshanks was once a brute, but
has since calmed over time. Among orcs he’s jusinay
looking fellow orc, but among goblins Greatshan&sai
powerful and feared leader, so he prefers goblifigossi-
ble, Greatshanks likes to avoid a fight becausetrfiie is
still small and he cannot afford the casualtiesi(he’s lost
many trying to explore the lower level caves). haligh not
very smart, Greatshanks is fairly clever and wifl to find
solutions that don’t endanger his tribe for anybems he
faces.

Powers/Tactics:Like any orc, Greatshanks is tough and can
fight without tiring long after other races havellapsed.
Greatshanks also has resistance to cold and hedtare
protected from draining magics. He speaks a lititeof
Morianic, and some of the local trade tongue untiiest of
his kin.

Greatshanks wears a suit of armor and wields a ifolve
weapon and can be dangerous to the player chasattdris
power level. When he is with his bodyguard gob#ns his
pet Shakes, the encounter is significantly morelilesome.

Campaign Use: Greatshanks is the boss of the upper level,
the most dangerous encounter. He commands théngpbl
and if Greatshanks dies, the goblins will be deitimed,
frightened (fleeing combat rather than fighting Jaand
within weeks will have all left Quasqueton.

Appearance: Although not completely an orc, Greatshanks
looks much like one. He has huge, broad shouldéister
legs, a large jaw with sharp teeth, and a beebitogv. His
skin is a grayish green light color and his fingars long
and clever like a goblin’s. His ears are longed amore
pointed like goblins as well.

Equipment: chain mail shirt

Rogahn’s Crown

Greatshanks’ Axe

3D6 copper

D6-1 silver

3D6 copper worth of cheap jewelry (armbands, egstin
rings, pendant)

Key to area 23

Key to chest in area 25



RATTLESKULL Yrch

Val Char Cost Roll Notes
10 STR O 11- Lift: 100kg: 2D6
13 DEX 9 12- OCV:5 DCV: 7*

10 CON O 11-
8 BOD -4 11-
14 INT 4 12- PERROoll: 12-
11 EGO 2 11- EGO Roll: 11- ECV: 4
13 PRE 3 12- PRE Attack: 2D6
10 COM O 11-
2 PD 2 Total: 2 ("D Bone Armoy
4 ED 2 Total: 4 (2D Bone Armoy
3 SPD 6 Phases: 326,
5 REC 2
22 END O
20 STN 0 Total Characteristics Cost: 24
Movement: Running: 7/14”
Leaping: 3/6”
Swimming: 2/4”

Cost Powers END
2 Swift: Running +1" (7" total) 1
5 Night Vision: Infrared Vision -
5 Hardy: Power Defense 5 -
2 Keen Nose: Enhanced Perception +1 (¥mell -
8 Small: Shrinking (1 level) +3” KB, -2 REo be 0

seen) always on, 0 END, persistentiiaht (*)
20  Magic: 60 points of spells -

Skills

Magic Skill: 16-

Familiarity: Goblin weapons

KS: Demonology 11-

Survival 12-

Herbalism 12-

Poisons 12-

Alchemy 12-

Language: Morianic, (fluent conversation
Persuasion 12-

Cost

wNhwwowNh R

Total Powers & Skills Cost: 72
Total Cost: 96

PTS Disadvantages
Total Disadvantage Points: -0

Ecology: Rattleskull is a fairly typical Goblin Shaman,
trained by an older shaman before he left his ttdéoin
Greatshanks in his Gashfang tribe because it peamis
greater riches and status. So far Greatshanks$iocahas
not led them to great glory but he did managerid & great
home for the tribe so things are looking up.

Rattleskull runs the tribe as Greatshanks’ lieut¢aad the
goblins are all terrified of his magical ability.

Personality/Motivation: Rattleskull is mostly motivated by
gaining ever greater power. Ever since he solddis to a
demon lord for power he’s become more sinisterelcrand
treacherous even to his own people.

Powers/Tactics As much as possible, Rattleskull prefers to
stay out of combat. Rattleskull is very skilleddgrowerful
with magic compared to most Goblin Shaman, bubtsamy
sort of warrior and without his magic is very weakd no
match for any adventurer. Thus, he will alwaysehguards
with him, at least 2 armed with spear and shielti\aearing

a full suit of leather armor.

Rattleskull keepsBone Armoron him at all times when
awake and uses his magic to keep enemies awayisori d
ented, killing them while they are weak and helple$f he
must flee, he will casBonewall(2PD, 5 DEF entangle bar-
rier) between himself and pursuit.

Campaign Use:Rattleskull is a more significant threat than
the average goblin, adding magic into an encouniost
characters at this power level will not have rutoimany
spellcasters, which will make a shaman a more fbgnit
encounter.

Appearance: Rattleskull is even more skinny and has even
more pointy and exaggerated features than ordigainjins.

He wears a very tall pointy hat to seem bigger eotibs
made of scraps of cloth stitched together with madiskill,
decorated with skulls, feathers, leaves, dried pafvani-
mals and goblin fingers. He uses a tall staff thaimilarly
festooned with various primitive items and cappsdth va
crescent moon of silver that he found in Quasquetod
jammed into the top.

Equipment: 2D6 copper
Potion of Healing
Hand of Glory (20 body for casting necromantic kel

Magic: Rattleskull will cast the following spells in couh
the GM should either roll or select a spell eachsgh

ROLL | SPELL RESULT
2 Evil Eye Drain all stats, CV 1D6
3 Eyeblight Flash sight 3D6 expl selecti
4 | Feeble Drain STR 2D6
5 Muscle Cramp Entangle 1D6, 3Def vs con
6 Pestilence Breath| Blast 4D6 NND disease con
7 Rain of Spiders | Mhex 1/2D6 drain bod, KA
8 | Curse of Vuln. Drain all defense 2D6 rang
9 Painstorm Ego att 2D6 AE mental
1o plgue ot eror | (111 00V, 400w 2
11 |Fear Mind Cont 8D6 fear telep.
12 | Screaming Eyes | Darkness 1'r vs sight




SNEAKSIE Yrch

Val Char Cost Roll Notes
10 STR O 11- Lift: 100kg: 2D6
17 DEX 21 12- OCV:6 DCV: 8*

11 CON 2 11-

8 BOD -4 11-

10 INT O 11- PERROoll: 11412

10 EGO -4 11- EGO Roll: 11- ECV: 3

10 PRE O 11- PRE Attack: 2D6

10 COM O 11-

3 PD 2 Total: 3rPD)

4 ED 2 Total: 4r@D)

4 SPD 13 Phases: 428,

5 REC 2

22 END O

20 STN 0 Total Characteristics Cost: 17
Movement: Running: 7/14”

Leaping: 3/6”
Cost Powers END
2 Swift: Running +1” 1
14  Swift: Instant noncombat running -
5 Night Vision: IR Vision -
5 Hardy: Power Defense 5 -
2 Keen Nose: Enhanced Perception +1 (¥mell -
8 Small: Shrinking (1 level) +3" KB, -2 REo 0
be seen; 0 END, Persistent, Inherehtags
On (%)

Pts  Skills and Talents

2 Familiarity: Goblin weapons

3 Survival 11-

7 Stealth 14-

5 Concealment 12-

3 Climbing 12-

3 Contortionist 12-

5 Lockpicking 13-

2 Language: Morianic (fluent conversation)

Total Powers & Skills Cost: 66
Total Cost: 83

PTS Disadvantages
-15 Psych Lim: Loves a challenge C/S

Total Disadvantage Points: -15

Ecology: Sneaksie is a clever thief and survives by his wits
and stealth. He is a fairly capable fighter, bsiteven
weaker than goblins and had to make a life on his.oHe

is part of no tribe and serves no master, but témdsllow
other goblins around and robs them, then tradels stitl
other groups for better gear and food.

Personality/Motivation: Sneaksie is a coward and a sneak.
He prefers to avoid combat and will usually suremd
threatened in a way he cannot elude. He lovetetd, ar-
ticularly from bigger people, and loves a challenge

30

Powers/Tactics Sneaksie will avoid combat if at all possi-
ble, and will only fight as a way to get to a pmsithe can
flee from. However, he is a very stealthy littleeature
(particularly with the -1 to perceive bonus of shkihg) and
will use that plus his other skills to go places get things
no one else can.

Sneaksie will stay hidden if the PCs enter an heeis in or
he is resolved as a random encounter. Then hédoldw
the party as they move on, relying on his abilitysée in the
dark, stealth, an superior knowledge of the compdestay
close but not be discovered. Then, when the pastg, sets
down their gear to fight, or camps, he will snegkand try
to steal what he can. He will only take smalléndis he can
access without making much noise or disturbing asyo
Sneaksie especially likes to rob guards, and \ilags try
to take something from the character that is sughaos be
on watch if he possibly can.

Anything that Sneaksie steals will be hidden awegriea 36
as that is his primary stash. If captured, Sneagan easily
be persuaded to give up treasure he’s found, eseasaa
guide in the complex. He is confident he can dteak any-
thing the characters take from him, as long as h#ie.
Sneaksie’s ability to slip ropes and escape captilt@llow
him to get away very easily if tied up or captured.

In particular the GM should note that the vaultustee has
him stumped and once the PCs seem to be on todopein
the thing, Sneaksie will not bother them until thgst the
vault open.

Campaign Use:Sneaksie is an alternate threat to the mon-
ster that kills: he is the monster that robs. hd# GM is un-
happy with the amount of loot the party has recedeor is
carrying, or needs a lesson in caution and sec\8itgaksie

is a very useful device.

Appearance: Even smaller and skinnier than ordinary gob-
lins, Sneaksie is a brighter green color than tlash@ang
tribe. His and nose ears are pointy, his eyesehdgd his
fingers and toes are long and clever like any golilut he
wears soft, dark clothes, including a hood thatae pull
over his head to help hide.

Equipment: Snake Pendant (armor shown in stats)
Lockpicks

4D6 copper

D6 pieces of jewelry worth 4D6 copper each

2 daggers

4 throwing knives

Pouch of ground pepper (4 charges of no range 2&3h f
sight, 14- activate)



UNDEAD BRAWN LOBSTER Giant Animal

Val Char Cost Roll Notes

25* STR 5 14-  Lift 800kg: 5D6
14 DEX 12 12- OCV:5DCV: 4*

0 CON - -
15* BOD 6 12-
3 INT -7 10- PERRoll: 10-
0 EGO - - EGO Roll: -- ECV: n/a
20 PRE 10 13- PRE Attack: 4D6
2 COM -4 9-
8 PD 21 Total: 14rD)
5 ED 15 Total: 9 ED)
3 SPD 6 Phases: 428,
6 REC O
34 END 17
0* STN - Total Characteristics Cost: 91
Movement: Running: 5"/10”
Leaping: 0”
Swimming: 47/8”

Cost Powers END
8 Undead: Elemental Control (8 pts) -
7a  Undead: No Hit Locations -

37b  Undead: Life Support (full) -

37c Undead: Cannot be knocked out (loses mwer
7d  Undead: Does Not Bleed -
15  Giant: Growth (2 levels) -2” KB, +1 PE®Rlie 0
seen; Inherent, Persistent, 0 END Cost,
Always On (*)
45 Chitin: Armor 6 PD, 4 ED -
7 Claws: Strength +10; Only for grab mareza 1
15 Claws: HKA 1D6 (2D6 w/STR) 1
5 Many Legs: Extra Limbs (10 legs) -
5 Sense Life: IR vision -
-2 Running -1”
-3 Leaping -3”

Total Powers & Skills Cost: 183
Total Cost: 274

PTS
-20
-10

-5
-10
-10

Disadvantages

Physical Limitation: Instinctive Intelégce
Physical Limitation: Limited Fine Manigtbry
Ability

Susceptible: 1D6/turn out of water
Vulnerability: x1 1/2 Body from fire atties
Vulnerability: x1 1/2 Stun from fire attes

Total Disadvantage Points: -55

31

Ecology: This Brawn Lobster was a creature killed by Ro-
gahn while fishing in the ocean. He towed the bimdshore
and was going to use it for chitin armor, then igell
thought of a better use for the remains. Now th&s final
guard of the Quasqueton Vault.

Personality/Motivation: Never intelligent when alive, now
the lobster is a zombie and has no mind and oniypds-
vated by simple commands: defend yourself, staratcyu
kill anyone who tries to take the keys, do not &av
Quasqueton.

Powers/Tactics: The thick chitinous shell of the undead
lobster no longer is as tough as it once was, tbstill is
very protective. Although the lobster is not asaesvof its
surroundings as it once was, it is much hardetdp as it
feels no pain, never tires, and does not need gathe or
eat. The powerful claws of the lobster have net &my of
their former strength, either.

Campaign Use: This is the final guard of the Quasqueton
Vault, holding the two keys needed to open thetvallhen
the heroes were present in the complex, they hadkey
each on their person and the lobster was just anogred to
kill anyone who didn't have a key.

Appearance: The Undead Brawn Lobster is a dark greyish
green mottled color with brown spots and appeabsta ten
foot log lobster. However, closer examination edsethat
the creature is clearly dead.
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