
This module was originally G1, the first of the “Against 
the Giants” series published by TSR originally in 1978.  
Each of the three modules in the series took the char-
acters into a separate group of giants in Gygax’s system 
of ever more powerful giants. 
 
The modules were little more than maps with mon-
sters in them, the story a simple one of finding out 
what was causing the giants to rise up against the hu-
man lands with such unusual precision and organiza-
tion.  Travel between each adventure was off camera, 
as each adventure was for a tournament session and 
designed for a single sitting. 
 
In this adaptation to Fantasy Hero, the setting is Jol-
rhos, specifically in Morien.  There are not three fla-
vors of giants to kill in sequence, and there’s no Drow 
conspiracy to conquer the surface world.  The Deep 
Elves (roughly Drow equivalent) are not evil nor are 
they dark (they are albino, being underground con-
stantly). 
 
Despite these fundamental differences, I’ve endeav-
ored to maintain the feel and sequence of the original 
modules, each one leading into the other.  However, 
I’ve also tried to come up with a more sophisticated 
story and have the adventures more fleshed out with 
travel and surrounding areas rather than isolated mon-
ster pits to go scour. 
 
As a result each module section is longer and more 
complex while retaining the core maps and basic en-
counters of the original.  Although the first module is 
Ogres instead of Hill Giants, the effect is much the 
same. 
 
This is the original introductory text to the G1 mod-
ule, modified slightly for the new setting: 

Yrch have been raiding the lands of men in large bands, with 
Ogres, orcs, even giants in these marauding groups.Death and 
destruction have been laid heavily upon every place these 
monsters have visited, causing anger in high places.  Life and 
property loss means failure in the vows of the rules to protect 
the life and goods of their subjects - and possible lean times 
for the rulers as well as the ruled.  Therefore a party of brave 
warriors is called upon to take action to investigate and pun-
ish these brutes. 
 
The chief of the largest and most deadly ogre tribe ever gath-
ered in Morien is one Nosnra, a sly and vicious, as well as 
grossly fat and thoroughly despicable creature.  Fond of am-
bush and backstabbing, Nosnra leads his ogres with skill and 
intelligence never before seen from these brutes.  Advisors to 
the King and the Dukes warn that there is likely some advi-
sor, some guiding force in the background that is coordinating 
Nosnra’s efforts and lending greater intelligence to his ac-
tions. 
 
It is known that Nosnra has a steading built in the moun-
tains, a mighty stronghold of hewn logs in Ogre proportions.  
This fortress is difficult to approach without notice, but a 
small group might have a chance where an army would not.  
The warriors gathered are to gather clues as well as destroy 
the Steading and Nosnra’s ogres—and especially Nosnra 
himself.  This is not for the faint hearted or inexperienced. 

STEADING OF THE OGRE CHIEFSTEADING OF THE OGRE CHIEFSTEADING OF THE OGRE CHIEFSTEADING OF THE OGRE CHIEF    
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GGGGETTING THE PCS INVOLVEDETTING THE PCS INVOLVEDETTING THE PCS INVOLVEDETTING THE PCS INVOLVED    
 
The most obvious manner to get the PCs involved is to 
have them brought before the local authority - or per-
haps even the king - and told to deal with the evil that 
endangers all Morien.  Payment will be offered only if 
the PCs seem reluctant, a bag of silver with coins in 
each equal to that characters point total.  The PCs are 
also told they can keep whatever they take from the 
bodies of their enemies, but past experience has told 
them that nobles tend to forget this promise if some-
thing particularly nice is found. 
 
Another possibility is to have the PCs captured, in 
prison or to face punishment for some crime, and 
given this as a way to redeem themselves.  They might 
even be gathered as sort of a Dirty Dozen kind of 
group: condemned criminals that can earn their free-
dom by doing their duty for their king and country.  In 
such a case there’s no money in it, just their freedom. 
 
The PCs might simply be traveling through the area 
and come upon the Steading with its ogre concentra-
tion.  They could investigate out of curiosity or be 
asked to help by the locals who have suffered attacks 
over and over from the ogres.  They might even be 
trying to rest in a nice wayside inn when they are at-
tacked by an ogre raid.  Tracing this annoyance back to 
its source can get the PCs in deeper than they had 
planned originally. 
 
Some DNPC might be captured by the ogres, who al-
ways can use more slaves.  They use Orcs and Goblins, 
but these creatures are stupid and constantly rebel-
lious, but humans tend to be more docile.  Rescuing 
the DNPC might lead the PCs into the adventure and 
further along once they sense there’s more to this than 
the average ogre band. 
 
However the PCs get involved, the adventure starts 
when they get to the village of Hamstead.  A small 
town with little to offer beyond its orchards and farms, 
Hamstead offers a place for the PCs to recuperate and 
get some benefits of civilization, such as they are.  It is 
such a small town that it has few benefits a PC might 
want but it does have the basics such as food, shelter, 
and a blacksmith, weaver, and leatherworker to do 
repairs on basic goods. 

SSSSURROUNDING AREAURROUNDING AREAURROUNDING AREAURROUNDING AREA 
 
The Steading of the Ogre Cheiftain is set in a mountain 
valley.  In Jolrhos, this is near the Tiered City in the 
local mountains, but GMs can set it wherever they 
wish.  Getting to the Steading is an adventure in its 
self, and GMs may want to craft an overland trek to 
the location involving encounters with local Ogre pa-
trols, a local town that can be used for restocking and 
rest, and local characters like a hermit druid and forest 
dryads. 
 
Travel on the roads can make good progress, but there 
aren’t many roads in this area.  Consult the chart be-
low for daily and hourly travel rates: 

AVERAGE TRAVEL RATES 

 HOURLY DAILY 

Mounted, Roads 10 60 

Mounted, Trails 5 30 

Mounted, Offroad 3 15 

Cart, Roads 3 25 

Cart, Trails 2 12 

Cart, Offroad 1 6 

Afoot, Roads 5 30 

Afoot, Trails 3 18 

Afoot, Offroad 2 12 

This area is forested mountain, a temperate area for 
survival and herbalism skill familiarities.  There is plen-
tiful game, water, and shelter for anyone with skill in 
survival.  
 
Each day the GM should consult An Ogrish Diary 
(page 21) to see what the Ogres and Giants are up to at 
this point.  Random events will dictate extremes in 
weather, should any occur.  For each hour of travel 
and once while camping, the GM should check for a 
random event.  Roll a D6 and if a 1 results, then roll 
on the Random Event table below.   
 
There are points on the map with static events that the 
PCs can trigger by entering the area, those should take 
precedent over any random event, although some 
events have an enduring effect (inclement weather, for 
example). 



THE MOUNTAIN VALLEY 
 
The Steading is set in mountains, a temperate area of 
primarily pines and evergreens with some deciduous 
forest mixed in.  The Steading its self is set back by a 
lake in a U-shaped valley up against higher mountains.  
Hamstead is further down the valley, off to the side 
along a major road between larger cities. 
 
The immediate area of the Steading however is impor-
tant to the adventures.  The Steading is built at the 
back of a U-Shaped valley dominated by a small lake.  
The ridges curl around this lake, tapering to end in the 
forest.  A large peak dominating the Southern ridge 
called Lookout Peak stands a full five hundred feet 
above the surrounding ridges.  The forest is primarily 
pines and firs, with a scattering of smaller shrubs and 
plants.  At this altitude the forest is fairly clear under 
the trees, and the trees are old and massive, towering 
over a hundred feet tall.  For purposes of wandering 
monsters and herbalism, this is a temperate forested 
mountain area with some fresh water spots.  This is a 
high enough area that snow is not unusual, and rain 
common. 
 
WEATHER 
For GMs who wish a bit of detail, a weather table is 
given below.  Any given weather pattern will last D6 
in D6 (1-24) hours, then the GM should roll again for 
another weather pattern.  There should be at least an 
hour of transition between each (for example, if it has 
been raining the last 8 hours, then it ought to be partly 
cloudy and clearing with rain showers before it be-
comes clear for the next 5 hours).   
 
GMs can ignore this chart and just skip weather en-
tirely or declare it to be whatever they choose, but this 
will add a level of detail and interest to the adventure if 
handled properly.  Weather should never be a signifi-
cant part of the adventure (nobody wants a detailed 
weather report each hour), but it can add a level of 
interest that helps the players with immersion into the 
campaign world.   
 
The average temperature level in daytime is -1 and at 
night it drops to -2 without any other influence.  The 
weather patterns will adjust this, as shown below. 

BLIZZARD: This is a very severe snowstorm com-
bined with extremely low temperatures and high 
winds.  This is the kind of weather nothing wants to 
be out in.  All survival rolls are -2 in this weather, 
visibility is reduced to 5” and all ranged attacks at 
any range are at -2 OCV.  The howling winds are so 
loud that hearing perception rolls are all at -2 as 
well.  The blizzard lowers temperatures to a point 
that is lethal, and anyone caught in the direct wind 
and slashing ice feels the temperature at an addi-
tional -1 level.  Re-Roll once if any results involving 
clear weather follows this; if it shows up again, then 
take that roll (it can happen).  Ice will form on the 
lake until the temperature level reaches -1 or higher.  
Snow remains on the ground until the temperature 
level reaches 0 or higher.  Tracking is impossible in 
the blizzard, but until the snow melts, once the bliz-
zard stops it is at +2. 

CLEAR AND COLD: The sky is clear and cloudless, 
which results in very cold temperatures, particularly 
at night.  Visibility is very fine and sound travels 
well. 

CLEAR AND WARM: The sky is clear and cloudless, 
but the air is warm and comfortable.  While this pat-
tern lasts, the characters can shed cold weather gear, 
and might even be uncomfortable wearing it.  Visi-
bility is very fine and sound travels well.  Survival 
rolls are +1 in this weather. 

CLOUDY: The sky is gray with low-hanging clouds.  
The top of Lookout Peak is foggy rather than cloudy 
(see fog, below).  Sound travels strangely, any range 
beyond 20” is -1 hearing perception roll to locate 
any sound.  Bright flashes and lights are seen against 
the sky and might draw patrols or interest from local 
creatures. 

ROLL WEATHER TEMP LEVEL 

3 Clear and cold -1 

4-5 Clear and warm +2 

6-7 Rain Showers +1 

8-9 Fog (D3: 1= light, 2=moderate, 3= -- 

10-12 Cloudy -- 

13-14 Rainstorm +1 

15-16 Snow -1 

17 Blizzard -2 

18 Thunderstorm +1 



FOG: The cloud level has gone below the mountain 
valley here, layering the area with fog.  Sound trav-
els oddly in the foggy air, and any sound beyond 10” 
sounds strange resulting in a -1 hearing perception 
roll identify and -2 to locate it. 
Light Fog reduces maximum visibility to 15”, assum-
ing no forest is in the way. 

Medium Fog reduces maximum visibility to 10” and 
reduces ranged attacks by 1 OCV at any range.  
The air is damp enough that food might spoil if not 
carefully packed away.  All concealment rolls are 
+1 outside in this weather. 

Heavy Fog is the pea soup variety that makes it hard 
to see your hand in front of your face.  Visibility is 
limited to 5”.  Landmarks and paths are difficult to 
follow, and characters may become lost if they 
explore in this kind of  fog.  All concealment rolls 
are +2 outside in this weather.  Everything not 
carefully packed gets drenched in short order. 

RAINSTORM: Heavy rain pours on the valley, water-
ing the plants and replenishing the lake.  Survival 
rolls are -1 in this weather as animals all go to 
ground and wait out the storm.  Rain comes down 
hard enough that visibility is reduced to 15” maxi-
mum and all sight and ranged attack rolls are -1 at 
any range.  Food may spoil if not carefully packed 
away, the rain penetrates almost anything not water-
proofed.  Armor and Weapons may rust, leather 
may begin to rot, cloth may mildew.  PCs might be 
required to make a CON roll or catch a cold, result-
ing in a 1/2D6 drain of DEX, INT, and CON every 
day for D3 days, recovering once per week. 

SHOWERS: Light rain and mist sprinkles the valley.  
Animals will remain out in this weather, although 
birds will not fly.  The rain is not hard enough to be 
a problem for gear and food unless the PCs spend 
more than 4 hours out in it.  Visibility is not signifi-
cantly affected. 

SNOW: The snow comes down in small flakes but 
without the winds and terrible cold of a blizzard.  
Temperatures drop but not to extremes.  Visibility 
is reduced to 15” maximum and sound is odd, re-
sulting in any sound perception roll taking a -1 pen-
alty.  Tracking is difficult because the tracks fill in 
rapidly, resulting in a -2 penalty until the snow stops 
(then it is a +2 bonus until the snow melts).  The 
snow will remain on the ground until the tempera-
ture level becomes 0. 

THUNDERSTORM: Although rare in the mountains, 
this can occur.  Thunderstorms can be very danger-
ous not because of lightning hitting players but be-
cause of fires it can start.  Another particular danger 
is that a character does not have to be hit by light-
ning for the bolt to hurt them.  Any tree hit by light-
ning tends to explode, firing bark and branches in all 
directions as a 10D6 explosion attack.  While a char-
acter would only be hit by lightning in extreme cir-
cumstances, they might be near a tree when it it hit 
by lightning.  Due to the thunder and light show, 
mounts tend to panic in a thunderstorm and unless a 
riding or animal handler skill roll is made by 2 any 
pack animals and non-intelligent mounts will suffer a 
presence attack of 8D6 and likely panic and run.  
GMs will note that ordinary horses in the Jolrhos 
Bestiary take increased presence attacks from sur-
prise, which a thunderbolt certainly qualifies as.  The 
storm will be accompanied by a Rainstorm (see 
above) and all of its effects.  This tends to prevent 
forest fires, but the GM might rule a fire results in 
any case.  If so, it ought to be one that moves away 
from, not toward the Ogre Steading or this will be a 
short adventure. 

 

TERRAIN DETAILSTERRAIN DETAILSTERRAIN DETAILSTERRAIN DETAILS 
 
PAMELIA LAKE: This small lake is a beauty, set like a 
mirror against the mountains and forest.  On the far 
east end there is a marshy area, shallow and choked 
with reeds, but the lake deepens rapidly to about 
twelve feet deep a the lowest point.  The water is ice 
cold and fed by an underwater aquifer from parts 
unknown, as well as several small creeks down the 
ridges and rainwater on regular occasion.  Some-
times the lake will freeze over partially, if the tem-
perature level ever reaches -2 or lower.  It takes 
three full days of that temperature to form ice thick 
enough to walk on naturally.  There are plentiful fish 
in the lake and some fresh water herbs. 



THE RIDGES: A U-shape of high ridges surrounds 
Pamelia Lake on three sides, with higher mountains 
yet beyond the east side.  The ridges are six hundred 
feet high at the tallest point around the lake, and ta-
per down to the main forest level at the western 
sides.  They are rocky and steep, with tall trees 
clinging to the sides.  It does not take a climbing roll 
to get up to the top, but it does take a lot of time 
and effort.  Just getting to the top uses up long term 
endurance (20 minus the character’s Constitution 
score) and takes an hour of scrambling.  No normal 
mount can be ridden up the side, they have to be 
led.  The sides of the ridges facing the lake have had 
most of the trees stripped from them, denuding the 
areas closer to the Steading.  Although stumps and 
some logs remain, there just is not much cover on 
the way to the Steading for hundreds of yards. 

 
    The logs were used to build the Steading and the 
Ogre Lookout towers as well as for firewood and 
various other basic needs.  PCs being smaller than 
ogres can hide behind logs and move carefully, but 
will stand out to the ogre infrared vision and thus 
cannot find a lot of cover.  It will take a good plan, 
luck, or a lot of surprise to make it close without 
being spotted.  Because the ridges have been so 
stripped of trees, the lake side is -1 to all forest 
herbalism rolls. 

 
THE RIDGES: A U-shape of high ridges surrounds 
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CRAGSTEAD: The GM has two choices for this vil-
lage.  The first is to use the village as a resource for 
the player characters, in which case it is a small vil-
lage with about thirty people living in it.  There is a 
blacksmith who can work ordinary metal, a leather-
worker, a tailor, and a woodworker (all 12- skill).  
There is also a hunter named Ben Shanter who will 
give the PCs a general idea of the surrounding area 
but he will not leave the village to act as a scout as he 
fears for the town and needs to stay close to supply 
food.  This town does not have very many resources 
and cannot buy treasures or repair magic items.  It 
will offer food and simple repairs as well as a place 
to rest and heal.  So far the Ogres have left the vil-
lage alone because it is not worth their time.  It has a 
simple stockade barrier around it and the villagers 
have simple weapons and bows. 

 
   The second choice available to the GM can be used 
even if the first is, initially.  The village can be sim-
ply ruins, a destroyed habitation where the Ogres 
struck early.  This can happen between trips for the 
PCs, with them out scouting only to come back to 
smoldering ruins and corpses of villagers. 

 

AREAS OF INTERESTAREAS OF INTERESTAREAS OF INTERESTAREAS OF INTEREST 
 
1. HERMIT: A Druid lives here in some old elven ru-
ins, trying to stay away from Cragstead, the Ogres, 
and the rest of civilization.  He will try to hide from 
the PCs by hiding under his bed, but if he has to help 
them to make them go away, he’ll heal them com-
pletely and cure any ailments, give them a very basic 
idea where the Ogres are, and tell them to go away.  
A lot.  If they won’t leave, he will turn into a raven 
and fly away. 

 
 



   The Orcs of the Ogre Fang have a powerful chieftain 
named Stormfist and two shaman called the Twins.  
They also have a blacksmith who makes weapons and 
armor for the clan just named The Orc Smith.  The 
rest of the clan consists of female and male orcs of 
combat age and a dozen children too young to go to 
war.  The children run around naked and filthy, 
kicked by the adults and basically scavenging for 
food.  Both male and female orcs go to war, and 
there is no discernable difference in terms of 
strength and endurance between the two. 

 
   The Ogre Fang Orcs are well equipped for a small 
orc tribe, as Nosnra makes sure they get the goods 
they need to be a fighting force.  Ogres don’t care 
for ranged weapons, so the orcs all train with heavy 
longbows.  They also carry a medium shield on their 
back and a bastard sword (used one-handed) beneath 
it across their back.  Each orc goes armed and ar-
mored at all times, with an arrow bag containing 30 
arrows.  The orcs aren’t paid in money, they are 
paid in captives and equipment which is more useful 
to them and prevents them from going elsewhere for 
the time being. 

 
   At any time the PCs arrive at the camp, there are 
3D6 orcs present, the rest on patrol hunting, or on 
guard duty on the lake.  The wargs have very keen 
senses and sneaking up on the camp will be very dif-
ficult.  The orcs will not take prisoners, nor are they 
told to.  They eat their captives and kills, and throw 
the bones to the wargs. 

 
4. EYE IN THE DARK: This is a cave which leads to a 
narrow, winding tunnel all the way through this sec-
tion of the ridge.  It is a handy way of moving 
around into the main Steading area without disturb-
ing the orc camp.  However, living in the tunnel is 1 
Evil Eye per 2 PCs, rounding up.  They wander the 
tunnel hunting rats, bats, and small creatures that 
pass through and are very hostile.  Because nothing 
of value has been carried by their prey, this tunnel is 
devoid of treasure.  Each phase of combat with an 
Evil Eye there is a 14- chance of another evil eye 
joining in, until the full number has arrived. 

    Not far from the hermit’s home is an old, over-
grown orchard from the elf days, containing various 
good to eat fruits and some Lammang mushrooms 
that will render 3D6 days of rations total for D3 
hours gathering effort.  

 
2. SCREAMS: At this point on either side of the main 
trail into the valley and Pamelia Creek stands a patch 
of Scarlet Polyps.  They let out a horrific scream any 
time anything gets too near them, deafening the in-
truders and alerting the orcs.  Should this happen, 
Stormfist will send a troupe of two wargs and six 
orcs from the Orc Camp.  They will take a minute 
to reach the polyps, but will not get near enough to 
set the annoying plants.  There are three on either 
side of the creek and trail.  

 
3. ORC CAMP: This is a settlement of crude huts that 
the orcs of the Ogre Fang built to guard the lake en-
trance.  The ridges are steep and difficult enough to 
move over that Nosnra expects the primary assault, 
when it comes, to be up the main pass and around 
the lake.  There are 24 adult orcs here in this small 
encampment and they have begun building a stock-
ade around the huts to provide a bit of security.  The 
camp is split in two parts on either side of Pamelia 
Creek connected with a bridge.  The creek is easy 
enough to wade at this point and can be crossed 
without the bridge, it’s just drier and warmer to 
have it.  The orcs live in mud and thatched huts with 
pine boughs woven for roofs and hides hung over the 
door. 

 
    The camp has ten such huts built, four on the south 
side and six on the north.  The rest of the area on the 
south is taken up by a pen made of wooden stakes 
and wire that holds up to ten feral wargs.  There is 
an open area in the middle of the north section that 
has a huge firepit where food is cooked for the whole 
camp.  A dock is on the south side with several cora-
cles the orcs use to paddle around and patrol the 
lake. 



5. OGRE LOOKOUT: These two spots are large tim-
ber structures made of heavy logs built into a simple 
tower.  Atop each tower is a large platform where 
an Ogre sits with a horn, watching out for trouble.  
Ogres are not the most disciplined creatures on 
earth, and thus the one in question is asleep on an 8- 
chance, and otherwise has -1 perception rolls be-
cause it is not paying attention.  If the Ogre notices 
something out of the ordinary or troublesome it is 
supposed to blow the horn and alert the rest of the 
Ogres.  However, unless it is something obviously 
catastrophic like a wave of dragons coming over the 
lake or a huge army, the ogre has an 11- chance of 
simply climbing down to investigate and deal with 
the problem solo. This watch is changed once every 
six hours, four times a day.  If the new watch finds 
no Ogre, he will look around to find out if its just off 
fishing or something, then blow the horn in D6x10 
minutes. 

 
    If an Ogre blows the lookout horn Nosnra will send 
a patrol of Ogres to investigate.  In D6+6 minutes a 
number of ogres equal to the party plus a Shaman 
riding a War Mammoth will arrive from the Stead-
ing.  However, since the ground here is so cleared 
out, the patrol will be easy to spot leaving the Stead-
ing and moving toward that location.  The patrol has 
instructions to take prisoners, and if the Shaman 
makes his INT roll and can manage to control the 
others, they will try to do so, using non killing at-
tacks. 

 
6. SWAMP: The marshy area by the Steading is a shal-
low bog of muck and reeds.  It is left alone by the 
Orcs and Ogres both, as it contains a pair of Water 
Spiders.  The spiders have the only low area in the 
reeds built with a nest underwater, and hunt any-
thing that comes close.  Although the ogres could 
kill the things easy enough they like them and treat 
them like pets, throwing meat and prisoners to the 
spiders.  The spiders naturally have no treasure. 

7. DRYADS: Three Dryads live in this area, and if any-
one wanders through, they might take notice.  They 
will attack any PC that is wantonly destructive or 
burning trees, any Ogre that they see, or anyone 
who is harming someone they perceive as innocent 
(such as a really annoying PC who pushed a party 
member too far).    

 
   On the other hand if any male party member has a 
comeliness plus presence of 28 or more and neither 
stat is below 10, they’ll show up and begin to flirt 
with him, trying to compete and get him to stay 
with one of them “a while.”  They will cry a lot and 
try to make the guy feel guilty if he chooses to leave 
but won’t get violent unless one of them is hurt.  If 
he chooses to stay, ask the player for his sheet.  If he 
protests, tell him he can walk away; if he stays...he 
stays. 

 
   The Dryads will also help any group that is in obvi-
ous need, such as wounds, people being carried on 
litters, and so on.  Although a bit out of the way, 
PCs may realize this is a good place to come back to 
in an emergency. 

 
   The Dryads are virtually impossible to spot if they 
want to hide or haven’t taken an interest in the PCs, 
but an herbalism roll by 5 will spot a Dryad’s tree 
and she’ll say hello if someone investigates it without 
causing harm.  The others will then be too curious 
to avoid coming out to see what’s going on. 

 
   They don’t know much about the area, except that 
there’s a wonderful spring nearby and Ogres and 
Orcs have moved in and are causing damage to the 
forest. 

 
8. HERBY: Although herbs grow around this area with 
their normal frequency, there are areas on the map 
where the herbs are particularly rich.  In these spots, 
any herbalism rolls are at +1 and any time herbs are 
found, one additional dose is discovered. 



9. MAGICAL SPRING: Although the ogres have not 
found this spot, a magical spring is located here.  
The trees and plants are unusually lush and healthy 
around this spot, growing even taller and larger than 
normal.  There are also usually creatures nearby 
here, roll below for an encounter: 

ROLL RESULT No. 

2 Water Elemental 1 

3 Death Orb D2 

4 Earth Spite D3+2 

5-8 No Encounter - 

9 Water Spite D3+2 

10 Mudling D3 

11 Rockpile 1-2 

12 Earth Elemental 1 

    The fountain is magical, and anyone who drinks 
from it not only finds the water very tasty cold, and 
refreshing but has all of their Endurance (and mana) 
healed, and further rolls below on the table for the 
magical results: 

    This magical effect will only take place once a day, 
and any subsequent drinks will only result in another 
tasty drink of ice cold spring water.  The water will 
not remain magical in storage, it loses its magic in 1 
minute after being removed from the spring. 

ROLL RESULT 

1 Heal all Long Term END and Long Term Mana 

2 Cure all ailments, lost Body and lost Stun 

3 Aid Strength D6, fades 5 points per 6 hours 

4 Aid Dexterity 1D6, fades 5 points per 6 hours 

5 +1 to all skill and to hit rolls for the rest of the day 

6 1D6 luck for the rest of the day 

10. RUINS: Elven ruins stand here in the forest.  
There was once a temple here, a structure of great 
beauty.  The priest was a corrupt man who molested 
his young charges over the many long years.  When 
the humans invaded, he fought hard and long but 
was slain and his temple destroyed.  The priest died 
without repenting or facing justice, and now his 
spirit haunts these ruins as a Specter.  In the ruins of 
the temple there are 2D6 silver in old elven coins, a 
large patch of Ansark bushes with D6+2 doses of the 
herbs, and a Goblet of Preparation hidden under the 
ruins of the altar.  The ogres are aware of the ruins 
and the specter but want no part of a magical ghost.  
The Specter wants to die, and to this end attacks 
everyone who comes near hoping to be defeated. 

 
11. SHELTER: This is a shallow cave set in the side of 
the ridge, there is enough room for six people and 
three horses to hide inside out of the weather.  
There is enough brush and fallen logs slid across the 
entrance to make it difficult to spot from the lake (-2 
sight perception rolls).  There is plentiful firewood 
nearby, and this is a good spot for the PCs to make a 
camp to assault the Steading from, if they happen to 
find the shelter. 

 
12. LOOKOUT PEAK: This towering peak has a path 
that winds up its side all the way to the top.  At the 
top of the peak, long ago the elves built a platform 
with a railing that grants a spectacular view of the 
entire area.  Characters from this height can see up 
to twenty miles in every direction although weather 
will reduce this.  Any time there is cloud or precipi-
tation, Lookout Peak is under medium fog because 
the cloud level is across it.  Conversely, if there is 
fog, Lookout Peak is above the fog level.  Although 
this is a good point to observe the valley, it is so far 
from the steading or any other useful location that it 
is not used by the ogres.  The hike to the top (and 
back down) of this takes half an hour on foot or fif-
teen minutes mounted. 



13. STEADING OF THE OGRE CHIEFTAIN: This is 
a massive timber stronghold made of local felled 
trees.  The ridges and slopes of the mountains 
nearby are all stripped of trees to build this struc-
ture, which has the added bonus of making any at-
tempt to draw close to the Steading difficult without 
being seen.  At night the Ogres have perfectly fine 
eyesight, so that cannot be used for cover.  How-
ever, rain, snow, or fog would serve for cover to 
reach it safely. 

 
    Near the Steading three mammoths wander around.  
They are tame to the Ogres but are unfriendly to any 
intruders.  If a mammoth is encountered, it trum-
pets a warning and attacks unless facing ten or more 
foes.  These are the mounts of the ogres, although 
only the Shaman and Nosnra get to ride them.  
There are no stumps or logs around the immediate 
area of the Steading, it has been completely cleared 
and there is no cover.  Outside of the steading there 
are always D6 Ogres hauling logs or food, or just 
standing around.  If an alarm is raised, D6 additional 
ogres will arrive in D6 segments to investigate.  
Ogres don’t tend to run for help, but they might yell 
and fight especially loudly hoping others hear. 

 
    For more information on the Steading consult the 
map and key below. 

This surrounding area information is provided for the 
GM in case he wishes to introduce the scenario as a 
story rather than simply drop the party into the middle 
of the fight.  G1 was originally introduced as a conven-
tion adventure, which meant there was no time for 
setup, role playing, or interaction with NPCs, and it 
had no surrounding area to move through. 
 
The party can enter this area, scout around, find re-
sources, spy on the steading, retreat to different areas, 
and get into trouble beyond simply on the “dungeon” 
map of the Steading.  A capable group might be able to 
run through the entire Steading and deal with Nosnra 
and his minions fairly rapidly, but most will want to 
move in, scout, spy around, and pull back to some-
where safe and come back prepared in their own time. 
 
The surrounding area map provides a playground to let 
the PCs accomplish this.  If Cragstead is used as an ini-
tial starting point, the party can meet girls, make 
friends, build some sort of attachment to the people 
and the place, then feel the loss after the Ogres attack 
and destroy it. 
 
This sort of thing helps build motivation and energy 
into the adventure rather than a stale location to stomp 
through looking for enemies.  A fuller surrounding 
area and a storyline, with weather to boot, can make 
the game more immersive and complete  to the play-
ers, particularly if there is an extended time between 
adventure sessions. 
 
And now, The Steading of the Ogre Chieftain. 



THE OGRES OF THE STEADING 
 
Ogres are not stupid, but they are very simple and 
stubborn.  An Ogre will take the most direct and easi-
est path to any goal and are uninterested in subtleties 
and nuances.  For most ogres, tactics are a waste of 
time, they charge in and rely on their toughness and 
strength to win the day.  Ogres are childlike in their 
minds, but not idiots, they are just simple and unsub-
tle.  Nosnra is a conspicuous exception to this rule, see 
his character sheet on page 27.  It should be noted that 
the other Ogres are terrified of Nosnra. 
 
Ogres are brutal, mean, and cruel.  They delight in 
breaking bones and tearing flesh.  They eat captives 
and torture for entertainment, there is little but malice 
in the heart of an Ogre.     
 
Ogres in this scenario are well organized and drilled, 
they have specific orders, but are not very disciplined 
and will tend to ignore or defy orders for the more 
immediate pleasure or excitement.  Ogres are ordered 
to capture and bring prisoners to Nosra alive, but they 
will conveniently forget these orders on an 11-.  Those 
that obey the orders will attempt to use non-lethal at-
tacks until they have to in order to capture their prey. 
 
Unless otherwise specified, all the ogres in the Stead-
ing are dressed in mammoth furs for 2 PD, ED armor 
on areas 9-14.  They will be armed with Ogre-sized 
weapons (see the treasure section on page 37) as de-
scribed in the encounters.  If a weapon is not specified, 
simply give them an ogre club.  Ogres are not above 
biting foes, either.  The average Ogre in this scenario 
has a bag with a variety of odds and ends in it such as 
bones, pretty rocks, and so on.  There also will be: 
 

14-: D6 in D6 copper 
11-: 2D6 silver 
8-: Ogre Grog 

THE STEADING oF THE  
OGRE CHEIFTAIN 
 
The Steading is made of logs three feet thick and stands 
forty feet tall at the peak.  The roof is made of rough 
planks of wood and sap rubbed with dirt.  The result is 
fairly waterproof but unattractive.  The exterior walls 
are three feet thick and have a defense of 5 and take 12 
body to penetrate.  Interior walls are a foot thick and 
have only 8 body. 
 
Ceilings are around fourteen feet up and have smoke-
darkened rafters.  The rooms are generally lit by fires 
or torches in some areas as marked.  Although the 
Ogres coated the roof it still is a damp and cool build-
ing, something the Ogres don’t mind so much but PCs 
will find uncomfortable.  It is one temperature level 
warmer than outdoors at all times, due to fires inside 
and the lack of wind.  The interior ceilings are a uni-
form fifteen feet tall in the rooms against the outer 
wall, and the rooms in the interior are twenty to thirty 
feet.  The Great Hall is thirty feet to the ceiling, but 
twenty feet up is a series of rafters running over the 
room made of rough hewn logs.  Three feet wide, 
spaced every fifteen feet, they form a grid above the 
entire room from which a few wheels are hung from 
with torches suspended from them. 
 
The doors where indicated are one foot thick, five feet 
wide, and eleven feet tall.  They are made of logs 
bound with iron bands and the latch is a simple rotat-
ing affair bored through the wood.  There are no locks 
except as noted in the key.  Doors weigh several hun-
dred pounds and cannot be bashed open.  Hacking one 
down would take a while as well, they are as tough as 
the walls. 
 
The PCs might attempt to burn the Steading down, 
but the wood is so wet it will be a challenge at best, 
and the shaman when alerted will snuff out the fires if 
they can. 
 
The Steading compound contains several buildings, 
most of whom are within a connected structure.  
There is a stockade-style fifteen foot tall wall made up 
of vertical logs with the tops sharpened to points.  
They are the same material and thickness as the exte-
rior walls of the Steading. 



STEADING COMPOUNDSTEADING COMPOUNDSTEADING COMPOUNDSTEADING COMPOUND    
 
1: The Ogre Steading.  This is detailed below. 
 
2: Smithy.  This area contains an outdoor smithy with a 
rough wood roof over it, a large forge and anvil, and 
a huge Ogre working the smithy wearing an apron 
made of mammoth hide cured to 3 PD, 3 ED armor 
on areas 10-15 (front only). 

 
3: Wood.  This covered section is where the wood for 
the entire Steading is stored, dozens of cords of 
wood cut by the Orcs and Ogres when they cleared 
the ridges.  The wood is reasonably dry, but is only 
protected on one side and from above. 

 
4: Mammoth Feeding Trough. The Mammoths are fed 
once a day by Orcs who carry in large supplies of cut 
grass, plants, and tree branches.  This is piled in the 
trough here and usually lasts a full day before being 
emptied. 

 
5: Mammoth Tack.  The mammoths are not equipped 
much when ridden, but reins are attached to their 
tusks and a rough saddle placed on the back.  This 
equipment is stored in this wooden building.  Also 
within it is the rough studded leather armor that  the 
smith is designing for the mammoths to wear into 
combat, but is not complete.  It looks like a huge 
pile of leather and studs. 

TTTTHE STEADINGHE STEADINGHE STEADINGHE STEADING    
 
Each new room the PCs enter, roll a D6.  If a 1 re-
sults, then roll on the random encounter table for that 
area.  These are not wandering monsters so much as 
the normal traffic of ogres through that part of the 
Steading. 
 
UPPER LEVEL 
This area is above ground inside the visible Steading 
structure. 

RANDOM ENCOUNTERS (areas 1-11) 

ROLL RESULT No. 

1 
A giant visiting Nosra to check on tactics and 
coordinate activities. 

1 

2 
Chief’s wife coming from the great hall to get 
her pet bear from her room (area 7) 

1 

3 
Nosra and two ogre guards going to get tro-
phies from area 6 to show off in the great hall 

3 

4 
Young ogres from area 3 heading through the 
yard to area 18 to raid the pantry. 

D6+2 

5 
Orc patrol coming to get food and report, 
with at least 2 feral wargs.  

D3+3 

6 
Hot headed Ogres heading for weapons room 
(area 13) to fight an impromptu duel. 

D3+1 

1: ENTRY 
   This room is empty of Ogres, but various bits of 
outerwear such as cloaks, capes, and such hang from 
many pegs along the walls.  Noise here might 
awaken the Ogres at area 1b.  In the pocket of one 
of the cloaks is a fist-sized rock containing gold from 
some cave nearby.  There is 7D6 silver worth of ore 
in the stone. 

 
1b: GUARDS 
   Two snoring Ogres, supposedly guarding the en-
trance lie curled up blissfully beside the front gate.  
A cask of ale that is almost empty stands between 
them.  These Ogres are not particularly drunk but 
still are asleep and have a -3 hearing perception roll 
to note anyone nearby. 



1c: WATCH TOWER 
    A ladder made of sturdy logs leads up through a hole 
in the ceiling here where another sleeping Ogre 
slumps against the wall.  Another horn lies on the 
floor next to the ogre for an alarm.  The giant wears 
a pair of armbands denoting great valor in combat 
and favor of Nosra, although plainly he’s out of favor 
now if he’s on guard duty.  The arm bands are worth 
14 silver each, however. 

 
2: SUB-CHIEF’S ROOM 
    This room has a scattering of furnishings: hides on 
the floors, a bear skin on the wall, a chair, a stool, a 
huge chest, and frame with flea-bitten furs piled in it 
that serves as a bed.  Under the furs sleeps an ogress 
that is plainly and very pregnant.  She sleeps fitfully, 
with only a -1 hearing perception penalty.  On a 
shelf six feet off the floor is a beaten copper mirror 
worth 9 sp, and a bone comb worth 5 sp.  Within 
the chest is 98 cp, 32 silver, and a half-eaten deer 
thigh, partly cooked. 

 
3: DORMITORY 
    The youngest Ogres sleep in this room and generally 
keep to themselves to avoid random fist blows and 
insults.  Here 12 young Ogres are rollicking and 
beefy smacks, shouts, and laughter are easily heard. 
All these creatures have weapons and fight as ogres. 
Noise from here is regarded as the kids having a good 
old time.  Ogre youths are no bigger than humans 
although they are built like a brick building.  Thus by 
wearing the young ogres’ garb, with suitable pad-
ding, the party could pass as the youngsters.  A dis-
guise skill will help this along, and help to defeat 
perception rolls that might see through the decep-
tion.  The clothing gives a +1 roll to disguise at-
tempts. 

 
4: BARRACKS 
    The snores of two soundly sleeping Ogres can be 
heard among the 10 beds and 10 chests in this room. 
There are items of clothing hanging from walls and a 
couple of torches are smoldering in wall cressets. No 
treasure is in the room, save 11 cp scattered in the 
first chest searched. 

5: MAID’S CHAMBERS 
   Four Ogresses are in this room, and there are the 
usual furnishings about the place. Only the nasty old 
matron (full strength like an Ogre) is inclined to 
fight, but she dominates the others. If the matron is 
slain, the three others do not fight, and even cooper-
ate with the party by describing rooms 8, 9, and 10 
(the chief’s sanctums) and telling how to get there 
safely if they are allowed to have the matron’s hoard 
of treasure. In an iron chest under the matron’s bed 
are three bracelets (worth 5D6 sp each), 30 cp, and 
4 potions (Healing x2, Oil of Sharpness, and Greater 
Healing). The maids do not particularly want the po-
tions. 

 
6: HALL OF THE CHIEFTAIN 
   Numerous interesting things fill this place. There are 
two tables, five chairs, two stools, and rugs, hides, 
and skins on the floors and walls. The tables have 
pottery flagons and platters on them, and pots and 
kegs are all about the place. There are trophies on 
the walls: heads (various animals and monsters), 
skulls, skins, and some arms and armor. Directly 
across from the fireplace are eight shields, one of 
which is a Shield of Warding. There is a brass jar on 
the mantle of the fireplace, but it has no value. A 
skull there is also valueless, but inside is a large tur-
quoise worth 20sp. (One of the kids was playing 
with it and stuffed it inside the skull, and it has been 
forgotten.) 

 
7: CHAMBER OF THE CHIEF’S WIFE 
   Solka, wife of the chief, is initially in the great hall 
(area 11) but this room contains her pet cave bear 
which acts as a guard and will immediately attack 
any intruder, for it can smell the person at the door. 
The bear makes no noise.  There is a bed, small ta-
ble, chair, stool, two chests, a coffer, and rugs, 
hides, and the like in the chamber. The chests con-
tain only clothing, as she wears her jewelry, but hid-
den in the straw mattress is a leather pouch with 29 
gems in it: one jacinth (50 sp), three emeralds (10 sp 
each), four topaz (5 xp each), eight amethysts (8 cp 
each), five zircons (5 cp each), and eight agates (1 cp 
each). 



8: CHIEF’S CHAMBER 
    This room is hung with rugs and skins and there are 
hides on the floor. There is a bed, two chairs, a small 
table with a tun of cheap wine on it, an old shield 
and some of the chiefs weapons (in the corner), a 
chest with his clothing, and other clothing hanging 
on pegs. A thick chain (for his cave bear) is set into 
one wall. Nothing of value is in the place. 

 
9: ARMS ROOM 
    This is the location of the better trophies and per-
sonal armor, shields, and arms of the chief. There 
are also four huge fur capes. Although there is no 
real value to most of the items herein, there are five 
Lightning Javelins wrapped in an old rag which is 
stuffed under a cloak thrown into a far corner and 
shielded from sight by ogre sized three spears and an 
ogre club leaned against the wall in front of it. Of 
the other dozen or two items in the place, only one 
of the capes, a Ravager fur (worth 20 sp) has any 
value to the party.  

 
10: SMALL DINING ROOM 
    This room is also used for the council meetings of 
the chief. It contains a long table, a great chair, a 
lesser chair, and six stools. There are several shelves, 
a smaller table and chair, and some miscellaneous 
items (a mug, some paper scraps, an old knife, a 
rock paperweight, etc.). There are hides on the 
walls and floor. The secret door to 10a is merely a 
hidden door concealed behind a manticore hide hung 
on the wall. A rough skin map of the area, showing 
past and planned raids, hangs on the wall opposite 
the fireplace.  

 
10a: SECRET STAIRS 
    Several scroll tubes are concealed in this room, un-
der a stack of logs in the alcove to the northwest. 
Only one tube has anything in it, this one being 
sealed and marked with a triangle drawn around a 
“Y.” Inside is a set of instructions on the next raid, 
written in giant, and signed “Eclavdra.” Also in the 
tube are the plans for the Steading, but this plan does 
not show the lower level. Note that the steps lead to 
the secret area at the dungeon level (areas 29-33 of 
the lower level) 

11: LONG HALL 
   This 80-foot long passageway is dim, shadowy, and 
generally deserted and ignored, for all of the feasting 
and fun is beyond in the Great Hall. A few torches 
burn smokily along either wall. 

 
GREAT HALL 
   This place contains trestle tables, benches, stools, 
and so forth. To the north of the fire pit (where a 
whole ox, two sheep, and four pigs roast) is a higher 
table where the chief, his wife, three giant visitors, 
and the sub-chief are seated.  On the wall directly 
behind the chief is an Arbalest that Nosnra can crank 
and fire once a phase.  Impaled in the wall by it are 
six quarrels. Barrels and kegs of ale, beer, and mead 
stand here and there. All of the tables are full of vari-
ous sorts of meat, cheese, bread, and drinking con-
tainers (horns, mugs, cups, etc.). There is singing, 
talking, laughing, shouting, arguing, wrestling, jok-
ing, and the like going on, so the place is a veritable 
din of noise. The following creatures are present in 
the hall at any given time:  

 
• Nosnra the Chief 
• Solka, the Chiefs Wife  
• Grosh, the Sub-Chief 
• 20 Ogre Revelers  
• 3 Ogre Shaman 
• 1 Giant  
• 8 Orcs working as servants  
• Nosnra’s Cave Bear Throat-ripper. 

 
   Each Ogre wears 1-4 pieces of jewelry worth 2D6 
sp each. Each orc wears 1-2 pieces worth D6+1 sp 
each. The sub-chief, the chief, and his wife each 
wear 4 pieces worth 10-60 sp each. The chiefs pet 
bear wears a collar studded with six small rubies 
(total value 70 sp). 

 
   Note that various Orc servants will be entering and 
exiting the Great Hall from the west, bringing food 
and drink from the kitchen (areas 17-18). 



RANDOM ENCOUNTERS (areas 12-25) 

ROLL RESULT No. 

1 
Orc servants rushing to get shields from areas 
12 or 13 to use as platters 

2D6 

2 
Two Ogres staggering off to sleep off a 
drunk, heading to area 15 or 16. 

2 

3 
Ogres from the great hall going to check on 
the guards in area 1a. 

D3 

4 
Giant from area 11 going to get some fresh 
air to clear his head. 

1 

5 
Ogres going to relieve themselves, fighting 
at -1 CV due to discomfort 

D6 

6 
An Ogre with a number of Steppenwolves 
going to the Great Hall to show them off 

D6+1 

12: ARSENAL 
    Herein are 30 plate helmets, 26 medium shields, 22 
spears, nine clubs, and three great axes, all are Ogre 
sized weapons of little use to the PCs. 

 
13: WEAPONS ROOM 
    Spears, shields, clubs and axes are abundant here-no 
fewer than 12 of each (all sized for Ogres, of 
course). There are four great swords, two huge iron 
maces, and a sheaf of 6-foot-long spears that Ogres 
use for javelins. All shields are against the walls lined 
up like a display. One other hammer is out of sight 
in a corner, only noticed by close inspection. This 
weapon has been enchanted to say “Here’s a kiss for 
you, stunty!” (in Dwarven) each time it is used to 
attack a Dwarf.  This is a Star Iron Dwarfbane Hammer 
that is the prized possession of the Sub Chief, but 
Nosnra won’t let him carry it around. 

 
14: MAIN GUEST CHAMBER 
    The Giant (now at the Great Hall) is lodged here. 
There are three huge fur piles for beds, four chairs, 
four stools, seven chests, and two tables in the 
room. Various skins and hides cover the floors, sev-
eral hang on the walls, and there are giant’s gar-
ments on several pegs. All found are worthless, as 
are the contents of all chests and the four bags 
tucked under the beds. One torch burns smokily in 
the west end of the room in a wall sconce; at the 
other end is what appears to be an unlit torch, but it 
is actually a Felsteel Ogrebane Greatsword (Giant 
sized).  The Giant brought it along in case he had to 
discipline the Ogres, or they got out of hand. 

   If the torch is grasped, the illusion (images vs sight -
2 PER) is dispelled and the torch becomes the han-
dle of the sword. 

 
15: COMMON ROOM 
   The place has 12 cots, 10 boxes, four stools, one 
table, two benches, and various odds and ends, all of 
which are of absolutely no value. A small chest on a 
stool in the northeast corner of the room contains 
some dwarven and elven ears, and one of them con-
tains an earring set with a gem (of 1 sp value). 

 
16: SHAMAN ROOM 
   This place is almost identical to area 15, with a few 
cloaks, some hides on the floors and walls, and so 
forth. However, half of the room is set aside for Sha-
manistic work, with a kettle to brew herbs and po-
tions in, a few circles on the floor for communing 
with and summoning spirits.  There are potion-
making supplies for brewing Ogre Grog and ten 
doses of the stuff here, plus D6 Renk nuts and 2D6 
other random forest and mountain herbs. 

 
17: KITCHEN 
   This is a well equipped kitchen with counters along 
the walls, several tables, benches, a stool or two, 
and various items for cooking and baking (pots, ket-
tles, bowls, knives, forks, spoons, ladles, spits, and 
so forth). There are 19 orc servants about the place 
who will run away from any strong looking party. 
The five ogress cooks and 5 young ogre servants will 
also run, but they will call for help. There is nothing 
of value. (See area 18, below for further details of 
the items about the place). 

 
18: KITCHEN WORKROOM 
   This is also a ready storage area and eating place for 
servants. There are three tables, a long counter, 
stools, benches, and kitchen gear about. There are 
numerous sacks, boxes, and barrels containing flour, 
dried meal, dried fruit, honey, etc. Various cheeses, 
smoked meats, and sausages hang from the Rafters. 
There are several casks and tuns of ale, beer, mead, 
and wine. Loaves of bread are stacked on one table. 

 
18A: STORAGE ROOM 
   This storage room holds more provisions as above, 
as well as the stairs leading to the lower level. 



19: OGRE SERVANT’S QUARTERS 
    This large common room has various sizes of cots, 
tables, chairs, stools, and the like. It is cluttered 
with old clothing and junk. In it are six ogress maids 
(non-combatants) and a large Ogre warrior, who 
will immediately do battle in order to show off for 
his admirers.  This is the Ogre Hero, and he will not 
raise a cry for help or retreat.  He wields two weap-
ons at a time, including the Warg Whip that all ani-
mals fear greatly. 

 
20: ORC SERVANT’S QUARTERS 
    This hall is a messy and smelly place filled with pal-
lets and junk. All but two of the servants are work-
ing elsewhere, the two in this place being too in-
jured (since giant kicks break bones) to labor. They 
will pretend to happily aid a party which will spare 
there lives and set them free, but will betray them at 
the first chance.  They are at half body and stun and 
disabled so that they move half speed (4”).  They 
know the layout of the Steading fairly well and will 
guide the characters to the greatest gathering of 
Ogres they can think of (probably the Great Hall). 

 
21: SCOUT ROOM 
    Several of the Ogres are used as scouts, they are the 
same as other Ogres but have concealment and sur-
vival at 14– and are more disciplined than the other 
Ogres.  If these were killed, Nosnra could not re-
place them for months at the earliest.  There are 
three present, and two out at work.  Each one has a 
bundle of herbs on them (2 doses Renk, 1 dose Bry-
ony, and 1 dose Fofhan), a bottle of Ogre Grog, and 
2D6 silver.  They travel light and are some of the 
few Ogres that learned to use ranged weapons.  
They are armed with slings and daggers.  However, 
unlike the other Ogres, they wear no armor. The 
scouts are playing a dice game when the PCs arrive, 
with 81 sp on the table as stakes. 

 
22: OPEN COMPOUND 
    D6+6 Feral Wargs run free here, and they will im-
mediately attack any non-resident entering their 
area. If they see the whip (area 19), however, they 
cower and make no sound, but otherwise they bark 
loudly and bite! 

 
 

23: GUARD ROOM 
   There is a huge horn to wind to call the dire wolves. 
It rests upon the small table in the center of the 
room. There are eight stools and two benches along 
the walls. A sheaf of 18 ogre sized spears is by the 
door. A line of seven ogre-sized medium shields and 
four ogre clubs stands along the south wall. No crea-
tures are in the room. 

 
24 and 25: BARRACKS 
   This room contains 10 beds, 10 chests, 10 stools, 
two tables, one bench, and miscellaneous junk. 
There a few hides on floors and walls. Several bro-
ken weapons and dented helmets are strewn about. 
The place is deserted. 

 
25a: SERGEANT’S QUARTERS 
   This alcove off the barracks belongs to the sergeant 
of the guards who is now feasting. There are three 
chests in this area, all filled with clothing and equip-
ment for the troops and himself. A sack on the wall 
holds Ogre-sized boots, and one at the bottom holds 
13 sp and 8 tourmalines (worth 1 sp each). Another 
sack under the cot contains old (worthless) helmets. 

 
LOWER LEVEL 
This section is a complex left over from an elven struc-
ture wiped out in the war.  Nosnra discovered and 
used as a foundation for his Steading.  Stairs from the 
Upper Level reach this area in two locations.  As the 
area was expanded and enlarged, a small cave complex 
was discovered.  The halls are lit by torches as noted or 
are otherwise dark and dank.  The underground area is 
dripping and wet all the time.  Orcs who disobey or 
are set to work in this level as slaves. 

RANDOM ENCOUNTERS (Worked Areas) 

ROLL RESULT No. 

1 
Ogres enforcers looking to catch and punish 
rebellious slaves. 

D3+1 

2 Rebel Orcs raiding for food D6+6 

3 The Keeper and his pet out inspecting 2 

4 Bear Clan Beastman on break D6+1 

5 Troglodyte Raid 2D6 

6 
Orcs from the upper level bringing rebels 
food and supplies 

D6 



Areas marked B on the map consist of a wall of boul-
ders piled up to give the Orcs a safe place to fire at the 
Orcs from.  There are D6 Orcs there at any given 
time, and if they spot anyone, they immediately give 
an alarm.  See area 19 for description of these orcs. 
 
Areas marked G on the map are guardposts for the re-
bel Orcs.  2 Orcs each are at these locations, see area 
19 for description. 
 
Areas marked W on the map are watch points for 
Beastman guards. 
 
The walls of the worked areas except where noted are 
very well fitted stone that rises in a gentle arch to a 
peak fifteen feet overhead.  The sides are but seven 
feet tall, which is uncomfortable for both the Ogres 
and Orcs, so they tend to stay in the middle of the 
halls.  The walls have carving along the base of some 
sort of vine and along the wall where the arch starts of 
a repeating flower and vine knot pattern.  The corners 
are marked with special corner stones that show the 
coat of arms of a long-gone Perelen ruler.  Floors are a 
tiled pattern of interlocking rings in granite and basalt.  
Age, misuse, and stomping Ogre have dislodged some 
of the inlaid sections revealing the hewn rock beneath 
it.  Magic used to light this whole level, but there were 
sockets for lanterns to be hung from along the walls, 
sockets the Ogres now jam torches into. 
 
1: MARSHALLING AREA 
    This room is primarily meant as the place where 
slaves are rounded up and set about their tasks under 
guard.  It is also used for revels of the off-duty crew 
that works in this lower level.  A few smoky torches 
burn along the walls.  The benches and tables are 
pushed out of the way revealing a floor that is worn 
and scuffed. 

 
 
 

2: CHAMBER OF THE KEEPER 
   The Keeper is a particularly ugly and evil troll, one 
who had one eye burned out by a fiery spell long 
ago.  Wicked and strong, the Keeper is remorseless, 
and is always accompanied by at least one of his pets 
(two Storm Apes) with the other left behind in his 
chambers.  When the PCs first arrive, the Keeper is 
out trying to quell the rebellion of the slave Orcs 
and is not present.  This chamber is built with a plat-
form above the door where the Storm Ape that stays 
behind sits.  Anyone who enters will get a monkey 
on their back in short order, and if it is greatly 
harmed, it will attempt to climb back up to the shelf 
and hide.  In this room is a table with one chair, a 
bed made of furs, and against one wall is a pile of 
crates, barrels, boxes and so on.  A large chest sits 
by the door with torn and broken, bloodstained ar-
mor in it.  This is a trophy box, each piece is from a 
victim the Keeper tore to bits with his claws, but 
none has any other value.  Under a loose stone in the 
floor beneath his bedding is his treasure.  He hol-
lowed out a section of the softer stone under the 
tiles and put an earthenware jar then replaced the 
tiles.  Inside the jar is 54 silver, four gems worth 5 
sp each, four worth 1 sp and four Potions of Water 
Breathing.  Finding the loose stone requires clearing 
the furs away and making a sight perception roll (or 
mechanics roll) at a -2 penalty. 

 
3. CELL BLOCK 
   In the outer guard room are two Bear clan Beastmen 
guards (hp 17,14) armed with morning stars.  Ordi-
narily Beastmen stay with their own kind, but these 
are so impressed by and awed by the Ogres that they 
joined forces, and Nosnra found this job for them, 
working for the Keeper.  If not engaged immedi-
ately, they will raise an alarm by striking a large iron 
hoop hung near the door. If they are prevented from 
doing this and are faced by an obviously superior 
enemy, they feign surrender and direct the oppo-
nents to cell iv. When the party is occupied fighting 
the monsters that await within (see below), the bug-
bears will smite the alarm and flee. In addition to the 
gong the guard room contains a table, two stools, 
torches, and keys to cells i, ii, iii, and v. 



i. a human prisoner, a merchant, now quite insane. 
ii. A human prisoner, an engineer, kept alive to help 
with the excavation of new areas of the dungeon. 
He cannot aid his rescuers, hut he will take ser-
vice.  The man is named Bern, and he has a table 
with a chair and charts, which he works on using a 
charcoal pencil.  He has extensive plans designed 
for the Ogres, stretching under the lake and unsta-
ble to the point of collapse if followed, but only 
someone with absolute direction sense or engi-
neering skill who studied the plans would notice 
this. 

iii. An elf chained to the wall, named Cenewic.  He 
has been beaten and tortured to the point he is out 
of long term END and mana,  and is down to half 
his normal Body.  He will gladly take up arms to 
aid his rescuers and moreover will serve with any 
character that treats him well for one year without 
pay in gratitude for his freedom.  Cenewic will 
abandon any group that is plainly evil or up to no 
good and feel no particular pangs on his con-
science, however.  Cenewic’s gear has been de-
stroyed. 

iv. TRAP! Three skeletons sprawl on the floor, each 
wearing a shiny ring brass) with a large gemstone 
(glass). The Beastman guards will claim that they 
have been instructed to keep these skeletons safe, 
as there is something magical about them. To back 
up their tale, they can point out quite truthfully 
that they have no key to this cell. The lock can be 
forced with ease, but as soon as the cell is entered 
the three skeletons spring to attack with swords 
previously covered from view by dust and dirt. 
Each skeleton has 8 hp. 

v. Large cell with five captured Orc rebels. Three 
others of their number have already been tortured 
to death and eaten, so they will he very willing to 
help any creature promising them escape from the 
toils of the giants. These Orcs can lead the party 
to the rebel hideout (cavern 19) and will see them 
safely past the guards behind the barricade ("B") if 
the characters can handle the bugbear at the watch 
post ("W) to the west of that place.  They are still 
Orcs and are always looking for a way to over-
come, defeat, strip of goods, and eat the party, 
but for now they’ll work for the common good. 

BEASTMAN COMPLEX (rooms 4 to 8): 
   Each of these areas has a few torches and braziers 
burning. A few hides and skins decorate walls and 
floors, while mounds of straw and similar litter 
serve for bedding. Rounding out the furnishings are 
a few stools and small crates, boxes, and the like, a 
scattering of (worthless) personal belongings, and 
tables with scraps of food and odds and ends of eat-
ing utensils upon them. 

 
4: BEASTMAN OUTPOST:  
   This room holds twelve Beastmen, alert and ready 
for trouble.  Each has a spear for hurling and morn-
ing star for close-quarters.  They carry 2d6 cp each 
and wear fur armor (1 PD, 2 ED armor) on areas 7-
17. 

 
5 –7: BEASTMAN BARRACKS:  
   Each of these rooms are small barracks holding 
twelve sleeping Beastmen.  Each is armed with a 
spear and morning star, but they are not wearing 
their armor. 

 
7. BEASTMAN CHIEFTAIN’S QUARTERS:  
   Currently, five Beastmen the chieftain and four lieu-
tenants are sitting around a crude table drinking ale 
and discussing a plan to wipe out the rebel Orcs in 
area 19.  

 
8: BEASTMAN OUTPOST:  
   Six Beastman guards watch this point.  These alert 
fellows are readying for an attack on the rebel Orcs. 
One Beastman ("W") is always at the south exit  
watching the barricade ("B”) to the east. They are 
armed with hand axes and morning stars, and wear 
the same fur armor as the Beastmen in area 4 above. 

 
 



SLAVE QUARTERS (Good Behavior; rooms 9 to 11): 
    These areas have a few smoky torches on the walls 
and moldy straw strewn on the floor. Some crude 
benches are built into the walls. Each door is barred 
from the outside with a heavy iron rod.  Each room 
holds unarmed Orc slaves with very poor morale.  
They will not join a rebellion or assist the intruding 
PCs, but will not fight them either.  These slaves 
have had their spirit broken, which is very pathetic 
in an Orc.  Each room holds 10 plus 4D6 Orcs in it.  
They sleep in heaps of old leather, cloth, and scraps 
of fur.  Unless told to fight, the Orcs will do what 
they are told, although they will not leave the under-
ground area. 

 
SLAVE’S QUARTERS (Unruly; rooms 12 -14):  
    Each area is secured by a barred gate through which 
the bugbears can see. Each set of bars is secured by 
lock and chain as well as bolt. Inside the chambers 
are unlit, have only scanty straw, and are quite noi-
some with unwashed Orc.  Each room holds 10 plus 
4D6 unarmed Orcs.  Each one is a standard Orc, but 
they are not bold enough to rebel (or were caught 
before they could).  Each given Orc has an 11- 
chance to be willing to join the rebellion if given a 
chance, but are unable to at the moment.  They 
know that there’s a haven for the runaway Orcs in 
the caves to the South but they don’t know exactly 
where that lies or what it contains. 

 
15. Torture Chamber: This large area contains various 
implements for torturing prisoners large and small-
an iron maiden, two racks, thumbscrews, iron 
boots, chains, whips, branding irons, strappadoes, 
and so forth. A firepit in the center of the room 
gives it all a hellish light. Out of sight behind the 
large rack to the north, two Ogres doze one wearing 
with a gold chain set with a fire opal in the manner 
of a watch fob (20 sp value as jewelry, 13 sp if dam-
aged). 

16: FACTORY 
   Here the Orc Slaves work when they are not digging 
and expanding the underground complex.  This 
room is filled with a series of long tables at Orc 
height, stacked with wood and pots of pitch and 
rope.  There are planks and stone hammers with 
piles of pegs as well.  Here the Orc slaves make 
torches, benches, tables, chairs, and so on; all the 
materials the Ogres need to make their Steading a 
home.  Two crates of completed torches stand next 
to the door ready to carry up to the Steading when 
the need arises.  This room has two Ogre minders 
and 10+2D6 Orcs working in it at any given time, 
making things.  The Orcs ignore intruders, although 
if commanded to they will assist the Ogres, until the 
Ogres are defeated, then they will go back to work.  
On an 11- these Orcs would join the rebellion, but 
are demoralized and won’t try it on their own.  The 
others don’t want to risk being beaten, tortured, and 
eaten. 

 
 
17a: BLOCKED PASSAGE 
   The rebel orcs have piled finished and rough stones 
before this door to keep it closed. The wooden door 
itself is bound with moldering bands of bronze, and 
a heavy bronze bolt secures it. The corridor beyond 
is disused, dusty, and reeks disgustingly. 

 
17: WEIRD TEMPLE 
   This room is lined with faintly glowing purplish-
green stone, carved with disturbing shapes and signs 
which seem to stare out from the walls and columns 
or shift position when the watcher’s back is turned. 
Touching the walls sends a chill up the character’s 
spine, and contact with a pillar causes him or her to 
become nauseous. At the far west end of the temple 
is an altar of pale, yellow-gray translucent stone. It 
feels greasy to the touch but has no obvious effect 
upon those who touch it. Behind this altar is a flight 
of low, uneven stairs which lead to an alcove with a 
concave back wall of purplish-black glassy-appearing 
substance. If any character or creature stands before 
this wall and gazes upon it for ten seconds, he or she 
sees a writhing amorphous form of sickly mauves 
and violets stretching its formless members to em-
brace the viewer.  This results in an Ego battle, the 
PC versus a Corrupter (18 EGO) that lies beyond 
the veil of dimensions. 



    If the PC fails the battle of wills, then the Corrupter 
will leave a Soul Barb in him and the character will 
black out, reduced to -15 stun and collapsing sud-
denly.  If he wins, then the character gains confi-
dence and is +3 presence the rest of the day.  The 
Soul Barb is a dark, evil presence in the victim that 
causes them to eventually turn on their friends.  
Each combat the character gets into from now on, 
the character has an 11– chance to become enraged 
at his own party and all friendly creatures nearby.  
This will only trigger once, but will last the entire 
combat.  If the character is knocked out, the Soul 
Barb ends as well, although he might have trouble 
convincing his friends. 

 
18: BURIED VESTRY 
    The visible walls of this place bear faint traces of dis-
gusting murals and bas-relief depictions of nasty 
things. A flight of ridged, step-like stones-more a 
ramp than a staircase slants steeply downwards to-
ward the south, but the way is completely blocked 
by tons of stone blocks  and rubble. 

   These Orcs obtain food from raids, supplemented by 
fungus found in a subterranean cave entered through 
the sinkhole in the southwest of the cavern. The re-
bel Orcs have an uneasy truce with the troglodytes 
(see area 20) and materials they scavenge to these 
creatures in exchange for water and fungus. The to-
tal of the orcs’ scavenged treasure is 119 cp, 23 sp, 
and 11 doses of Casrath. If approached in a non-
hostile manner they will attempt to communicate 
with the PCs in Yrch.  If fighting against Beastmen 
and/or Ogres is mentioned, the Orcs are all for it, 
and will invite the PCs in.  If the PCs are obviously 
powerful and especially if they have conspicuous 
magic or a mage in their party, they will be treated 
with grudging respect, or at least neutrally.  If the 
party is weak or uncertain, the Orcs will treat them 
with feigned friendship and barely veiled contempt, 
sending them to do the worst work.  The Orcs will 
take their gear if allowed to, and if the PCs don’t 
stand up for themselves, then they might find them-
selves bound up and the Orcs trying to eat them.  
They hate Ogres, but they are still Orcs. 

 
20: TROGLODYTE CAVERNS 
   A small tribe of troglodytes are forced to dwell 
there. There are twenty males, thirteen females, and 
seven young (half physical stats). The Troglodytes 
grew here long ago and have been making a meager 
existence until recently there came Orc diggers led 
by Ogres.  The Troglodytes realized they were out-
numbered and tried to make a deal with the Orcs 
but they were ignored.  Once the rebel Orcs fled to 
these caves, they found someone who’ll make a deal.  
Now the Troglodytes have some metal weapons and 
tools.  Among the many small caves is an area that is 
festooned with sticky resin and fungal growths in 
which several dozen eggs wiggle and grow slowly.  
This area is protected by two Troglodyte Mutants 
who attack anyone and anything other than a female 
Troglodyte that comes near. 

 
21: FUNGUS CAVE 
   This cave is thick with large fungi of several types, 
including both Lemmang and Maddarch.  Casrath 
grows on the walls as well.  Every day there are D6 
doses of each herb here (minus the rarity of the 
herb) and the Troglodytes tend this garden carefully 
and will try to keep the PCs from poking around if 
they can, but will not be violent.  As it turns out, 
staying out of the area is a good idea. 

29: NATURAL CAVERN 
    This place is part of the large area of natural caves 
and caverns upon which the ancient builders of the 
dungeon stumbled in their excavations. It is now 
inhabited by seventy-eight escaped Orc slaves, rebels 
against the Ogres, for whom the place is a sanctuary 
The Orcs are armed with clubs, axes, daggers, and 
various cast-off weapons, as well as seven hand made 
slings.  There are three leader-types (+1 overall 
combat skill level) twelve guards of unusual bulk 
(+5 stun and +1 body each), and sixty-three ordi-
nary Orcs.   

RANDOM ENCOUNTERS (cave areas) 

ROLL RESULT No. 

1 Trogg Ball D3 

2 Troglodyte Mutant 1 

3 Troglodytes D6 

4 
Orc Traders moving between area 19 and 20 
with goods 

D6+3 

5 
Roaring and crashing sounds from the crazed, 
imprisoned Mangonels at area x 

-- 

6 
Troglodytes trying to control a berserk Trog-
lodyte Mutant 

D6+1 



    There are two Brain Fungi growing in the cave with 
the other fungus, hidden from view by the many 
other mushrooms, rhizomatic structures, and shelf 
fungus.  The Brain Fungus don’t recognize the Trog-
lodytes as prey, but they will attack any humans who 
enter the area. 

 
22: HIDDEN CAVE 
    This section cannot be reached without swimming 
through the water tunnel.  The section of under-
ground water that heads North is narrow and com-
pletely underwater, at most three feet wide.  The 
wider branch heads West and has about 6-10 inches 
of clearance above the water all the way to the larger 
open cave here. 

 
    Within this cave lies the scattered bones of two 
elves.  They fled to this point trying to escape the 
human armies, and found something worse.  Their 
tortured, frustrated deaths resulted in two 
Gravemists that form and can reach almost anywhere 
in the cave because of how wide their bones have 
spread.  They do not enter the water, but every-
where else they can form and attack.  Also in this 
cave is what killed the elves: a pair of Crypt Wurms.  
The Wurms are of unusual size, each being +3 Body 
and +10 Stun.  They are very ancient, feeding on 
fish and whatever wanders up from beneath or down 
the waterway. 

 
    Scattered about the room are shreds of armor and 
clothing, melted weapons, and treasure.  Each ten 
minutes of exploration, 3D6 copper and D6 silver 
are recovered up to a maximum of 45 silver and 110 
copper in old elven coins.  Each search also will re-
sult in one of these items, roll each time.  If an item 
has already been found, then nothing is discovered 
this time: 

23: PARTIALLY CLEARED CISTERN 
   The well-like chamber at the end of the broad pas-
sage is filled with a deep pool of water. This dark 
liquid is cool and wholesome to drink, and nothing 
monstrous dwells in it. It is an emergency water 
supply fed from a seep in its base. The pool is four-
teen feet deep, and lined with carefully set stones by 
elves long ago.  The Ogres leave this pool unmo-
lested as it is a potential water supply if they are be-
seiged, but Nosra oddly doesn’t seem to care about 
it.  The tunnel to this area has not been worked very 
much yet, just enough to let Ogres through.  Origi-
nally this was a narrow corridor with a seven foot 
ceiling, and the Orcs have been tasked with clearing 
this out when they have any time not busy with 
other work or resting.  Thus, the hallway has been 
widened but is still rough. 

 
24: STORAGE ROOM 
   The chamber is filled with scattered tools for digging 
and stone masonry. There are shovels, pickaxes, 
hammers, drills, chisels, baskets, and so forth, many 
sized for giants but others for smaller creatures. The 
door to the north is locked with a huge padlock (-2 
lockpicking to open, the keys are on The Keeper).  
Note that in case of a conflagration that bums down 
the upper level of the Steading, this area will house 
any surviving ogres. 

 
25: WINE CELLAR 
   The door to this room is also padlocked (-2 lock-
picking to open, the keys are on The Keeper).  In 
addition to several large casks, eleven big barrels, 
and various kegs, thirteen tuns (five gallons each) of 
exceptional wine are stored here. Each has a bung 
seal with a blob of black wax impressed with a 
death’s head. This wine is of fine quality and excep-
tional strength. One quart will make a Ogre reel, 
while a gill (a quarter-pint) will make a human tipsy 
This wine is a gift to Chief Nosnra for his good ser-
vices from the creatures masterminding the attacks 
by the Ogres, although at best the characters can 
only guess at this fact. The wine is black, has a 
slightly earthy smell, and tastes like no other drink 
they have ever tasted. Due to its potency and qual-
ity, it has a market value of from 5d6 sp per barrel if 
characters can transport it safely out of the dungeon 
and back to civilization. 

ROLL TREASURE 

1 Scroll of protection from fire (in arcanum) 

2 Safe Ring 

3 Wand of Dazzle 

4 Brave Talisman 

5 4 small rubies worth 5D6 silver each 

6 
Mithril and emerald earring shaped like a flower, 5D6 
silver value 



26: GALLERY UNDER CLEARANCE 
    This room is part of the human engineer’s plans in 
3ii above.  The Ogres are using Orc labor to expand 
the underground complex, but it is made of rough 
stone not the elegant fitted stone with decorations 
that the elves finished so long ago.  The north face of 
this area is being cleared, and a few tools are scat-
tered about. The place is otherwise unremarkable 
and empty, Note that any Ogres surviving a burning 
of the upper level of the Steading will relocate to 
this room as well as area 24. 

 
27: CHAMBER UNDER CLEARANCE 
    Another unlit and unremarkable place with a few 
tools left laying around.  Note that in case the upper 
level of the Steading is burned to the ground, any 
surviving leader-types will claim this chamber as 
their refuge. 

 
28: This is a storage room with carts, wheelbarrows, 
boxes, tools, and so on that the Orcs use to clear the 
hallways and dig new chambers.  Hidden in the back 
in a sack are 12 gems worth a total of 75 silver that 
an Ogre found and cached here to pick up later.  
Then he forgot where he put them. 

 
29: EMPTY CHAMBER 
    At first glance the whole place appears to be unused, 
but a faint glint of light from the far western wall 
will catch any intruder’s attention. Was that the 
gleam of light reflected from a gem? Entering to see 
what the glitter was will reveal a pile of coffers, one 
tipped so as to spill its contents of (phony) gems and 
jewelry Once any character touches one of the gems 
or coffers, thick iron bars drop from above the en-
trance to trap intruders. These bars are so thick that 
all Bend Bars/Lift Gates rolls directed against them 
have only half the normal chance to succeed. At the 
same time, the bars imprisoning the Mangonels in 
the adjacent room (area 30) lift into the ceiling, al-
lowing these monsters to emerge and attack. The 
unopened coffers hold only quartz and iron pyrite 
(fool’s gold) 

30: MANGONEL DEN 
   This area holds four maddened Mangonels. caged 
here by Nosnra to guard his treasure.  Fed kitchen 
garbage dumped down a chute from above, these 
monsters are wild with rage at their captivity and 
attack any creature if the opportunity presents itself. 
Note that the Mangonels can fire their tail spikes 
through the gaps but cannot force a paw through. 

 
31: MINOR TREASURE ROOM 
   This place is the storage area for the chief’s excess 
coinage. There are seven chests and some empty 
boxes. The chests contain the following:  
• First Chest: bags of coins (130 cp). 
• Second Chest: bags of coins (273 sp) and a scyth-
ing blade trap which inflicts D6 KA damage 
(+1D6 that does no damage but increases the 
chance of disabling or impairing the hand in ques-
tion) to anyone opening the chest without first 
disarming the trap. 

• Third Chest loose coins (714 cp) and an unlabeled 
potion (actually Snakeroot poison). 

• Fourth Chest: twenty-seven copper ingots each 
worth 400 cp. 

• Fifth Chest empty 
• Sixth Chest: eleven ivory tusks worth 10 sp each. 
• Seventh Chest: loose gems (980) of 1 cp value 
each. The lock holds a poison needle trap 
(envenomed with Avens), with another in (empty) 
false bottom. 

 
32: SECRET ROOM 
   This hidey-hole is provided with spy-holes for the 
chief so he can look out upon areas 1 or 29 (there 
are also smaller spy-holes at about five feet off the 
ground which the hill giant has never noticed). The 
two levers set in the west wall of the room control 
the thick portcullises that can block off the entry to 
room 29 or release the Mangonels in room 30. 



33: THE CHIEF’S SECRET TREASURE ROOM 
    Just within the secret door to this room waits a hid-
den pit with a trapdoor cover that snaps shut once 
someone has fallen through it. It covers a thirty-foot-
deep pit with four iron spikes set into the floor, each 
poisoned (type D). The room has various items 
which will immediately draw any adventurer’s atten-
tion:  

 
• Large Chest (-3 to pick; key is with Nosra) con-
taining 23,84 cp. 

• Iron Box (locked -1 to pick, Nosra has key) con-
taining 41 sp. 

• Small Coffer: forty-one 1 sp gems, thirteen 5 sp 
gems, and eight 10 sp gems. Small Coffer: seven-
teen pieces of jewelry (worth 5 sp each). 

     
    In addition, there are three empty and broken 
boxes, and what appears to be a broken barrel in the 
southeast comer. The latter is an illusion (9D6 men-
tal illusion), for it is actually a well-made watertight 
cask which contains a map showing the location of 
the Frost Giants’ Glacial Rift and an obsidian box. 
Inside this latter is a chain of felstone and instructions 
written in large yrchish characters on a sheet of hu-
man skin. The  instructions show that the chain is a 
magical device meant to be looped into a figure-8. 
Thus shaped, it will transport one item up to the size 
of a chest in the circle of the figure-8 to the Glacial 
Rift if one of their number holds the map. Naturally, 
Nosnra will use this to escape if in desperate straits.  

     
    Finally, in the southwest comer of the room is a slab 
of stone weighing 900 pounds that is set in the floor 
solidly.  It does not feel loose, but if lifted it reveals 
more treasure: a quiver of eleven Fine Quality Arrows 
of Accuracy, a Mithril spearhead, and two weapons. 

 
    The first is an Emerald Razor, in a sheath made of 
golden dragon hide. 

 
    The second is Nightscream, wrapped in fenen cloth. 
 
    Both were found in the ruins of the elven building 
here, and both are in this area because Nosnra is 
hoping they can be magically adjusted to his size, but 
until then he doesn’t want anyone to get their hands 
on such powerful items. 

WWWWHAT’S HAPPENING?HAT’S HAPPENING?HAT’S HAPPENING?HAT’S HAPPENING?    
 
WHAT THE OGRES ARE UP TO 
The Ogres have not been this organized for decades, 
and never with this kind of power.  There seems to be 
a source coordinating different tribes of Ogres around 
Morien to attack key targets, crippling trade and par-
ticularly demolishing temples and small villages in out-
lying areas. 
 
What happened was that Nosnra the ordinary Ogre 
cheiftain was possessed by a powerful demon and now 
is a worshipper of Gremory, the Demon Lord.  More 
information on how this came about can be found in 
Nosnra’s description on page 28, but his possessor has 
used the Ogre’s body to bring about an organization 
and tactical intelligence that the brutes were formerly 
lacking.  And the evil has spread.  Nosnra has be-
friended giants and managed to get at least one pos-
sessed as well. 
 
The demon intends to spread fear and chaos, punish 
the worshippers of the Lord, and promote worship of 
Gremory at the same time.  He seeks to find leaders in 
each major organized group of significant power and 
have them possessed, thus spreading the coordinated 
evil across Jolrhos.  To this end, he is sending emissar-
ies to trolls, Cyclopes, and other monsters of signifi-
cant power.  In the meantime, raids by these monsters 
are spreading fear among the humans, demonstrating 
the weakness of the Lord, weakening human rule, and 
contracting the extent of civilized land. 
 
 
 



AAAAN OGRISH DIARYN OGRISH DIARYN OGRISH DIARYN OGRISH DIARY    
 
Assuming the PCs do not cause serious harm or disrup-
tion to the Ogres, this is how they will act as days go 
by. 
 
The first day the PCs enter the Steading, it is as de-
scribed, with a major party going on and a Giantish 
emissary from the Glacial Rift.  The party goes on 
until very late into the night, with wandering Ogres 
as encounters demonstrate.  By morning, everyone 
is asleep and in their proper quarters except Nosnra 
who never sleeps.  He will be in his quarters study-
ing maps and thinking. 

 
The next day, nothing special happens as the Ogres 
sleep off their party and ready for the the next raid.  
Weapons are cleaned and sharpened, armor checked 
and repaired, and gear readied for travel.  The slave 
rebellion goes on unabated in the lower level, and 
Nosnra is unconcerned. 

 
The third day, the Ogres go on another raid at 9 in the 
morning to a nearby town and flatten it, burning and 
killing and capturing captives.  While on the raid, 
every named monster except The Keeper and the 
Sub Chief are gone from the Ogre Steading and only 
3D6+6 total Ogres remain until 7 that night  The 
Orcs lead the captives back to the Steading, taking a 
few to eat in their camp.  The orc rebellion is told 
they have been replaced, all remaining slave orcs 
who did not rebel are put to death and the heads 
thrown at the rebels. 

 
The fourth day the Orc Rebellion is ended by a force 
of Ogres that heads into the caves.  All orc slaves are 
dead and replaced by humans and elves.  Nosnra di-
vides up the loot from the raid. 

 
The fifth day, the Mammoth barding has been com-
pleted, giving Mammoths studded leather armor in 
addition to their already sizable defenses. 

 
Over the coming weeks, more Ogres will join the 
group and more Mammoths will be added to the 
forces, up to ten of them.  Two more shaman will 
join the forces along with 4D6 additional Ogres. 

OOOOGRE DEFENSESGRE DEFENSESGRE DEFENSESGRE DEFENSES 
 
If the PCs enter the Steading and cause problems, but 
cannot finish off the major characters, a few changes 
will take place.  First, the guards will be awake and not 
drunk next time around.  Second, there will be a pa-
trol of two Ogres and two Feral Wargs walking the 
perimeter of the Steading, one on either side, circling.  
Third, the Ogres inside will be on alert, told to look 
out for trouble. 
 
Over the next few days, the Ogres will begin digging a 
trench around the Steading, and in three days it will be 
complete, with water in it  This trench will be 20 feet 
across and ten feet deep.  A drawbridge that is closed 
until someone needs in will be put at the gate.  Stakes 
made from small trees will be placed as barriers on 
either side of the road leading up to the drawbridge, 
narrowing access.   
 
On the fourth day, there will be D6 Orcs with each 
Ogre lookout armed with longbows and 100 arrows 
total to face intruders. 
 

SURVIVOROGRESURVIVOROGRESURVIVOROGRESURVIVOROGRE 
 
If the Steading is destroyed and the information about 
the Giants and Eclavdra is recovered, the PCs have 
technically found out what they needed and done what 
they came for, even if Nosnra survives (not impossible, 
given his abilities).  Any surviving named characters 
from this adventure - including Orcs - will be in G2: 
The Glacial Rift of the Giants in various areas.  They 
also will likely have upgraded equipment to help them 
fight the PCs. 
 
Any survivors that met or saw the PCs will of course 
pass on that information to the Giants, tipping them off 
to who and what type of characters they are, as well as 
any abilities and special equipment they are aware of. 



Ecology: The Beastman Chieftain led his clan to join Nos-
nra’s Ogres when he witnessed them raid with their shaman 

and the mammoth mounts and believe he was seeing gods.  

Now he knows better (although he suspects that Nosnra 

might be one), but he’s pleased serving the powerful Ogres 

and the beastmen follow his lead. 

 

Personality/Motivation: The Beastman Chieftain is a gruff, 
strong personality who leads by the blow to the head and 

kick to the rear end.  He’s a bit slow and dim mentally, but 

he’s keen enough to know how to keep his people in line 

and crafty enough to fool a PC that isn’t careful.  The Chief-

tain is motivated primarily by keeping his clan alive and 

prosperous.  Secondarily he wants personal glory and to be 

honored by his ancestors. 

 

Powers/Tactics: Although he can fight well with bare 
hands, the Beastman Chieftain fights with his brand new 

bastard sword, given him by the Ogres.  He’s pretty good 

with just about any basic weapon, and although his lieuten-

ants are faster, he’s more skillful in combat.  The Chieftain 

uses Mob Stance to fight groups, then swaps out to dash 

rapidly to other targets.  He’ll use his strength and ignore 

most damage, shrugging off minor attacks while he roars 

challenges in his language and Yrch. 

 

The Chieftain will try to protect his fellow Beastmen as best 

he can, trying to draw attacks on himself.  He’s strong 

enough that he can wield his bastard sword and use a shield, 

which he does. 

 

Campaign Use: The Beastman Chieftain would be a boss in 
a lower powered game, but in G1 he’s just a lieutenant.  He 

leads the prison and slave guards to good effect but is not a 

serious threat to the PCs. 

 

Appearance: Bear Clan Beastmen tend to be rather large, 
eight feet tall and very broad.  The Chieftain is even larger, 

nine feet tall and almost round.  He’s a massive figure with a 

huge, roaring voice that shakes the teeth of his enemies.  He 

wears brigandine armor and has a shield painted with a 

dragon that was recovered from a raid on humans.  His hair 

is black as night like the rest of his clan, but the Cheiftain 

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 1 sp each 

BEASTMAN CHIEFTAIN                      Humanoid 
Val  Char   Cost    Roll     Notes 
 25*   STR     10       14-      Lift 800kg: 5D6 

  15    DEX    15       12-      OCV: 5 DCV: 5/7 

  18    CON   16       13- 

 15*   BOD    4        12- 

  10    INT      0        11-      PER Roll: 13- 

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

  23    PRE     13       13-      PRE Attack: 4 1/2D6 

  10    COM    0        11- 

 

   9     PD        4                   Total: 16 (7 rPD) 

   8     ED        4                   Total: 17 (9 rED) 

   4     SPD     15                  Phases: 3, 6, 9, 12 

   7     REC     0 

  34    END     0 

 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; Inherent, 0         0 

            END Cost, Persistent, Always On (*) 

  12      Fur: Armor 3 PD, 5 ED                                          - 

   2       Fur: Life Support vs cold extremes                        - 

   4       Swift: Running 2” (8” total)                                  2 

   6       Keen Senses: Enhanced Perception +2 (all)           - 

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

            Penetration 

 

   -2      Leaping -2” 

   -2      Dexterity Rolls -1 for fine manipulation 

 

Cost    Skills and Talents 
   3       Survival 11- 

   3       Concealment 11- 

   4       Weapon Familiarity: common weapons 

   5       Rapid Attack 

   6       Charge (move up to 7” as a half move) 

  11      Mob Stance (Defense Maneuver IV, and +4  

            OCV for sweep attacks, but reduces movement  

            by 5” and DCV by 2 against ranged attacks. 

  10      Combat Skill Level hand to hand combat +2 

             

Total Powers & Skills Cost: 69 

Total Cost: 152 

 

PTS    Disadvantages 
  -10     Physical Limitation: Limited Fine Manipulatory 

            Ability 

 

Total Disadvantage Points: -10 



Ecology: The Bear Clan Beastmen that followed their 
Chieftain to serve Nosnra used to live in this area until they 

witnessed an Ogre raid and were so awed they came forward 

and offered to serve Nosnra for the rest of their lives. 

 

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

in combat and without mercy.  While they do not eat their 

captives, they rarely keep them alive.  Courage in combat 

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 all of 

them will try to gang up on a single target at a time as their 

chieftain taught them.  However, they have to make an Ego 

roll each phase to stay at this tactic rather than run roaring 

over at the person to hurt them worst. 

 

Campaign Use: The Lieutenants of the Beastman Chieftain 
are capable fighters, but are really no match for the PCs at 

this power level. 

 

Appearance:  
 

Equipment: Bastard Sword 
2D6 silver 

Leather Armor tunic 8-15 

1 Renk Nut 

BEASTMAN (Lieutenants)                      Humanoid 
Val  Char   Cost    Roll     Notes 
 23*   STR      8        14-      Lift 640kg: 4 1/2D6 

  17    DEX    21       12-      OCV: 5 DCV: 5 

  17    CON   14       12- 

 14*   BOD    2        11- 

  10    INT      0        11-      PER Roll: 13- 

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

  18    PRE      8        12-      PRE Attack: 3 1/2D6 

  10    COM    0        11- 

 

   8     PD        4                   Total: 13 (5 rPD) 

   8     ED        4                   Total: 15 (7 rED) 

   4     SPD     19                  Phases: 3, 6, 9, 12 

   7     REC     0 

  34    END     0 

 35*   STN     5           Total Characteristics Cost: 87 
 

Movement:              Running: 8”/16” 
                                  Leaping: 2 1/2”/5” 

 

Cost    Powers                                                               END 
   5       Huge: Growth (1 level) -1” KB; Inherent, 0         0 

            END Cost, Persistent, Always On (*) 

  12      Fur: Armor 3 PD, 5 ED                                          - 

   2       Fur: Life Support vs cold extremes                        - 

   4       Swift: Running 2” (8” total)                                  2 

   6       Keen Senses: Enhanced Perception +2 (all)           - 

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

            Penetration 

 

   -2      Leaping -2” 

   -2      Dexterity Rolls -1 for fine manipulation 

 

Cost    Skills and Talents 
   3       Survival 11- 

   3       Concealment 11- 

   4       Weapon Familiarity: common weapons 

   5       Combat Skill Level: hand-to-hand weapons +1 

 

Total Powers & Skills Cost: 47 

Total Cost: 134 

 

PTS    Disadvantages 
  -10     Physical Limitation: Limited Fine Manipulatory 

            Ability 

 

Total Disadvantage Points: -10 



CAVE BEAR                                                  Animal 
Val  Char   Cost    Roll     Notes 

35*¤  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-/11-/12- 

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

20    PRE     10        13-     PRE Attack: 4D6/6D6 

10    COM    0         11- 

 

13¤ PD       8                    Total: 19 (6 rPD) 

13¤ ED       5                    Total: 19 (6 rED) 

 4     SPD     6                    Phases: 3, 6, 9, 12 

 8     REC    0 

46    END    0 

43*  STN    0          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         0 

            END Cost, Persistent, Inherent, Always  

            On  (¤) 

  25      Bite: HKA 1½D6 (3D6 w/STR)                           2 

  16      Claws: HKA D6+1 (2½D6 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 (hearing)      - 

   2       Keen Nose: Enhanced Perception +1 (smell)         - 

   8       Swift Runner: Running +4” (10” total)                 8 

   7       Fearsome Roar: Presence +10; Offensive Only     - 

 

  -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    Disadvantages 
  -15     Physical Limitation: Limited Manipulatory Ability 

  -15     Physical Limitation: Animal Intelligence  

   -5      Physical Limitation: huge size 

 

Total Disadvantage Points: -45 
 

 

Ecology: Cave Bears are gigantic, particularly brutal bears 
that are quite rare and found primarily in mountainous areas.  

They prefer to stay underground, ranging outside for food 

but hunting in caves and ruins for their meals when they 

can.  These gigantic brutes are the result of Feral Grizzly 

Bears breeding into an entirely new, permanent species. 

 

Personality/Motivation:  While having normal animal mo-
tivations of survival and procreation, Cave Bears are very 

cruel and angry creatures, very difficult to train and pacify.  

A Cave Bear would rather crush someone’s head than give 

them a chance to be helpful. 

 

Powers/Tactics: Cave Bears are very large and powerful, 
they have brutal jaws and powerful claws to rend and crush 

with.  Cave Bears prefer to grab their foe and hold them 

while they bite or tear with their claws, but will swat 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 of many oppo-

nents.  Thus, a Cave Bear will attack groups of players even 

without good motivation.  Cave Bears are almost impossible 

to train unless you are enormously more powerful than they. 

 

Appearance: Cave Bears grow up to twenty five feet tall 
standing on their hind legs, weighing 1600 pounds or more.  

Their fur tends to be a deep black color mottled with brown 

and gray. 

 



CENEWIC                                                Humanoid 
Val  Char   Cost    Roll     Notes 
  11    STR      1        11-      Lift 120kg: 2D6 

  17    DEX    21       12-      OCV: 6 DCV: 6 

  11    CON    2        11- 

   9     BOD   -2       11- 

  14    INT      4        12-      PER Roll: 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: 4 (0 rPD) 

   3     ED        1                   Total: 3 (0 rED) 

   4     SPD     13                  Phases: 3, 6, 9, 12 

   4     REC     0 

  22    END     0 

  21    STN     0            

  35    MANA 5 

   5     MREC  0           Total Characteristics Cost: 53 
 

Movement:              Running: 7”/14” 
                                  Leaping: 2”/4” 

 

Cost    Powers                                                               END 
  17      Magic: 50 points of  nature and ice spells            var 

   5       Elf 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    Disadvantages 
  -10     Vulnerability: x1 1/2 effect flash attacks 

 

Total Disadvantage Points: -10 
 

Ecology: Cenewic is a prisoner of the Ogres, a wood elf that 
was captured in a raid on a nearby village.  Cenewic is a 

weaver, an expert in working Fenen and he was spared at 

Nosnra’s command for this ability.  Originally the Ogre 

Chieftain wanted Cenewic to weave them Fenen armor but 

he soon forgot about it and the elf has languished in prison. 

Personality/Motivation:  Cenewic is helpful and eager to 
be of use, but has very strong principles.  He will not help 

those who are evil or destructive no matter what it costs 

him, but will sacrifice his life to aid those who do good. 

 

Powers/Tactics: While Cenewic is a capable fighter and 
knows some magic, he is no adventurer.  He prefers to stay 

home and work with silk and cloth to produce ever more 

complex and beautiful works. 

 

In combat, Cenewic in this adventure has no armor or equip-

ment, so he tends to stay back and use his magic to support 

rather than attack and heal between fights.  If he gets some 

gear he’ll be right up front to help out, but he’s no match for 

the monsters in this adventure alone. 

 

Campaign Use:  Cenewic represents an ally, someone that 
can help out the players in their fight.  Initially, Cenewic has 

very little stun or endurance, and no mana but he will regain 

it over time (in essence he’s been so mistreated all his long 

term mana is gone). 

 

If befriended he will be a cheap and helpful supplier or 

Fenen armor and other woven goods.  Cenewic can make 

magic items, if he’s given the supplies - but the PCs have to 

supply the points. 

 

Appearance: Cenewic stands about 5’ 3” and weighs 
around 105 pounds.  He will put on more weight once out of 

prison, but at present he’s emaciated and dressed in rags.  

He has thinning black hair and olive skin. 

 

Equipment: None. 

SAMPLE SPELLS 

SPELL NAME EFFECT ROLL MANA 

Barkskin 
2D6, 5 DEF Entangle (as 

armor) 
-3 3 

Bearform Become grizzly -4 4 

Camouflage Images (-2 PER) sight -2 2 

Cornucopia Create food -2 2 

Eagleform Become eagle -1 1 

Nature’s Transit Summon mount -2 2 

Path Lore Analyze paths -1 1 

Shared Sight See through eyes of other -3 3 

Thorncoat 
1 body NND damage 

shield (full damage) 
-3 3 

Endure Cold LS: cold temperatures OIF -1 (2) 

Frozen Bridge Creates 3” bridge of ice -3 3 

Shelter Creates hut -4 (8) 



FERAL WARG                                              Animal 
Val  Char   Cost    Roll     Notes 
 23*   STR      8        13-      Lift 620kg: 4½D6 

  20    DEX    30       12-      OCV: 7  DCV: 7 

  16    CON   12       12- 

 14*   BOD    6        11- 

  11    INT      1        11-      PER Roll: 12-/14- 

  16    EGO    12       11-      EGO Roll: 12-            ECV: 5 

  18    PRE      0        11-      PRE Attack: 3 1/2D6 

  10    COM    0        11- 

 

   9     PD        5                   Total: 13 (4 rPD) 

   4     ED        1                   Total: 8 (4 rED) 

   5     SPD     20                  Phases: 3, 5, 8, 10, 12 

   7     REC     0 

  32    END     0 

  30    STN     0           Total Characteristics Cost: 95 
 

Movement:              Running: 10”/20” 
                                  Leaping: 3 1/2”/7” 

 

Cost    Powers                                                               END 
   7       Huge: Growth (1 level) -1” KB; Inherent, 0         0 

            END Cost, Persistent, Always On (*) 

  20      Bite: HKA 1½D6 (3D6 w/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 if victim  

            has Life Support vs Disease                                        

  12      Tough Hide: Armor 4 PD, 4 ED                            - 

   3       Keen Senses: Enhanced Perception +1 (all)           - 

   5       Keen Nose: Discriminatory Sense smell                - 

   5       Keen Nose: Tracking Sense smell                         - 

   4       Keen Nose: Enhanced Perception +2 (smell)         - 

   2       Keen Ears: Enhanced Perception +1 (hearing)      - 

   5       Keen Ears: Ultrasonic Hearing                              - 

   5       Keen Eyes: Night Vision                                       - 

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

 

  10      Howl: Drain 1D6 Presence; Explosion, Only       1 

            if Presence Attack this phase has any effect 

  10      Howl: Drain 1D6 OCV; Explosion, Only if          1 

            Presence Attack this phase has any effect,  

            Linked to Presence Drain 

  10      Howl: Drain 1D6 Magic Roll; Explosion, Only   1 

            if Presence Attack this phase has any effect,  

            Linked to Presence Drain 

 

Cost    Skills and Talents 
   3       Concealment 10- 

   3       Tactics 11- 

   3       Teamwork 12- 

   3       Stealth 12- 

   5       Combat Skill Level: Hand to Hand Combat +1 

 

Total Powers & Skills Cost: 116 

Total Cost: 166 
 

PTS     Disadvantages 
  -10     Physical Limitation: Limited Fine Manipulatory  

            Ability 

  -10     Physical Limitation: Sub Human Intelligence  

  -10     Psychological Limitation: Loyal to pack C/S 

 

Total Disadvantage Points: -30 

 

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

of magical enhancement of ordinary wolves by Goblin Sha-

mans, working until the creature was big enough to ride and 

smart enough to fight well.  Wargs are rarely encountered 

apart from Orcs or Goblins, and are never found in hot 

climes, no matter who lives there.  Wargs prefer cold or even 

snowy areas, but are otherwise similar to ordinary wolves. 

 

Personality/Motivation: Although not as intelligent as their 
masters, Wargs are quite clever, and beyond typical animal 

motivations as food and comfort, they are cruel and vicious 

creatures who enjoy causing pain and especially fear.  The 

howl of a Warg is an especially chilling and memorable 

sound and they love to use it to unnerve their foes.  Wargs 

love blood more than any other food, especially warm blood 

from a foe crushed in their jaws.  Like ordinary wolves, 

however, Wargs have a great deal of loyalty to their pack. 

 

Powers/Tactics: Wargs are very large for wolves, and their 
bite is proportionately more deadly.  Although a heavily ar-

mored foe can shrug off the worst effects of a bite, it still is 

quite painful and if even a slight amount of blood is drawn 

the foetid rot in the Warg’s jaws will cause a rotting sickness 

that lasts for days unless cured.  Wargs are tougher than nor-

mal wolves as well, and while they share their keen senses, 

also have a howl so bone chilling it reduces morale and even 

combat ability and spell casting ability in all nearby them.  

This effect only works if the Warg succeeds in getting at 

least equal to the target’s presence in a Presence Attack.  

Typically, the Warg will not daunt it’s allies, and the Howl 

also tends to be less effective if used repeatedly. 

 

As Feral animals, these are even more powerful, and signifi-

cantly faster than ordinary Wargs.  They have been magi-

cally enhanced to bite harder, take more damage, and be 

much stronger.  These Wargs are a frightening force that add 

significantly to the Orc threat in G1. 

 

Campaign Use: The Feral Wargs are upgraded more dan-
gerous versions of the ordinary sort to match the level of 

challenge that G1 represents. 

 

Appearance: Wargs are huge shaggy wolves with black fur 
and huge fangs, strong and fierce.  They stand about four 

feet at the shoulder and weigh over 600 pounds.  Wargs are 

very distinctive, as if the most menacing and frightening 

features were enhanced by the shamans. 



Personality/Motivation: Grosh is a frustrated Ogre.  He 
should by all rights be chief, but Nosnra is so much more 

powerful and frightening he’s stuck as subcheif, which 

means he does all the boring work and Nosnra gets all the 

glory and the booty.  Thus, he’s mean and brutal and cruel 

to his own troops and very interested in a way to gain power 

for himself. 

 

Powers/Tactics: Grosh fights like most Ogres: direct and 
mean.  He’ll pick a target and fight it, ignoring all others, 

unless he can’t reach them or they drop.  He will not run or 

surrender, but he’ll listen to offers to help him take over the 

Ogres.   

 

Campaign Use: Grosh is a lieutenant, a more powerful 
Ogre to challenge the PCs, but nothing particularly danger-

ous to face.  He can be a dull and treacherous ally if used 

properly. 

 

Appearance: Grosh is an unremarkable Ogre, although he 
is taller than most and has a long, long mane of hair to the 

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  

  

SUB CHIEF GROSH                               Humanoid 
Val  Char   Cost    Roll     Notes 
 30*   STR     10       15-      Lift 1600kg: 6D6 

  14    DEX    12       12-      OCV: 5 DCV: 4* 

  28    CON   36       15- 

 20*   BOD   12       13- 

   8     INT     -2       11-      PER Roll: 11-/13- 

  10    EGO     0        11-      EGO Roll: 11-            ECV: 3 

  23    PRE     13       14-      PRE Attack: 4 1/2D6 

   4     COM   -3       10- 

 

  15    PD       11                  Total: 19 (4 rPD) 

  12    ED        7                   Total: 16 (4 rED) 

   3     SPD      6                   Phases: 4, 8, 12 

  10    REC     0 

  56    END     0 

 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 to be     0 

            seen; Inherent, Persistent, 0 END Cost, Always 

            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 magical disease    - 

            and temperature extremes 

   4       Keen Nose: Enhanced Perception +2 (smell)         - 

   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 Combat 

 

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 aquatic, and 

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

below the ground anywhere else.  Ogres do not form lasting 

relationships, and barely form clans or tribes without strong 

leadership. 

 

Sub Chief Grosh is a large, powerful Ogre, one that would, 

were it not for Nosnra, be the Chieftain of these Ogres.  He 

is not very bright or tactically inclined, but is very tough. 



Ecology: The Keeper was a friend of Nosnra long before he 
was corrupted, and likes him even more now.  When Nosnra 

moved into this area, The Keeper gladly took the job of con-

trolling the lower level, it suits him well. 

 

Personality/Motivation: The Keeper is endlessly cruel and 
sadistic.  He baits and torments his slaves until they can bear 

it no more, then punishes them for being rebellious.  He de-

lights in torture and brutality, then eating the remains. 

 

Powers/Tactics: In combat, The Keeper is much like any 
other Troll, although he prefers to use the powerful flail 

Nosnra gave him.  He relies on his healing to keep him up 

and fighting while he beats enemies to pulp for later torture 

and eating.  Because of the chain shirt he wears, The Keeper 

is particularly tough even for a troll. 

 

If The Keeper is being beaten soundly, he’ll begin to cra-

venly beg for his life, pleading and weeping and promising 

to change his ways, that he was trapped here by the Ogres, 

that he longs to be in the swamps of his childhood, anything 

to get the PCs to leave him alone.  He’ll use any chance 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, and able to take 

on a group with his Storm Apes.  He also has good rewards, 

when beaten. 

 

Appearance: Trolls are always ugly and horrible looking, 
but The Keeper is even more so.  Missing one eye with hor-

rible scarring around the socket, hunched over to only 8 feet 

tall, and showing jagged, broken fangs and claws, he looks 

like a nightmare.  His scales are black and green, and his 

one good eye glows slightly green. 

 

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

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      0        11-      PER Roll: 11-/13- 

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

  23    PRE     13       14-      PRE Attack: 4 1/2D6 

   2     COM   -4        9- 

 

  12    PD        9                   Total: 16 (4 rPD) 

   8     ED        3                   Total: 10 (2 rED) 

   4     SPD     14                  Phases: 3, 6, 9, 12 

  15    REC    14 

  46    END     0 

 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 to be    0 

            seen; Inherent, Persistent, 0 END Cost,  

            Always On (*) 

   8       Healing: Heal 1/2D6 Body; Continuous, 0 END  0 

            Cost, Invisible to all senses, Self Only 

   8       Healing: Heal 1/2D6 Stun; Continuous, 0 END   0 

            Cost, Invisible to all senses, Self Only 

  25      Regeneration: 1 Body/Turn, heals limbs, from      - 

            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 diseases      - 

   5       Aquatic: Life Support breathe water                      - 

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

   4       Keen Senses: Enhanced Perception +2 (smell)      - 

     

   -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 +1 

   2       Language: Morianic (fluent conversation) 

   6       Combat Skill Levels: Flail OCV +2 

 

Total Powers & Skills Cost: 127 

Total Cost: 259 

 

PTS    Disadvantages 
   -5      Vulnerability: x1 1/2 effect from sight flash 

  -10     Physical Limitation: Missing one eye 

 

Total Disadvantage Points: -15 
 



Ecology: Nosnra was an ordinary Ogre cheiftain, large and 
mean when he discovered a cave in the mountains, an under-

ground complex that was concealed under rubble and ruins 

of an elven building.  In that complex he found an ancient, 

lost shrine to an evil god that included a window of sorts to 

his infernal realm.  It was there, fascinated by the shifting 

colors, that Nosnra met the Corruptor Xenzhalus.  Nosnra 

inadvertantly allowed the Corruptor to cross over into this 

realm and through that transfer, he took control of Nosnra, 

permanently.  Nosnra then had the physical might of an 

Ogre and the demonic power and cunning of a Corruptor, 

which spawned an idea in Xenzhalus’ evil mind.  Now, the 

demons are trying to build the cult of a demon lord in the 

place where long, long ago an elven priest hid his cult.  On 

the spot the temple once stood is Nosnra’s Ogre Steading. 

 

Personality/Motivation: Nosnra is now controlled by the 
Corruptor so greatly he’s just a shell that the demon inhab-

its.  He’s evil and hateful, but in a manipulative, deceptive 

manner.  Nosnra delights in subverting the good and turning 

something beloved and beautiful into something horrible, 

twisted, frightening, and evil.  He constantly is playing his 

Ogres off each other, creating an atmosphere of anger, hate, 

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, tougher, faster, and 

smarter than any mere Ogre, with the resistance to normal 

weapons of a demon as well as many demonic resistances.  

He heals very fast and has a huge, fanged jaw that looks like 

a shark’s mouth.   When Nosnra dies, he’ll erupt with ghoul 

worms which while not very tough hit hard and fast. 

 

Nosnra has several items he’ll use in combat as well, evil 

devices the demons granted him to wield in combat against 

enemies. 

 

Campaign Use: Nosnra is the big boss in this adventure, the 
epic enemy that the PCs have to face and defeat.  He’s dan-

gerous for any PC group that will be challenged by this ad-

venture, but if not killed will be a problem for the future. 

 

Appearance: Nosnra looks ghastly.  His skin is red, he has 
a huge mouth full of jagged fangs, four horns, and glowing 

green eyes.  His body is pierced with horns bursting out of 

his skin at various joints, and is hunched over from his 

eleven foot height to about nine feet like other Ogres.  Nos-

nra wears the flayed skins of his enemies over his armor and 

buzzes with flies and rotting stench. 

 

Equipment: Scythe of Horror 
Cursed Mail 

Doomfire Ring 

Ogre Grog 

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-      PER Roll: 13-/14- 

  15    EGO    10       12-      EGO Roll: 12-            ECV: 5 

  31    PRE     21       15-      PRE Attack: 6D6 

   0     COM   -5        9- 

 

  17    PD        8                   Total: 24 (7 rPD) 

  14    ED        4                   Total: 21 (7 rED) 

   4     SPD     13                  Phases: 3, 6, 9, 12 

  11    REC     0 

  50    END     0 

 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 to be     0 

            seen; Inherent, Persistent, 0 END Cost, Always 

            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 (smell)         - 

   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 magical    - 

            attacks 

  11      Ghoul Worms: Summon Ghoul Worms (53         3 

            pts) 8 total; Trigger upon death, No Conscious  

            Control, D6+2 show up 

 

Cost    Skills and Talents 
   2       Weapon Familiarity: Common melee 

  10      Combat Skill Levels: +2 Hand-to-Hand Combat 

 

Total Powers & Skills Cost: 183 

Total Cost: 328 

 

PTS    Disadvantages 
  -10     Vulnerable: x2 from Presence Attacks by Holy Men 

   -5      Vulnerable: x1 1/2 Body from Holy Attacks 

   -5      Vulnerable: x1 1/2 Stun from Holy Attacks 

   -5      Vulnerable: x1 1/2 Effect from Holy Attacks 

 

Total Disadvantage Points: -25 



Personality/Motivation: Although he is confident, the Ogre 
Hero is not overconfident.  He’s very capable and has yet to 

face a real challenge but is not unrealistic in his abilities.  

Not intelligent, the Ogre Hero is clever in combat, with 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 the champion of 

the Ogre Clan in G1 and is the guy the rest of the Ogres look 

up to and respect.  He can face a large group of people com-

fortably with his speed, durability, and skills.  He’s always 

aware of everything around him, including ambushes, and 

cannot be flanked successfully.  The Ogre Hero dual wields 

his pick and whip, using the whip to disarm enemies and 

intimidate any pets or summoned animals.  He’ll try to focus 

on the best heavy fighter first and leave casters to others, 

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 hitting on ogre 

ladies in the kitchen areas.  He can show up quickly if the 

challenge of all those guys in the hall isn’t enough, but he’s 

meant to be a mini boss on the upper level to challenge the 

PCs as they explore. 

 

Should the PCs defeat the hero early, they can use his head 

as a psychological weapon, it will add 15 to their presence 

offensively when dealing with other Ogres and 25 against 

the Orcs. 

 

Appearance: The Ogre Hero is a less ugly ogre with no 
fangs or long hair, he’s built for combat: nothing to grab.  

He usually wears his armor, although he’ll have the helm off 

when first encountered.  His pick is worn on his back and 

his whip around his waist. 

 

Equipment: Warg Whip (left hand) 
Ebon Heavy Pick (right hand) 

Felstone Plate armor (full suit) 

4D6 silver 

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-      PER Roll: 11-/13- 

  10    EGO     0        11-      EGO Roll: 11-            ECV: 3 

23/43 PRE     13       14-      PRE Attack: 4 1/2D6 

   4     COM   -3       10- 

 

  12    PD        8                   Total: 15 (3 rPD) 

   9     ED        4                   Total: 12 (3 rED) 

   4     SPD     13                  Phases: 4, 8, 12 

   9     REC     0 

  50    END     0 

 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 to be     0 

            seen; Inherent, Persistent, 0 END Cost, Always 

            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 magical disease    - 

            and temperature extremes 

   4       Keen Nose: Enhanced Perception +2 (smell)         - 

   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.  His status has 

risen rapidly so that he’s a hero to all the other Ogres and a 

useful tool for Nosnra, who gave him his equipment.  He 

leads any raid and is first into combat. 



Ecology: The Orc Smith is a powerful orc who would be a 
chieftain if he was not so enamored with his work.  He 

works for the Ogres and Orcs, making items to fight with 

although he tends to work on personal projects more than 

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 with his hal-

berd using move by attacks.  He relies on his plate armor to 

protect him as he fights, and if he’s thrown he’ll direct 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 decent gear for 

the PCs to loot. 

 

Appearance: A huge, hulking figure, the Orc Smith stands 
a head above the other Orcs and is broader than they, barrel 

chested and huge.  He wears his Plate at all times which 

looks banged up and crude but is of fine quality. 

 

The Orc Smith’s Grizzlehog looks like a standard seven foot 

tall pig with huge tusks, except it has plate armor over its 

body protecting most of its vital spots and its tusks have 

been extended and barbed with star iron. 

 

Equipment: Star Iron Plate Armor 
Blood Iron Halberd 

Grizzlehog barding: Star Iron plate, areas 3-4, 8-14; also 

gives +1 DC to tusk attack (spikes) 

4 ingots of Bloodiron 

 

ORC SMITH                                                      Yrch 
Val  Char   Cost    Roll     Notes 
  23    STR     13       14-      Lift 640kg: 4 1/2D6 

  17    DEX    21       12-      OCV: 7 DCV: 6 

  18    CON   16       13- 

  13    BOD    6        12- 

  10    INT      0        11-      PER Roll: 12- 

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

18/28 PRE      8        13-      PRE Attack: 3 1/2D6 

   6     COM   -2       10- 

 

  10    PD        5                   Total: 10 (3 rPD) 

   8     ED        4                   Total: 8 (3 rED) 

   4     SPD     13                  Phases: 3, 6, 9, 12 

   9     REC     0 

  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 PER to be      0 

            seen; Inherent, Persistent, 0 END Cost, Always 

            On (*) 

   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 extremes       - 

  10      Hardy: Power Defense 10                                      - 

   3       Keen Senses: Enhanced Perception +1 (all)           - 

   5       Fearless: Presence +10; Defensive Only                - 

 

Cost    Skills and Talents 
   3       Combat Skill Levels: OCV +1 with halberd 

   4       Combat Skill Levels: OCV +2 with move-by attacks 

   3       Survival 11- 

   2       Language: local trade language (fluent conversation) 

   1       Language: local human language (basic  

            conversation) 

   4       Weapon Familiarity: Common weapons 

   1       Weapon Familiarity: Pole Arms 

   3       Riding 12- 

  42      Follower: Grizzlehog (209 pts) 

   5       PS: Blacksmith 14- 

   7       Spellsmith (blood iron) 13- 

   5       Weaponsmith 12- 

 

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-



PRIEST SPECTER                                       Undead 
Val  Char   Cost    Roll     Notes 
  10    STR      0        11-      Lift 100kg: 1D6 

  17    DEX    21       12-      OCV: 6/7  DCV: 6 

    -     CON    -          - 

  12    BOD    4        11- 

  18    INT      8        13-      PER Roll: 13- 

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

  20    PRE     10       13-      PRE Attack: 4D6 

   0     COM   -5        9- 

 

   5     PD        9                   Total: 8 (3 rPD) (50%) 

   5     ED       15                  Total: 8 (3 rED) (50%) 

   4     SPD     13                  Phases: 3, 6, 9, 12 

   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)             

 a52     Undead: Cannot be Knocked Out (loses no          0 

            abilities) 

  b7      Undead: Does not bleed                                        0 

 c37     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 Cost          - 

            (+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    Disadvantages 
  -10     Vulnerable: x2 from Presence Attacks by Holy Men 

   -5      Vulnerable: x1 1/2 Body from Holy Attacks 

   -5      Vulnerable: x1 1/2 Effect from Holy Attacks 

  -20     Susceptible: Sunlight, 1D6/Phase 

  -10     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 and began 

worshipping a demon lord and through this lost his priestly 

abilities but managed to keep it secret.  The priest used other 

acolytes for the business and rituals of the temple while con-

ducting his own, darker rituals in a new complex he was 

building at the base of the ridge where his temple stood.  

When the human armies arrived in this area, he was killed 

but rose again, accursed. 

 

Personality/Motivation: This particular Specter is moti-
vated by shame and malice.  While he fears finally being 

snuffed out and facing the contracts made with demons, he 

also has an unlife of constant pain and fear, wracked with 

guilt over his deeds and hate toward all life.  Thus, he seeks 

ultimately to be destroyed. 

 

Powers/Tactics: The Priest Specter lost his priestly powers, 
but retained his magical training and demonic rituals, and he 

will use those against any foes.  He’s not particularly clever 

or tactical about it, almost like he’s just going through 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 any approach to 

the Steading from the east more of a risk and an adventure. 

  

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

in color.  He is lit by a greenish glow that seems to come 

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 ½D6 KA continuous  

penetrating 

-3 (<6>) 

Ghostfire D6+1 Hex effect KA  

continuous 

-5 <5> 

Malediction ½D6 KA continuous NND 

plus Drain D6 DEX  

continuous 

-7 <7> 

Mephitic Vapors 3D6 Flash continuous,  

uncontrolled 

-5 (<8>) 

Pestilence Breath 4D6 NND Cone -6 <6> 

Shadow of Evil Darkness 4” pers immunity -4 (<8>) 

Smothering  

Darkness 

Darkness 1” and 2D6 NND 

continuous 

-5 <5> 

Soul Leech 2D6 Body Transfer -6 <3> 

Soul Rend 1D6 RKA NND does body -4 <4> 

Vampiric Storm 2D6 Transfer Body AE  

radius 

-7 <7> 



Personality/Motivation: Stormfist is motivated primarily 
by concern for his tribe’s safety and prominence.  He actu-

ally cares about his fellow orcs, although he shows it by 

weeding out the weak personally and teaching the rest to be 

tough through painful and dangerous tasks. 

 

Powers/Tactics: A competent fighter by nature, Stormfist’s 
gauntlet is a powerful magic item that makes him signifi-

cantly more lethal than the ordinary Orc Chieftain.  That 

plus the magical enhancement and runes that the Twins will 

put on Stormfist and you’ve got a pretty lethal combatant.   

 

Stormfist prefers to fight mages first, to get them out of the 

way, then he focuses on archers and ranged fighters, using 

Snarl to deal with them as he closes.  He’ll rely on the 

Twins to keep him going, even if they are down the magic 

they put on him will help unless they die.  He will protect 

the Twins if they are attacked rather than go on the offen-

sive.  To this end, he has a special ability: Challenging Roar; 

which forces a target to heed him rather than their intended 

target, at least temporarily. 

 

Campaign Use: Stormfist is the boss of the outdoor areas, 
the primary threat of the Orc camp.  PCs can entirely ignore 

and bypass the Orc camp, but doing so will definitely leave 

them out of quite a bit of loot, including his gauntlet and 

armor.  Once the PCs have defeated the Orc Smith, they 

should then have to confront Stormfist and the Twins. 

 

Appearance: A huge Orc, Stormfist stands a full foot taller 
than the other Orcs (except the Orc Smith) and like the 

Smith wears heavy plate armor.  His armor is of more 

smooth and clever design than the Smith’s but is of equal 

protection and value.  He does not wear his helm at all 

times, but it is attached by a chain to his neck and always 

available.  He wear no obvious weapons, although his right 

gauntlet clearly has two 18” long blades that retract attached 

to it.  He has long white hair braided in three braids and 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 

STORMFIST                                                     Yrch 
Val  Char   Cost    Roll     Notes 
  23    STR     13       14-      Lift 640kg: 4 1/2D6 

  17    DEX    21       12-      OCV: 7 DCV: 6 

  18    CON   16       13- 

  13    BOD    6        12- 

  10    INT      0        11-      PER Roll: 12- 

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

18/28 PRE      8        13-      PRE Attack: 3 1/2D6 

   6     COM   -2       10- 

 

  10    PD        5                   Total: 10 (3 rPD) 

   8     ED        4                   Total: 8 (3 rED) 

   4     SPD     13                  Phases: 3, 6, 9, 12 

   9     REC     0 

  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 extremes       - 

  10      Hardy: Power Defense 10                                      - 

   3       Keen Senses: Enhanced Perception +1 (all)           - 

   5       Fearless: Presence +10; Defensive Only                - 

  17      Challenging Roar: Mind Control 7D6; single       3 

            effect, vs presence, not EGO, No Range 

 

Cost    Skills and Talents 
   3       Combat Skill Levels: OCV +1 with one weapon 

   3       Survival 11- 

   2       Language: local trade language (fluent conversation) 

   1       Language: local human language (basic  

            conversation) 

   4       Weapon Familiarity: Common weapons 

   1       Weapon Familiarity: Pole Arms 

   1       Weapon Familiarity: Fist Weapons 

   3       Riding 12- 

   3       Tactics 11- 

   2       Invocation 11- 

  33      Follower: Snarl the Feral Warg (166 pts)              - 

 

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 crackle with 

electricity.  He rose to prominence in his tribe rapidly after 

discovering the gauntlet and soon had the smith build him a 

matching set of armor. 



Personality/Motivation: The Twins are primarily moti-
vated with survival and protecting each other.  They feel a 

great deal of loyalty toward Stormfist, but not anyone else in 

the tribe, who despise and mistreated them when Stormfist 

wasn’t around.  Now they wield considerable magical power 

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 magic and 

will use this to protect themselves.  Both tend more toward 

the enhancement side of Shamanism, but they do have a few 

more offensive spells. 

 

In combat, the Twins will try to avoid contact, and use their 

magic to assist others.  If attacked, they will use Root 

Thicket and Muscle Lock to avoid combat.  Each of the 

twins has a permanent Guardian Spirit protecting them, 

which makes them significantly more survivable than they 

would be normally. 

 

They have many other spells not listed that are non combat. 

 

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

a fight.  Orcs are on the whole not a particular threat to the 

PCs at this power level, but Orcs with buffs on them are 

more so. 

 

Appearance: The twins look exactly the same, down to 
their tattoos.  They have short cropped white hair, very pale 

skin and strikingly blue eyes.  They are smaller and slighter 

than other Orcs, almost human sized.  They wear beads and 

bones and feathers and a loincloth, their body covered with 

ritual scarring and tattooing. 

 

Equipment: D6 Renk nuts each 
2D6 silver each 

D6 other herbs from forest and fresh water tables. 

THE TWINS                                                      Yrch 
Val  Char   Cost    Roll     Notes 
  18    STR      8        13-      Lift 320kg: 3 1/2D6 

  14    DEX    12       12-      OCV: 5/6 DCV: 5 

  15    CON   10       12- 

  11    BOD    2        11- 

  14    INT      4        12-      PER Roll: 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: 10 (4 rPD) 

   6     ED        3                   Total: 8 (4 rED) 

   3     SPD      6                   Phases: 4, 8, 12 

   7     REC     0 

  40    END     5 

  30    STN     2 

  25    MANA 0 

   5     MREC  0           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 extremes       - 

  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 Flash Def      - 

 

Cost    Skills and Talents 
   3       Survival 11- 

   2       Language: local trade language (fluent conversation) 

   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 
 

Ecology: Orc Shaman are very rare, only the most unusual 
Orc will have the capacity, patience, and intellectual acumen 

to wield magical power.  Yet to one tribe, a set of pale twins 

were born, twins with blue eyes and an propensity toward 

magic even at a young age.  The omens were very strong 

toward these two and they were not put to death despite be-

ing so weak and sickly.  When Stormfist rose to power, he 

specifically protected these two from others, violently if 

need be, and now they have grown to be not just one but two 

shaman for his tribe - a mark of definite power and prestige. 

SPELLS  

SPELL EFFECT ROLL MANA 

Bear Strength 

Totem 

Aid 1D6 STR (+4 maximum) 

Effect, AE selective radius 

-4 4 

Rage Totem Aid 1D6 all attack powers -4 4 

Tree of Life To-

tem 

1D6 Heal as damage, con-

tinuous AE selective 

-4 (8) 

Eyeblight 3D6 Flash -1 1 

Muscle Lock 1D6, 3 DEF ego entangle -5 5 

Snake Venom 2D6 Drain BOD, CON 1 turn 

gradual 

-4 4 

War Paint Aid 2D6 overall combat 

levels 

-3 3 

Bee Swarm Summons insect swarm at 

range by ego 

-3 3 

Root Thicket 6D6, 2 DEF entangle explo-

sion, pers immune 

-7 7 

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



TTTTREASURES OF THE ADVENTUREREASURES OF THE ADVENTUREREASURES OF THE ADVENTUREREASURES OF THE ADVENTURE    
 
This is a list and description of the different treasures 
found in this adventure, with a summary of weapons 
and armor at the end giving all stats for treasure made 
of unusual materials. 
 
ARROWS OF ACCURACY 
These are fine quality arrows made from Eilhas and 
pegasus feathers.  Each arrow is enchanted to be +2 
OCV. 
 
BEASTHIDE BRIGANDINE ARMOR 
This greenish armor is Basilisk hide, and covers areas 
3-4 and 7-15.  It is Ogre sized and is too large for any 
normal character to wear without significant refitting.  
It is formed of two layers of Basilisk hide riveted and 
stitched over metal plates sandwiched between them. 
 
BRAVE TALISMAN 
This is an ornately wrought silver and Ithilnaur amulet 
on a thong (the original silver chain having been bro-
ken and mangled) that grants +10 presence (defense 
only), +3 Morale, and +10 mental defense. 
 
CURSED MAIL 
This is a suit of Felstone Plate and Chain, etched with 
acid for a slightly greenish design of a skull with a 
snake wrapped through the eyes on the chest.  Once 
donned, the Cursed Mail cannot be removed and it is 
destroyed upon the death of the wearer.  This armor 
grants 5 Power defense and Flash defense.  It also has a 
1D6 OCV Drain damage shield, cursing anyone who 
hits it. 
 
DOOMFIRE RING 
A polished, smooth Mithril ring.  It can be used to 
launch a black fiery column 2D6 HKA Line effect en-
ergy once a turn.  This ring can be worn by anyone. 
 
EMERALD RAZOR 
This is a green Velune bastard sword with inlaid mithril 
runes along the bade.  Set near the grip is a seal depict-
ing a closed eye. The Emerald Razor is clearly very 
valuable and magical, and as such tends to prompt ava-
rice in those who view it.  It also has a long storied 
reputation as a Razor Sword that is at least familiar 
around the world. 

The Emerald Razor does not grant all of its powers at 
first.  The blade must be attuned to the wielder to gain 
all of its considerable power.  It starts out as a Velune 
Bastard Sword with +1 OCV that does reduced pene-
tration damage.  To access the more powerful abilities, 
the character must rub their own blood into the 
blade’s runes and read them as a chant, taking five 
minutes.  When this ritual is performed the sword 
gains +1 stun multiple. 
 
Accessing the higher powers requires an Ego of at least 
14 and an OCV (including levels) of 6.  The character 
then must slay any undead creature of at least as many 
character points as the PC with the Emerald Razor.  At 
this point, the sword gains another +1 OCV and 
grants +1 DCV, and gains a slight level of self aware-
ness.  It will encourage the player using basic, emo-
tional messages, to protect anyone in need and to fight 
against evil creatures threatening the innocent. 
 
The final powers require an Ego of at least 16 and an 
OCV (with levels) of at least 8.  Further, the character 
cannot have any psychological limitations of 
“bloodthirsty” or evil tendencies.  That character must 
take the Emerald Razor and kill at least two demons of 
a higher point value than they are, then take the razor 
to any temple and pay 10 gold for a consecration on 
the weapon.  At this point, the Emerald Razor gains an 
additioninal +1 stun multiple  and +1 DCV.  Once 
per day it can heal Body 4D6 by touching the target 
and making an Ego roll at -2. 
 
At this point, the Emerald Razor gains full awareness 
and intelligence.  It deals full (non reduced penetra-
tion) damage to evil and undead targets at this point.  
It becomes an automaton with 17 DEX, 14 INT, 14 
EGO, and 4 SPD that has KS: medicine, KS: demonol-
ogy, and can communicate telepathically.  It is able to 
detect physical condition on anyone within 1” of the 
blade (including the wielder) with analyze, telling what 
is wrong with the character if anything and possibly 
how to deal with the ailment.  The blade will insist 
that the PC assist those in need - against any odds - and 
try to prevent permanent damage against anyone but 
the most evil creatures.  The sword can reduce its 
abilities that are granted by attunement, but the 
wielder can force it to use them with a battle of wills 
(Ego vs Ego roll contest) against the sword. 



FELSTONE OGREBANE GREATSWORD 
This huge sword is made of solid Felstone, and is a 
glossy black color.  Red filligree has been etched into 
the blade in curling patterns at the base of the blade 
extending a third of the way up.  The sword is magi-
cally enchanted to be +1 OCV and +2 DC vs Ogres, 
which is why the Giant brought it: to use in case the 
Ogres ended up less than hospitable. 
 
GOBLET OF PREPARATION 
This white Velune and silver goblet is decorated with 
ivy designs that crawl around the bell of the goblet and 
is held up by a base that looks like roots.  Any herb 
placed in the goblet with any liquid transforms into the 
prepared version of that herb in one phase.  The goblet 
can only perform such a transformation six times a 
day. 
 
MITHRIL BATTLE FLAIL OF GORE 
This enormous flail is normally wielded two handed, 
but for the Ogres it’s just a one handed weapon.  The 
flail is made of Mithril which makes it a treasure to be-
gin with, but it has been enchanted so that it does +2 
Body damage, added to the total roll. 
 
NIGHTSCREAM 
This slim dagger is curved and razor sharp, a black Ve-
lune weapon enchanted with +1 OCV.  At night time 
(whether in light or darkness), the blade gains +1 addi-
tional OCV and 3 damage classes of killing damage.  
The blade screams as it does damage with a thin spec-
tral voice that cannot be heard beyond 2” distance. 
 
OGRE GROG 
Ogre Grog is a foul tasting liquor made from tree sap, 
dirt, and various other nasty flavored things.  It is a 
very strong beverage (150 proof) that requires a Con-
stitution roll to keep down the first drink.  However, 
it also heals 2D6 as if it is doing normal damage and 
grants a 1D6 Presence Aid (defensive only) that fades 
five points per minute.  Sadly, it also drains 1D6 from 
both Intelligence and Ego, and has an 11- chance of a 
1D6 Dexterity drain.  The drains recover at five points 
per twenty minutes. 

SAFE RING 
This is a brass ring with a red jade gem on it.  It is en-
chanted to protect anyone who wears it from bleeding 
effects and bleeding from excessive damage. 
 
SCROLL OF PROTECTION FROM FIRE 
This is a long narrow scroll of crinkled old paper 
barely as wide as a hand.  It takes a full phase at 1/2 
DCV concentration to read the scroll, which is written 
in Perelen.  When completed, it grants the reader and 
every character within 1” of him 20 minutes protection 
equaling of +3 DCV and 5D6 suppress vs all fire spe-
cial effects. 
 
SCYTHE OF HORROR 
This jagged, ornately carved scythe is made from a sin-
gle, blade of Felstone.  The shaft of the weapon is Blood-
wood.  It is +2 OCV for any sweep maneuver, and each 
time it hits, the victim must succeed at a Presence Roll 
modified by -1 per Body taken (through defenses).  
Failure results in a 1D6, 2 DEF Ego-based Entangle as 
they are paralyzed in fear. 
 
STAR IRON DWARFBANE HAMMER 
Made long ago by Goblin smiths, this weapon is +1 
OCV and +2 DC vs Dwarves.  It is called Skullbash by 
the Ogres, and is pulled out any time Dwarves are 
faced, but is otherwise ignored as they think it has no 
magic against anything else. 
 
STORMFIST 
This is a gauntlet of Star Iron with two slightly curved 
18” blades on the back that retract or extend by twist-
ing on the wrist, a ring that rotates.  The blades are a 
D6+1 killing attack with reduced penetration that do 
an additional 3D6 electrical blast.  On an 11- chance, 
the claws do an additional 3D6 blast for a 6D6 total 
damage.  The claws are +1 OCV to hit due to their 
speed and ease of use, and require no weapon familiar-
ity to use.  They also are effectively +2 lightning re-
flexes, but only with this weapon. 
 
SURVIVOR’S BELT 
This belt of Mangonel hide is colored a deep brown 
hue and although it grants no armor, it is enchanted to 
grant the wearer life support so that they are immune 
to cold and heat extremes, need not eat, and need not 
sleep. 



WARG WHIP 
This long, black whip is made of wyvern hide woven 
with strips of felwood.  The end is studded with 
Felstone splinters, which gives the whip an additional 
damage class of damage (a full D6 of reduced penetra-
tion damage).  This whip is enchanted so that it gives 
the bearer +20 presence against any animals, and 
against any animal it is +1 stun multiple due to the 
painful lashing it delivers.   

WAND OF DAZZLE 
This wand is made of vhaeth and is shaped like two 
chopsticks wound into a spiral.  With a -2 magic roll, 
the wand will cast Dazzle of 5D6, using 2 of its re-
maining Mana (30).  This wand cannot be recharged. 
 
WEAPONS AND ARMOR 
This is a summary of the weapons and armor in this 
adventure.  Any item marked * is Ogre-Sized (60% 
larger).  Giant-sized items are 130% larger. 

ARMOR TABLE 

ARMOR rPD rED PD ED KG WT A DEF BOD 
CP 

VALUE 

Cursed Mail 6 4 6 5 20.0 10 12 -- 

Felstone Chainmail 8 5 8 6 15.0 8 16 420 

Star Iron Plate Armor 9 8 9 8 38 9 19 560 

Star Iron Plate Barding 13 13 13 13 64 9 32 806 

Beasthide Brigandine 5 5 5 4 6.67 7 8 260 

Ogre Furs* 3 3 3 3 5.45 6 7 23 

Plate Helmet* 11 8 11 8 2.97 8 3 34 

WEAPON TABLE 

WEAPON OCV 
RNG 
MOD 

DAM 
STN 
MOD 

STR 
MIN 

DEF BOD 
KG 
WT 

CP 
VALUE 

Bloodiron Battle Axe -- -- 1½D6* -- 10/13 7 5 3.25 300 

Bloodiron Halberd -- (1”) 2D6+1* -- 15 7 7 4.25 480 

Ebon Great Pick -- -- D6 ap -- 10 8 5 2.2 325 

Emerald Razor +3 -- 1½D6rp +2 9/11 9 5 1.69 15520 

Felstone Ogrebane  
Greatsword (giant size) 

+1 -- 2D6 -- 12 9 8 2.0 820 

Mithril Battle Flail of Gore (+1) -- 2D6+1* -- 10 9 7 1.8 1340 

Mithril Spear (completed) -- (1”) 1½D6 -- 8 8 7 2.2 600 

Nightscream +2 -- D6-1* -- 4 6 2 .75 700 

Scythe of Horror -- (1”) 2D6 -- 9 8 8 3.4 -- 

Star Iron Dwarfbane  
War Hammer* 

-- -- 2D6+1 +1 1722 9 8 3.95 86 

Stormfist +1 -- D6+1 -- 6 9 2 2.5 475 

Warg Whip -1 1” D6+1 rp -- 9 5 3 .9 425 

Battle Axe* -- -- 2D6+1 -- 17/22 9 7 5.5 86 

Dagger* +1 -- D6+1 -- 8 7 3 17 36 

Greatsword2* +1 -- 2½D6 -- 25 10 9 4.22 135 

Heavy Mace2* -- -- 2D6+1 +1 20 8 7 4.65 72 

Ogre Club2* -- -- (8D6) -- 17/20 7 4 2.53 -- 

Sling* -- -1 1½D6 -- 11 3 2 0.3 25 

Spear* -- (1”) 2D6 -- 17 7 8 4.65 86 

SHIELDS TABLE* 

COST CV DEF BOD SIZE KG WT STR MIN 

47 +2 7 7 12 6.7 17 

NAME 
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