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Keys to the 
Charnel House 

This isn't just a "book with monsters in it." I said to 
myself, if I was going to release a monster book, it 
must contain everything a player needs to build his 
own monsters. Th is book contains nothing less . 

I realized, in order to offer this, I had to unlock the 
gates to my spawning pits, give a short tour and turn 
over the keys. It's all yours now. Have fun! 

Creating a monster in Burning Wheel isn 't the 
same as creating a player character through the 
lifepaths. The processes are similar, of corn·se, but the 
" monster" comes first. Before there can be lifepat.hs, 
there must be a template, the seed if you will. In the 
Monster Bruner I take you step by step through the 
thought process I use when designing something that 
is not human and demonstrate how to create that seed. 

The Monster Burner goes deeper than that, 
though. In order to create something that is other 
than human, we've got to understand what it is to 
he hmnan. Burning Wheel is very much about being 
human. This means we have to look at some very 
basic root mechanics. A discussion of these mechanics 
is presented in the first chapter. 

Once you have a basic grasp of them, we walk 
through the steps for building a monster's traits, 
stats, skills and att~.ihutes. Then we examine how to 
use that template as a starting point for lifepaths and 
character stocks. We build and price traits, create age 
chruts and determine if our monster is magical (and 
if so, if he needs natural magic, emotional magic or 
sorcery). 



Welcome 

After that, it's all monsters-examples of these mechanics in action: 
Lifepaths, f'ully illustrated creatm·es, lists of baddies and critters; their 
traits, skills and even a couple of new spells. 

Strap on yom goggles and pull on yom drick leather gloves. The keys 
to d1e charnel house are yours now, and it's aboLrt to get very messy i_n 
here. 



Tltl' ,l/ow;/('1' Burner 

Why Monster Burner? 
I deliberately chose the term "monster" to illustrate that these creations 
are not human. To be a mo nster is to be other than human. This book 
is very much about exploring that otherness and what it means to 
our game. As for the "burner," that's just how we create characters 
in Burning Wheel: We burn them. This is the fuel , you are the fire. 
Now burn. 

Where are the Imps? 

~rt a-~:c·~ '·~ . ~< 

You may notice as you peruse this tome that there are no Imps present to 
guide you on your jomney. Why is this? The Monster Burner is Wiitten in 
the Instructor Imp's voice. So even though he isn't present on every page, 
hold his image in yom mind 's eye as you read and let his pointy finger 
and erud ite tone aid you as you plumb these heretofore unfathomed 
depths. 
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Monstrous 
Mechanics 

Introduction 
This chapter of the book-from Monstrous Mechanics 
all the way to the Monstrous Magic Burner-is 
designed to be an a id to p layers who wish to create 
their own creatm es within 1he scope of the Bmning 
Wheel system. 

In order to form a reasonable monster concept, 
one must be both aware of and comfortable with 
the scope of t he basic game mechanics. Knowing the 
system is vital to designing usable creatures. If you've 
played Bmning Wheel for a while, you probably have 
a decent handle on what's "good" in the system. If 
you're a newbie, you're probably nodding along, but 
getting a little nervous a t this point. Do you have to 
be an expert in the system to design creatmes? No. 
I'm here to teach you all my tricks so you can go it 
a lone and really squeeze the juice from this grape. 
However, I do recommend some familiarity with the 
system before div ing int9 this book. Rtm through a 
few melee demos and burn up a handful of characters 
to get your feet tmder you before you strut monster 
bmning. 

Concept Over All 
The first step in monster bm·ning is to develop the 
concept. Those of you familiar with the Burning 
Wheel wi ll recognize that the game stresses concept 
as vital to good design. ln character burning and 
abstraction, for example, concept is th e key to 
creating a useful entity. 



Monstrous Mechanics 

L ikewise, concept pervades monster burning. In order to properly 
cr eate anything in this system, a player must be able to form a clear 
idea of what his goals are before he sets out on the joumey of design. 
Concepts can, of com·se, be vague, but the more focused the concept (to 
a point) the more rewarding the outcome will be. 

System Fundamentals 
Here's a quick review of the syst em: Burning Wheel is a d6 die pool 
system. Players roll a number of dice equal to their charact er 's 
proficiency/ skill rank (we call it " exponent") in order to generat e 
successes to overcome obstacles and pass tests. 

For us to r eliably build anything using this system we have t o 
understand essentially what is "good" and what 's "crap"; what 's 
competent and what's expert. And not only the what 's but the wh:r 
behind it all, too. To give a better understanding of what the numbers 
mean, I've got to explain the range of the system's difficulty. 

Obstacle 
Obstacle munbers, the overall scale of difficulty, are based on player s 
rolling a number of six-sided dice and needing a 4 or better on each cLe 
to generate a success . Understanding what the obstacles are helps us see 
which munbers/ exponents are appropriate for om· monsters. We can get 
an idea of what's needed to achieve success . 

Difficulty by Obstacle 
These concepts are what is intended in terms of the system: 

Ob 1 
Ob 2 
Ob 3 
Ob 4 
Ob 5 
Ob 6 
Ob 7 
Ob 8 
Ob 9 
Ob 10 

Easy ot simple tasks 
Routine everyday stuff 
Difficult 
Extremely difficult 
Master-level (ye olde beheading with one cut) 
Requires a heroic effort 
Ludicrously difficult 
Nearly impossible 
Phenomenall y difficult 
Miraculous 

The system ex;ects half the dice to come u; as successes every time you 
roll To roll three 4s, and relia61y ;ass an 06 3 tes~ a ;layer is 3oin3 to 



need to roll six dice. To reliably fass Ob 10 tests, a tlayer wtll need to be 
rol!t"nj twenty dt'te. 

Dice 
The dice are the method by which success is achieved. Dice are allocated 
and granted based on the type of obstacles we expect the monster to be 
able to overcome. Assigning the proper dice to yom monster is crucial to 
making it a believable and palpable being in yom game. The dice li sted 
with an ability are called its e::rponent. 

Expertise by Exponent 
Just like each obstacle level, each e."l."j)Onent has a concept attached to it: 

Exp 1 is naturally disinclined, crippled or utterly incompetent 
Exp 2 is untrained, raw, weak or unpracticed ability 
Exp 3 is nominally trained and practiced 
Exp 4 is competent; everyday stuff doesn 't pose a challenge 
Exp 5 is expert: 
Exp 6 is near mastery 
Exp 7 is excellence defined 
Exp 8 is total mastery, complete understanding 
Exp 9 is uncanny and incomprehensibl y good 
Exp 10 is as near perfection as the system allows 

Whal's the logic behind exponent concepts? They relate direct! y to the 
obstacles listed above. These nwnbers are based on what the dice listed 
can routinely achieve (on the average) and could potentially achieve on 
a lucky roll. 

Therefore, ef a character has a sktll exfonent of 6, that skill can be re!tei 
ufon to routinely !Jenerate three successes. (It's not !Join!J to do it all 
the time, simfly most of the time.} Ani that same skill will, every so 
often, !Jenerate six successes-enou!Jh successes to meet the obstacle of 
somethin!J that ''ruruires near mastery" of the sub;ect. 

Using obstacles as om· basis, we can begin to determine how to set 
up our monster 's exponents: In any area where it deserves respect, it is 
going to need an e.\."j)Onent 5 ability. It's got to be able to handle difficult, 
extremely diffi cLLlt a.nd possiJ)ly master-level difficulty tasks-it's going 
to need to be able to reli ably generate three successes, and a t least have 
the potential to hit Ob 5. 
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Everything else-everything the monster simply uses on a routine, 
everyday basis- doesn 't need to be higher than exponent 4. Routine and 
easy obstacles are 1 and 2. To reliably achieve those results, one only 
needs to roll fouJ" dice in Bmning Wheel, so most folks squeak by with 
exponent 3 (or even 2!). In everyday liJe, all yo u ever get are obstacle 1 
and 2 tests . 

To be "Human" 
When des igning the scale of the system, I set the "average" level of 
competency at exponent 4 (for the mechanical reasons described in the 
two previous sections) . I then decided that "exp 4s" would he common 
human stats. To have all 4s is to he very much "hmnan." 

Not to say that human characters can't go beyond or below exp 4, hut 
4 represents their average and hence om benchmark-the middle of 
the road-for the system. Why "human" ? Because it's the one common 
ground we aJI have. We all understand, to one degree or another, what it 
is to he hmnan. And we all intuit on that level. Not man y of us intuitively 
tu1derstand what it is to he an Ore or Elf or Spieler. Knowing where we 
lie on the scale, we can guess at what it might he like to he better or 
worse than om· common condition. 

The following section, the Stat Burner, takes an in-depth look at the 
exponents of each stat so players can responsibly judge the stats of thei.r 
monsters . 
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Stat Burner 
In this section, we take a look at each stat exponent 
and what it means, mechanically, in game. This is 
specifically designed to give a deeper insight into 
stats than what is given in the Burning Wheel itself. 
The reason being: You don't need to know so much 
to play 'em, but you do need to know what's going on 
behind the scenes in order to create them. 

4 
Four is the human number in Burning Wheel. 
It should be, in fact, the most common number 
encountered in the game. In the realm of stats, 
straight 4s will get you by pretty well. It's a good 
number of dice to work with-enough to meet: base 
obstacles , plus there's a little wiggle room. Using 
help, FoRKs and artha, it's possible to pass the higher 
obstacle tests. 

Even so, very rarely do we encounter a perfecdy 
"vanilla" character with all 4s. More often than not 
we see 3s, 4s, 5s and even a 6 or two mixed in to 
create interesting and well-rounded characters. In 
this section we're going to. look at each of the six stats 
and find out how raising or lowe1ing them affects the 
character in play. (And just to warn you, it's very dry 
reading.) 

Practice Makes ... 
Each of the following stat exponents is listed with 
a practice time needed to raise it to the next level. 
These times are factored using the practice table on 
page 49 of the Burning Wheel. They assume that all 
tests for advancement are earned via practice rather 
than through active experience. 



Stat Burner 

Will 
Will is the social stat. Individual entTi es discussin g the significance of 

each exponent follows the table. 

Will 
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Will1- The character is clay in the hands of his social peers-he may 
be molded into any shape or attitude they desire. Convincing him of 
anything is simply obstacle 1. He is susceptible to pain ( -1D and he's 
unconscious) , he takes forever to learn how to persuade, intimidate 
and even li e. 

It takes two years of practice to raise Will from exp 1 to 2. 

Will2- This character is definitely easy to contTol and certainly does not 
learn social interaction quickly. He is weak of will , he 'll submit quickly 
( -2D and he's out! ), and he hesitates for eight actions! 

It takes three years of practice to raise Will from exp 2 to 3. 

Will 3- The character is susceptible to social manipulation , and he 
learns social ni ceti es a little bit slower than most . It could be said that 
characters with a Will of 3 are a bit innocent and a bit gullible. I would 
vcntt.Jl"e a (judgmental) guess that were the "real world" to be fixed in 
Burning Wheel terms, most of us would have a Will exponent of 3. 

It takes four to five years of practi~e to raise Will from exp 3 to 4. 

Will4- With a Wi!I of 4, the character is able to resist the depredations 
of all but the most skilled social predators. AJso, the average-Willed 
character has a faiT acumen for learning social abilities . 

It takes five to six years of practice to raise Will fTom exp 4 to 5 . 
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Wi115- The strong-willed among us possess a Will exponent of 5 . They 
tend to be clever and tough enough to deceive by wit alone. This is 
also generally considered the minimum Will exponent for sorcerous 

spell-casters. 

It takes four years of practice to raise Will from exp 5 to 6. 

,. .......... Will 6- This character is strong-willed, insightful and 
naturally adept at social interaction. They are able to 
convince by sheer force of Will alone, they quickly absorb 

new social skills. Most 5 LP Elves and Dwarves will have 
an exp 6 Will. Characters dependent on Will for Sorcery, 

Summoning and Abstractions will favor this stat. Also 
characters who wish to focus heavily on social skills 

11111111 
• ..,.. .... will favor a starting exp 6 Will in order to maximize 

their roots. 

It takes five years of practice to raise Will from exp 6 to 7. 

Will 7- An ironclad will with an instinctual knowledge of social 
formula . 

It takes six years of practice to raise Will from exp 7 to 8. 

Will 8- This is the supreme attainment for the human will. With but a 
word, and little effort, a character with such a Will can convince his 
peers of the gravity of his ideas (without the benefit of skills!). He 
grasps new concepts nigh innnediately. Spellcasters with a Will of B8 
are extremely potent. Not only do they use a lot of dice to cast, but 
their Damaging Effect spells are powerful-they use Will to derive 
IMS. 

It takes seven years of practice to raise Will from exp 8 to 9. 

Will 9- A near incomprehensible strength of mind. Pliable, diverse, yet 
unyielding and sharp. 

It takes eight years of practice to raise Will from exp 9 to 10. 

Will10- A near perfect social, empathic mind. Such entities absorb 
social technique in an instant-and instantly master it (Aptitude 1 
and a root of 5 for all social skills). 
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Perception 
Perception is the "noticing" stat. In game terms, it is tested for the 

frequent "I look for . . . " requests by players. It is also a root for many 
skills. Perception is a tricky stat to judge because all rolls against it are 
open-ended . This can make it very tmpredictable, and obviously a bit 
easier to hit h.igh obstacles . However, since Perception is only advanced 
by successful tests, it advances slower than other stats (which advance 
more slowly than skills as it is) . 

Perce1•tion I 9 

-~­
Pt'rtl:'plion 2 

II) at a double 
Ob penalty 

1 -~'~:~~ 
f---l'-- 1 30 at a double 
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Perception 1- Such a low stat is hard to justify for a player 's monster. 
The character or monster usually has a mitigating trait to describe why 
he/she/it is so impaired. An exponent 1 tr uly is a handicap, especially 
in Perception. Still some creatures may be only dimly aware of their 
surroundings-operating blindly, merely stmnbling by accident into 
what they encomlter. 

On the other hand , blindn ess or other impairment does not 
necessarily mean the character has to have a low Perception. The stat 
encompasses all the senses and the mind's "processing power." A low 
exponent Perception indicates the character/monster simply takes 
little notice of his surroundings or requires long amounts of time to 
process what transpires in front of him. 

lt requires one year of practice to raise an exp 1 Perception to exp 2. 



Perception 2- Such a stat will definitely limit a character. He'll utterly fail 
to notice all but the most obvious of phenomena; Refl exes will suffer, 
as will tolerance of pain (only two dice off before incapacitation !), and 
of course, aptitudes are through the roof! 

It requires 18 months of practice to raise an exp 2 Perception to exp 3 . 

Perception 3- Characters with a Perception exponent of 3 can get by 
in game just fine . Perception's open-ended nature often compensates 
for the low amount of chce t!u·own and allows an exp 3 character to 
stay on the ball. If the character turns to academic life, however, he's 
going to have a tough time (aptintde of 7 for Academic skills). Also, 
a Perception 3 can often drag Refl exes down fmm 4 to 3 . Watch out 
for that! 

It requires two to two and a half years of practice to raise an exp 3 
Perception to exp 4. 

Perception 4- This character has a reasonable chance to notice anything 
with four open-ended di ce, but is also far from perfect. Obstacle 3 
Perception tests are doable, but 4 and 5 are definitely difficuJt. 

It requires three to three and a half years of practice to raise an exp 4 
Perception to exp 5. 

Perception 5- This character will be noticeably sharper than his exponent 
4 bret!u·en. Perception 5 reall y is a big jump from 4, perhaps a bigger 
gap than any other stat. lt requires two years of practi ce to raise an 
exp 5 Perception to exp 6. 

Perception 6- This is a very significant stat in Burning Wheel. The 
character can often spot other concealed characters without benefit 
of Observation. Many skills are rooted in Perception, thus his skill 
base is high. He will also pick up new skills quickly. Reflexes almost 
always benefits from a Perception 6 as well. This is a much sought 
after stat! 

It requires two and a half years of practice to raise an exp 6 Perception 
to exp 7 . 

Perception 7- From here on up, it's unlikely that the character is going to 
miss a trick. Exponent 7 grants the ability to routinely notice minute 
details, penetrate chsguises and pick out faces in the crowd. Combine 
this (or the higher exponents) with Observation and you have a very 
fon nidable character. 

It requires three years of practice to raise an exp 7 Perception to exp 8. 
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Perception 8- This is the ultimate for humans in Bmnillg Wheel. The 
open-ended natuTe of Perception makes an exponent 8 in this stat 
incredibly potent. The character will routinely scoring 5-6 successes . 
He'll notice all but the most carefully disguisecl/bidden/concealed stuff. 
I can 't stress enough how potent tltis is; use this stat with caution. 

It requires three and a half years of practice to raise an exp 8 Perception 
to exp 9. 

PerceJltion 9- \Vhen dealing with characters with a Perception exponent 
of 9 it 's important to recognize and accept how potent they are. 
Nothing is going to get by them. Players of such characters are going 
to gleefully toss mountains of dice to engage their radar-like senses . 
On average, expect 5-7 successes, but successes can go upwards of 10. 
Hell, I've seen 15 successes with such stats. (Almost) nothing can hide 
from those kinds of successes. 

It requires four years of practice to raise an exp 9 Perception to exp 10. 

Perception 10- This is 1he model of perfection in Bmnillg Wheel terms. 
Ten open-ended dice is nothing to laugh at (in fact , I often weep at the 
thought). Characters and creatmes possessed of such an ability are 
automatically experts in many, many skills. Most important, there is 
no improvement from this point. The character is the best, pe1iocl. No 
place to go from here. (Oddly, it's not terribly ftm to play. ) 
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Agility 
The Agility stat represents hand-eye coordination for the character. 

It comes into play most often as the root stat for martial skills. It is also 
the stat tested when throwing objects, and as Natural Defenses against 
tlu·ows and similar maneuvers. It isn't rolled terribly often. In fact, it's 
most often advanced via practice rather than in-game tests. Martial 
characters often feel the need for a high Agility exponent due to the 
many martial skills rooted from it. 

Agility Natumllh•renses Mnrtial skill Roo! Martial TI1rowin' Rotks 
\ J; llUtlW AJHitud•·s Skills ai 4p !lange 

AgilitJ 'I 1D \"S Ob 2 

Agility~ 20" Ob 2 

;\gility :J 30 '"" Ob 2 

Agility 4 40\'S 0b2 

50 \"S Ob 2 

60 vsOb 2 

Agi lity 7 70 rs Ob 2 

Agiliiy 8 80\'S 0b2 
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Agility 10 10 IOD ' ' Ob 2 

Agility 1- This stat really should only be considered for crippled or 
bizarre creatures that have little in the way of limbs (or perhaps a 
newborn specimen). Such creatures will find it difficult interacting 
with their smroundings on a daily basis . Learning Agility-based skills 
is a long and arduous process. 

It requires six months of practice to raise an exp 1 Agility to exp 2. 

Agility 2- Very clmnsy, very prone to fumbling with the hands. Agi li ty 2 
also ch·ags down Reflexes and makes the character susceptible to the 
pain from Light and Midi wounds. 

It requires nine months of practice to raise an C.\.']) 1 Agility to exp 2. 

Agility 3-This exponent indicates the character is a little clumsy with his 
hands. He can still catch a ball when he needs to, but he has no great 
affinity for matters requiring hand-eye coordination. 

Non-tool-using cr eatures might have a lower Agility, hand-eye 
coordination not being their prime method of smvival. Not to say d1at 
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such creatu.res can't be martially adept, but in Bmning Wheel terms 
they are not predisposed to it. Their prowess would manifest in an 
actual skill, rather than be inherent due to their Agility stat. 

It requires 12-16 months of practice to raise an exp 3 Agility to exp 4. 

Agility 4- Can throw a ball and hit a target most of the time. Can pick 
up a weapon and use it without hurting oneself. 

It requires 18-21 months of practice to raise an exp 4 Agility to exp 5. 

Agility 5- Competent and agile. An Agility 5 is all but required for 
the precious Reflexes of 5. The character also learns pretl)' quickly 
(aptitude 5 for Agility-based skill s) . 

It requires 12 months of practice to raise an exp 5 Agility to exp 6. 

Agility 6- The minimum exponent of master martial artists and 
swordsmen. Allows quick assimilation of new skills and brings them 
in at a very reasonable root. Also helps to easily earn Reflexes of 6. 

It requires 15 months of practice to raise an exp 6 Agility to exp 7. 

Agility 7- Rarely seen, but very potent. Its real benefit comes in the form 
of d1e reduced Aptitude and increased Rellexes. 

It requires 18 months of practice to raise an exp 7 Agility to exp 8. 

Agility 8- This exponent is "master grade" because of the obstacles 
it can reliably achieve, but the real secret is being able to open all 
martial skills at B4. That's mastery! Exponent 8 is the Agility max for 
Elves, Dwarves, Men, Roden and Orcs. 

It requires 21 months of practice to raise an exp 8 Agility to exp 9. 

Agility 9- Masterful and beyond compare. 

lt requires 24 months of practice to raise an exp 9 Agility to exp 1 0. 

Agility 10- Assigning this stat rank is saying that nothing (ever, period) 
is more agile . This is a godlike and legendary ability, and perhaps 
more of an ideal than an actuality. 
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Speed 
Speed is a complex stat. It represents rate of movement in game, but it 

also is rolled for "body coordination" and physical maneuvers. It is used 
as a root for such full-body skills as Climbing and Stealthy. 

Speed NatumllkfenSft:i Plm;ical skill Rool Physica l* Uhin' Through 
\S Get Inside Aj1titudes* Ski lls a Window 
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*Such as Stealth and Climbing. 

Speed 1- Monsters with a Speed of 1 are largely immobile , possibly 
even limbless or crippled in some way. Also, because Speed affects 
Reflexes, these creatmes are likely to be very sluggish. Infants, larvae 
and invalids generally have a Speed of 1. 

As with all exponent 1 stats, monsters with a Speed of 1 are highly 
vulnerable to incapacitation via loss of dice. 

It requires six months of practice to raise an exp 1 Speed to exp 2. 

Speed 2- With a Speed of 2, the monster is shambling and slow. 
He has trouble walking at the rate of a stroll, and is lethargic and 
umesponsive-he'd sooner stumble through a hedge than go arotmd. 

It requires nine months of practice to raise an exp 2 Speed to exp 3. 

Speed 3- A monster with a Speed of 3 is a little on the plodding side. 
(We like to refer to him as "deliberate. ") It may take hin1 a little longer, 
but he'll get there. The real drawback to a Speed of 3 is the root skill s 
of 1. Monsters with such a Speed should focus on other-rooted skills 
and defenses, rather than dumping tons of points into skills that just 
aren't their strong point. You'll often see "old men" type characters 
with a Speed exponent of 3-they have lower physical points so they 
sacrifice a point of eed in order to maintain another physical stat. 
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It requires 12-16 months of practice to raise an exp 3 Speed to exp 4. 

Speed 4- With an "average" Speed the character is weli-suited to dally 
life. He can walk a 20-minute mile, and even sprint at a good clip 
if need be. He's also reasonably adept at physical skills like Stealth, 

Climbing and S~ing. 

It requires 18-21 months of practice to raise an exp 4 Speed to exp 5. 

Speed 5- A monster with a Speed of 5 is athletic and in control of 
his body. He definitely has an edge over a Speed of 4. 
He's going to be faster than most when running full 
out, and he'II realiy shine in close-combat where the 
Speed of 5 is crucial for Avoids and Natmal Defenses. 

It requires 12 months of practice to raise an exp 5 Speed 
to exp 6. 

Speed 6- ~ousters with a Speed of 6 m·e highly adept at physical 
skills and athleticism. They are comfortable in their skin and 
learn easily. The Aptitude of 4 and Root Skills of 3 really make a 
difference. 

It requires 15 months of practice to raise an exp 6 Speed to exp 7. 

Speed 7- At higher Speed exponents monsters do not become "hyper­
fast." That determination is really left up to the combination of 
Perception, Agility and Speed into Reflexes. What they do become 
is graceful, poised and controlled. Chm·acters with a Speed of 7 are 
going to be able to perform physical feats that leave others with their 
jaws hanging open-acrobatics, flips , handstands, cartwheels, diving, 
running up walls m·e all a part of the routine. 

It requires six months of practice to raise an exp 7 Speed to exp 8. 

Speed 8- Monsters with a Speed of 8 are highl y inclined toward 
swimming, climbing, and being stealthy. All of these are mastered 
with little effort . A man with this Speed can nm as fast as a wolf, and 
nem·ly keep pace with horses . Truly mnazing stuff! 

It requires 21 months of practice to raise an exp 8 Speed to exp 9. 

Speed 9- Wid1 a Speed of 9, monsters can easily affect Ob 5 Speed tests: 
forward-flipping over other characters, running up walls, clearing a 
room with a single leap. Think Jackie Chan's Drunken Master 2 . 

It requires 24 months of practice to raise an exp 9 Speed to exp 10. 
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Speed 10- This is the ultimate . 1 o athl etic feat is too difficult-and 
everything the monster attempts, he masters. He's fas t, agile, and in 
complete control of where his body is at any given moment. 

A Note on Speed and Rate of Movement 
Speed does not necessarily equal rate of movem ent. Though 

Speed definitely weighs in heavily on how fast a character moves, 
it is the Speed Multiplier which determines how fa st a character is. 
These multipliers are based on body type, and are discussed under 
Locomotion in the 1 00 Questions section. 

Power 
Power represents the character's ability to apply physical strength 

to a given situation. There are no " lifting capacities by weight" in 
Burning Wheel. Such tasks are judged on the obstacle scale and then 
presented to the player as a test to pass . One never knows the true limits 
of strength. 

Power is always judged against the human norm. Thus an ant may be 
relatively stronger than a man, but when compared empirically, he really 
can't move a rubber-tree plant which would be a simple matter for the 
man to lift and move. (A man -sized ant is a nother st01y altogether.) 

Power Natuml De(enst'S B11rr t'isi IMS Liftin' a Rcnlly 
,s Quuge/Push (hJ ~o· l >IUUir t ' \IIIIIJiit') llc;ny Ruck 
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Power 1- With a Power of 1, the monster is weak and feeble. Unable to 
even grip strongly. This is the Power of infants. 

It requires two months of practice to raise an exp 1 Power to exp 2. 
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Power 2- This is the strength of decrepit old men. With a Power of 2, 
the monster can 't lift heavy objects unaided, h is Mortal WOtmd suffers 
and his damage with melee weapons is much less than even a man of 
average strength. 

It requires three to fom mond1s of practice lo rruse an exp 2 Power to exp 3. 

Power 3- Those who don't lead physically active lives usually have a 
Power of 3. Clerks, so rcerers, game designers and shopkeepers a ll fall 
into this category. There's no shame in having a Power of 3, but it is 
best to stay out of harm's way as resistance to Locks, Charges and 
Pushes is low, and melee IMS is pretty poor. 

It requires five to six months of practice to rruse an exp 3 Power to exp 4. 

Power 4- This stat is for creatures who are naturally strong or who 
lead active ph ysical lives. Those who hunt, climb, prowl and stalk , 
all generally have at least a Power of 4. With fom dice to resist Locks 
and Charges plus a decent base for IMS, those with a Power of 4 can 
usually get by in t he martial world without too much trouble. 

lt requires six to seven months of practice to raise an e:\:p 4 Power to ex:p 5. 

Power 5- With a Power of 5 the monster is physicall y potent. He's 
ropier, brawnier, or just plain tougher than most . Also, Power 5 has 
the potential to boost the Mortal Wotmd by one (with a high Forte or 
a trait ). Orcs practically require a Power 5 in order to survive i.n the 
upper ranks of their legions. 

It requires fom to six months of practice to raise an exp 5 Power to ex:p 6. 

Power 6- A monster with a Power 6 hits harder, is harder to kill and 
can do more. This is the stat of very ph ysically potent Men, Elves, 
Dwarves, Orcs, Roden, Wolves, and Spiders. Yet it is practicall y the 
minimum exponent for Trolls and their brutish ilk . 

It requires five to seven months of practice to rruse an eAp 6 Power lo exp 7. 

Power 7--:-This creatw·e i.s naturally brawny- perhaps it's bigger than a 
man , like an ox, or built with denser muscle mass, like a gorilla. With 
an exp 7 Power, a creature can kill a man with one punch . 

In order to maintain tlus vast strength most creattu·es must devote 
much of their tim.e to maintaining it . As it is nearl y impossible to 
get Ob 6, 7 and 8 Power tests in everyday life, one has to imagine 
situations where the creature is deliberately pushing its limits . It 
reqtlires six months of prac1ice to raise an exp 7 Power to exp 8. 



Power 8- Men, Orcs, Dwarves 
and Elves who have a Power 
this high are rippling muscle­
bound lunatics. Likely they 
are svelte and hard-bodied, 
but it is also possible to have 
a Falstaff type character 
who is morbidly obese yet 
tremendously strong. 

Regardl ess of their physical 
appearance , creatures with 
such a Power are dangerously 
physically potent. They can 
literall y t ear apart other 
cr eatures with their bare 
hands , and their mortal 
wound are substantially 
higher than other creatures . 
This isn't about being strong, 
it's about being cru el. 

T t requires seven months of 
practice to raise an exp 8 Power 
toexp 9. 

Power 9- This is mythic strength. The 1night of powerful Trolls, giant 
squid, ogres, magic oxen, etc. For them, a Power 9 is right and good. 

It requires eightmond1s of practice to raise an exp 9 Power to exp 10. 

Power 10- This status is r eserved for physical potency that's on the 
Jar end of the scale of conception: Only Dragons, blue whales, bull 
elephants, leviailians, krakens or Giants can attain this level. 

The numbers are very telling here-the merest touch is going to 
fracture bones (B5), and a good off-handed swat is going to kill most 
creatu res and crack stone (B10). A well-delivered blow will obliterate 
anything less than heroic in statme (B 15). 
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Forte 
Forte represents the character 's physical toughness. Fact of the 

matter, this stat is rarely tested in game. Though, characters who traffic 
in incantations or abstractions will find themselves rolling their Forte 
to resist Tax. Other characters might never actively test their Forte. 
(It's only got one skill rooted from it, Drinking.) However, it is a vitall y 
important stat as it factors into two attributes: H ealth and Mortal 
Wound. 

Forte llrinking: Fur1c l'S Oh :J 11tx 
Aptitude (for Sort'trcn~) 

Furlc 'I ·w ,-s Ob 3 

:!IJ rs Oh ;l 

Forie 3 30 \'S Ob 3 

t'orlt' lO '100 \'S Oh !I 

Forte 1- Fragile and unhealth y; a Forte of 1 is no bless ing. 

It reg u ires fom· months of practice to raise a:n exp 1 Forte to exp 2. 

Forte 2- Sickly and weak, a Forte exp 2 drags clown Mortal Wotmcl and 
Health. 

It requires six to eight months of practice to raise an exp 2 Forte 
to exp 3 . 

Forte 3- Exp 3 Forte is passable for most characters. Though it will 
probably result in a Mortal Wotmcl of B9, man y characters don't find 
this a detriment at all. Often a point of Forte, the difference between 
exp 3 ancl4, ca:n be safely taken a:ncl applied in another stat. 

It rcqt1ires 10-12 months of practice to raise an ex-p 3 Forte to exp 4. 

Forte 4-Most characters are going to have a Forte ofB4. This is the basis 
of the Mortal WoLmcl rules and the Health and recovery rules. It's a 
good stat that one doesn 't often have to worry about. 



It requires 12-13 months of practice to raise an exp 4 Forte to exp 5. 

Forte 5-Characters worried about surviving brutal brawls or concerned 
with the effects of Tax, will favor an exp 5 Forte. It's the mark of a 
strong, athletic and healthy character ! 

Tt requires eight months of practice to raise an exp 5 Fmte to exp 6. 

Forte 6-Usually you'll only see powerful Dwarves and Orcs with a Fmte 
of 6. It has the potential to bmnp up the Mmtal Wound to B12! Very 
significant for bruiser-type characters . Also, a Fmte exp of 6 sets the 
Superficial wound tolerance at B4. A nice perk. 

It requires ten monlhs of practice to raise an exp 6 Forte to exp 7. 

Forte 7-Generally, only Trolls and heavy beasts like horses and oxen are 
going to be found with a F 01te of B7. It allows for a very high Mortal 
Wound. Also, it can offset the low Will of such creatmes, giving them 
a shot at a decent Health exponent. 

It requires twelve months of practice to raise an exp 7 Forte to exp 8. 

Forte 8-Creatmes with a Forte of 8 don't feel pain like lesser-Forted 
characters. That same sword stroke that lays out a man is going to 
barely register on a character with a Mortal Wound of B13 orB 14. 

It requires 14 months of practice to raise an exp 8 Forte to exp 9. 

Forte 9-Ho boy, this is serious stuff. Giants and dragons and krakens 
only! Potentially very high Mortal Wound and Health exponents. 

It requires 16 months of practice to raise an exp 9 Forte to exp 10. 

Fort.e 10- God-like toughness. Never tires, never gets sick, hard to kill. 
All around general ugliness f 



Shade Burner 
Probabilities In Disguise 

In addition to the raw numbers, there is another 
factor that weighs heavily on the efficacy of abilities 
in Burning Wheel-the shade. Th is is the color 
attached to each exponent whi ch indicates that 
ab ility's level of potential. (Exponents are the ability 
to realize that potential. ) There arc three shades­
black , gray and white-which represent mundane, 
heroic, and supernatural level of potential. 

T refer to it as potenti al, because everyone still has a 
chance to fail, but the heroic and supern al 1.u·al shades 
have a better chance t·o maximize their success. 

Mechanicall y (in case you've forgotten ), black 
shade ab ilities need 4s for each die to count as a 
success, gray shade needs 3s and white shade needs 2s. 

Mundanity 
Nearly everything in Burning \Vh eel is (and 

should be) in the mundane shade. This is where you 
a nd T exist, and where we will likely exist for our 
entire lives . There is nothing wrong with this. The 
greatest achievement s of cult1ue and science have 
been accomplished by regular folks using mundar1c 
skills. 

All of yom monster's abilities are mundane-black 
shade-by deJault. 

When you roll the dice for a mundane ability, 
half of the dice arc going to come up successes (on 
average) . So if you 're rolling fom dice vs Ob 2, you 
can be pretty confident you're going to hit it, whereas 
fom dice vs Ob 4 is a long shot . I've built these bandy 
tables to give some at-a -glance info about shades: 

33 
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Key to ,,ftade vs obstllcle lll.ble: 

The coordinate number lists rough odds for gaining success with the inclicated munber 

of clice against the indicated obstacle. For example, for a lin 3 chance, say to yow-self, "1 

am going to pass this test about once every three times I throw the clice." Aside from the 

listed odds, the symbols equal: 

:(=Not very likely ( - 1 in 20) 

e =Very likely ( -8 ii1 10) 

+ =Extremely likely ( -9 ii1 10) 

* = Nem·-guaranteed success (better than 9 in 1 0 ) 

Heroic 
Heroic ability is reserved for those who possess the potential to 

consistently go beyond the mundane range, those who are imbued with 
a special quality that sets them apa1t from the rest. 

Monsters in Burning Wheel do not have to be "all gray." In fact, most 
heroic arJd mythic entities are identified by a single skill or stat in the gray. 
Just one ability grants them a quality of otbem ess, even though everything 
else falls into the mundane range. Bruce Lee is an example of a character 
with mundane stats, but gray skills. Ged from the Wizard of Earthsea 
is another example-he is simply a man possessed of heroic sorcery. 
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Some monsters-truly otherworldly beings-will exist entirely in 
the gray, though . These creatures will consistently outperform their 
mtmdane cousins, and find dtemselves un.killable by mundane methods. 
Anne Rice's vampires fall into this category. They are simply better, 
stronger, fa ster and more perceptive than humans, and can only be 
killed by extreme ci:rcmnstance; bullets may slow them down, but they 
can't be deslro.red by such mundane trifles . 

Gandalf and the Bah-og also exist in dris shade. 

What does gray mean mechanically? A gray ability tells they player 
that two-thiTds of the dice rolled are going to come up successes (on 
average). So you can reasonably expect two successes when you roll 
three dice, or four successes on six dice . See the table below for the 
details: 

Key to shade vs obstacle table 
The coordinate number lists rough odds for gaining success with the in djcated tnunber 

of dice against ll1e indicated obstacle. Aside from the listed odds, the symbols equal: 

:{ =Not very likely ( - 1 in 20) 

e =Very likely (-8 in 10) 
+= Extremely likely ( -9 in 1 0) 
* =Near-guaranteed success {better than 9 .in 10) 

Supernatural 
There is a deep confidence imbued in a character who possesses a 

supernatural ability. Whenever this ability is tested, he is very likely to 
succeed-in fact more likely than not. Tlris is the realm of the divine and 
supernatural-the sphere of the barely imaginable. Tolkien 's Valar are 
white shade entities; Lovecraft's gods and most of the world 's pantheons 
fall into this shade. Interestingly, I would put t.he Creek pantheon in 
the "light gray" range-they are so human and fallible, th ey must have 



gray and white abilities mi~ed together. Thomas Covenant from Stephen 
R Donaldson's Un believer series is a mortal possessed of supernatural 
ability (that he doesn 't know how to use, of c01u-se) . 

Mechanicall y this shade means that, when you roll the dice, 5/6ths of 
them are going to come up successes- nearly all of them, all the time. 
Five successes on six dice is conmwnplace. As I said, this shade is not 
about failm·e, but about degrees of success . 

\Vhiic Ob 1 Ob 2 Ob 3 Ob 4 Ob 5 Ob 6 Ob 7 Ob 8 

10 • - - - - -
i''"'":;;;'"'' & ' . - - - ·-1-

20 • 2 in 3 - - - - - -

' :ID~ I * .--:- 3 in 5 - - -:4, I -, ____ ,, - )$ .. .• ,,,,.,,_% -
40 * * • 50/50 - - - -

50 * * ~ • 2 in 5 - .2: ' IG~ ~· 1-·- I ~ 1---'-
60 * * * • 3 in 4 1 in 3 - -

' """'7i)" - I"""""".'""' *1'' * * * • 2 in 3 '1 in 4 ,_ 
1-

80 * * * * * • 2 in 3 1 in 5 

90 * * * * * • • '5oi5?' - '~ - ·-101) * * * * * * • 3 in 4 

Key to s!Utde vs obstacle t"ble: 

The coordinate number lists a rough odds for gaining success with the indicated 

number of dice against the indicated obstacle. Aside from the listed odds, the symbols 

equal: 

e = Very likely ( -8 in 1 0) 

+ = Ex1remely likely ( -9 in 1 0) 

*= Near-guaranteed success (belter lhan 9 in 1 0) 

Heroic and Supernatural Stats and Attributes Appendix 
Please consult the appendices Revisiting Gra.r and White Math and 

the Attribute Burner for detailed information on incorporating heroic 
and supernatm·al shades into a monster 's numbers. 

Chart Note 
The preceding at-a-glance charts were built using probability charts 

kindly factore d and donated to Burning Wheel by Tony Hamilton 
(Bm·ner #224). The originals can be found in the Downloads section of 
burningwheel.org in the Bmning Wheel Info Sheet PDFs area. 
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Burned on Mechanics: 
Now What? 

So now your head is spinning from all that Burning Wheel technical 
infonnation. What do you do with it? You know the implications of the 
numbers, and yo u can now stmt applying them to what your monster 
needs. And if you forget yom "implications," you can always just duck 
back in and check the handy charts to remind y01rrself just how bad-ass 
a B5 skill is. 

Now we're going to jump into the 100 Questions section and start 
putting some notes and numbers down on paper. So grab yotu· concept 
and a worksheet and follow along. 
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1 00 Questions 
This is the heart of the monster burner, where we 
start to actually build up a creature. Throughout 
this section the player is under his own recognizance. 
There is no watchdog, no point-buy and no monster 
police. It's up to the player to honestly and faii·ly 
build the creature described in his concept. If you 
want to build foul , grungy vermin, go for it. If you 
want to build ancient dragons, be my guest. This 
process nets ·a fully functional monster, ready to 
use in pla.r- not a template for the lifepaths. That's 
another step. 

I don't know if there are actually one hundred 
questions in the following section. It's more of a 
metaphorical description for the host of questions 
you should ask yourself when creating a character or 
monster of any type. (And it sounds better than "9 
Steps. " ) 

The Golden Rule 
There is one golden rule in Burning Wheel that 

must be abided by as you burn up your monster: 
Players must wo~·k with the GM and not against, in 
order to bring a functional and playable creat1.ll'e to 
the table. In fact, both the CM and the other players 
in the group have final say over whether a creatme 
can be used in play or not. The last step oJ the 100 
Questions is Peer Review-the player submits his 
monster to his group so th.e.r can ensure that it is 
suitable for their play style. By comparing stat, skill 
and trait point totals with other characters, one can 
easily determine if a creature is going to fit into a 
campaign or not. 
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1. Monster Concept 
Th ink of a concise idea that encompasses yom· monster, either a concept 
borrowed fTom another source, or make one up on your own. 

The cave troll from The Fellowshlf of the Ri~, the 3ray man from the 
Conan stories, or a .Ji.Jantic f!Jinj buj of venom -s'fut'rtinj doom are all 
va!ttl concefts. 

The conceft I'm jOt'nj to use as an examtfe is the dra3on-instired by 
the works of To/kien and LeCiuin; a child ofYevaud and Smau3. 

When you form that concept, the first thought on yo w· mind should 
be, "How is this creatme going to behave in play?" Always think in 
terms of the game-it'll help out in the long run, since you are designing 
a monsterfor play in Burning Wheel! 

The Scope of Concept 
The Monster Burner, though broad in scope, is not unlimited in 

possibilities . There are some edges to om conceptual h01izon: The system 
is not des igned to handle really small stuff like insects or littl e mice. In 
game, such creatures seem to be more of a vehicle for another agent­
poison, disease, magic-and simply an obstacle to overcome. Nor can 
the system elegantly handle colossal creatures like Codzilla and other 
gargantua n monstrosities. Of couTse such beasts can be represented, 
but a host of special rules are needed to facilitate play-therefore such 
creatures fall beyond the scope of what we consider a playable character. 

2. Otherness = Traits 
Traits describe how the character is different from the norm-how 
he is not human. Thi.s is what makes him a monster, so this is pretty 
important. 

In this section we go step b y step through all the various parts of 
yom rnonster, creating the traits that make her other than hmnan. We 
describe: StatuTe, Form, Head, Arms, Legs, Senses, Natm·al Advantages, 
Natmal Disadvantages, Personality, Cosmetic Look, and Locomotion. 
There is no need to describe what's similar-focus only on what 's 
different. So if one of the categories is different, then we need a trait to 
describe .it:. If not, then we can skip it and go to the next one. 
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See the next section after 100 Questions-the Trait Burner-for 
details on how to actually create and price traits in Burning Wheel. 
Mechanical details aren't necessary yet. As you proceed just write down 
a sh01t description of each tTait. 

Stature 
How big is yom monster? Is he smaller than a man? Bigger ? About 

the same? The size estimations are fairly rough here. There are six basic 
size configmations in Bmning Wheel, but only at the extremes do they 
reall y sta1t to affect game mechanics. Choose one that fits. (Length and 
height are synon ymous.) 

Tiny- >I' height, >Ilb-slbs. Mortal Wound base 3 
Tiny stanu·e gives a -3 Mortal Wound modifier (Base 3 MW), and 

only uses three wound tolerances : Stunned (Superficia l), Broken 
(Midi) and Squished (Mortal). Tiny stature reduces weapon length 
for positioning by two steps. 

Small- I-3' in height, >IOolbs. Mortal Wound base of 5 
Cr itters like cats, birds, rats, etc., have -1 to their Mortal Wound 

(Base 5 MW ). Small stature reduces weapon length for positioning 
by one step. 

Diminutive- 3-5' in heighl, I00-300 lbs. Mortal Wound base of6 
Dwarves possess Diminutive Stature. They are consist ently 

"sh01ter" than five feet tall. This statm·e does not reduce the Mortal 
Wound tol erance, rather it creates other complications and benefits. 
For example, due to their stature, Dwarves also get the trait Stout 
which reduces their sprinting rate. 

Middling- 5-7' height; wo-300 lbs. Mortal Wound base of6 
Humans, Orcs and Elves possess Jl!Iiddling Stature. They are neither 

penalized or benefited b y t heir size. This size is the default for all 
creanu·es. If yom· monster doesn't have a size trait, it's considered to 
be i\!Lddling. 

Massive- 7-w' height, 250-2000 lbs. Mortal Wound base of 6 
Trolls, horses, oxen and giant spiders possess the Massive Stature 

trait. They stand over seven feet "tall" but not larger th an 10 feet . 
No mechanical bonus for this, but it is always worth noting. Massive 
stat-ure, as described on page 281 of the Character Burner, increases 
weapon length by one step . 
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Gigantic- w-so' height, weight in tons. Base Mortal Wound of 7 
Giants, dragons and elephants stand over 10 feet tall and possess 

the Gigantic Stature trait. This trait grants + 1 to the Mmtal Wound 
(Base 7 M\V). Gigru1tic statme increases weapon length by two steps. 

Stature can be additionally described in character and die traits 
that enumerate the monster's cond ition and any bonuses or penalties 
conferred by size. 

I've jOt my worksheet out and my concert noted down. I check 
off 4ljantic Stature-that's definitely my dra3ons size. 
At this roin~ I actually went and did some research 
on my monster. I read Peter Dickinson's brtlliant The 
Flljht of Dra3ons {ajain}. It challenjed everythinj I 
ever thou3ht about the creatures! Instead of reworkinj 
my concert into "Peter Dickinson s bull drajon, II I 
decided to stick to my 3uns and see how this turned out. 

Natural/Common Traits 
Describe how th e monster's physical st::ructul'e is different fTom that of 

a hu.man . Anything left undescribed is considered to be Lt:ke a human. 

Form 
Describe how yom creatui"e's form is different from human. Describe 

additional odd bits added ont.o tl1e hwnan form here-wings, spines, 
hmnan torso and .snake body, etc. 

!(you're buildil1j a crab-creature, you'd describe ht"s share here-fla~ 
anjular body with ten lejS. !(you're butldinj a lt"zard man, there's no 
need to say anythinj about his body excert to mention his tail. His basic 
structure is roujhly the same as a human-arms, lejs, torso, neck and 
head More often than not the form catejory can be summan"zed bY 
choosinj a real-world analoj to describe your monster's form-you can 
just write 'crab. 11 

My dra3on has a slender and sleek form, arched ft"ke a jreyhound (a nod 
to Ms Le4uin). 

Head 
Describe what ti"aits would be associated with the structme of the 

head of the creatm e. 
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A Sfitler doesn't have a head, fer se. Its head is farl of the structure of 
its torso, whereas De:rD's lllithitl wouM have a bulbous (cefhalofotl-lt"ke} 
head with tentacles Sfroutinj from the mouth/chin area. 

A lt'zanl man has a lt'zartl head ferchetl atof a flexible neck. 

For my tlra3on I wrote down: Lt'zartl-Terrific Skull. 

Arms 
Does your creature have longer limbs, shorter limbs, tentacles, or 

no a rms at all? . 

A fish fJfe creature wouM have no arms to Sfeak of-hefl have the Fins 
trait. A creature based on the ten-armetljotltless Kalt' wouM have a trait 
to enumerate her lt'mbs. A squid-Me creature wouM have the Tentacles 
trait, reflacinj any anti all arms. 

Legs 
How many legs, if any, does your creature have? This usually 

influences the creature's method of locomotion. If your creature 
is simply a regular ol' biped there's not too much to say in this 
category. 

A Sfitler has eijht Sfeciallyiointetl anti clawed ltmbs-the Eijht-LCjjetl 
trait. An Ofhitlian snake woman wouM have no lep, instead havt'nj a 
Snake Botfy. 

For the tlra3on 's arms anti lep I noted that he has four rettilian le3s {t'n 
addition to his wt'njs}. 

Senses 
Describe how your creature's senses differ from humans'. We have 

a very strong suite of senses. Though some are not as acute as those of 
other creatures, the mix of five good senses gives us a distinct advantage 
over most other monsters . More important, it is vital to recognize that 
senses, more than anything else, shape the world around us. A blind 
creature lives in a very different world, under different assumptions, 
than does a sighted one. Therefore, be cautious when altering your 
monster 's senses . Be sure you 're representing him properly, and don't 
forget that the Perception stat represents the abilities of creatures with 
access to five good senses. 

Creatil1j a blind creature with a Sfecial echolocation sense is fine­
sayinj he is more ferceftive than humans (+ZD to Perccftion} is missil1j 
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the roint. His extranormal ability balances his deficiency and allows him 
to maintain his Percertion stat without renalty. 

However; it is also fun and imrortant to 3rant monsters srecial abilities 
due to their hetjhtened senses. For the Roden, ima3ine that these 
creatures can see, touch, smell and taste as well as men, but also have 
excertional hearinJ. Hence their bonus. 

Senses can also reduce conditional penalties radwrthan grant bonus dice. 

UsinJ echolocation of bats or the Iorenzini electrical senses of the sharks 
as examrles: Creatures with such senses mljht not Jive a straljht bonus 
to Percertion. They mljht not be renalized as men are-in the dark, due 
to noise, or smoke, or brljht ftjht for e;<amrle. 

Dra3on senses are ICJendary so I 3ave my creature the full suite-Keen 
HearinJ, Keen Sljht and Keen Touch. Come on, SmauJ couM detect the 
bearer of the One Ri11J where a n"n_rjwraith couMn 't! 

Natural Advantages 
Describe any edges yom creatme has in t·he race for smv:ival. Claws, 

teeth, a rmor, camouflage, armored skin, poisonous blood, etc. These are 
all evocative and fun traits to play with. 

The dra3on s natural advanta3es are rlenty-Armored Skull, 
Scintillatinj Scales, Talons, Lizard's Bite and the three most imrorlant: 
Dra3on 's Blood, Dra3on 's Flljht and Dra3on 's Breath. 

Natural Disadvantages 
Describe the disadvantages of yom· creatm·e compared to the human 

condition. Frail, slow, susceptible, blind, dietary requirement s, lack of 
thmnbs, etc. 

Natural Disadvanta3es for a dra3on? No way! Initially, I skirred this 
section and went ~n to Cosmetic Traits. But then my research sta_rted 
tujjt"nj at my brain. Dickinson brou3ht ur all sorts of valid aryuments for 
a variety of Natural Disadvanta3es. Hm, the monster wouM be much more 
interestinJ tf.. I scribbled down "Limited fi'Jht-breath reduces (/tjht." 

Character Traits/Personality 
Does your monster have any inborn/inbred traits that affect its 

personality? (Ali en, Loathesome, Voracious Appetite, and so on.) 
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Cave-dweller, {io/tl Cireetl anti Loner styan!J to mind for the tlra!Jon. 

Cosmetic Traits 
For this creature, what features are different than human? Does he 

have pointy ears, fa nged teeth, googly eyes, brightly-colored flesh, fur? 
These traits don't give bonus or penalties, but they serve to set your 
monster apa1t from the rest of the cruel world. A1ost traits are simply 
cosmetic. 

For the tlra!Jon, I noted down: Scintdlatin!J Scales, Luminous Eyes anti 
Stench. (His shafe has alreatly been tlescnlml.) 

When you really look into what your monster is and isn't , I think you'll 
find that most of the traits that make him different from hwnans- that 
give him hi.s otherness-are cosmetic. The majority of our monsters still 
walk, talk, eat, breathe and sleep. They are simply a manifestation of an 
aspect of hmnan psychology writ large and broad for us to explore and 
understand. 

The Tolkien pantheon of Dwarves, Elves and Orcs are simply all 
cosmetically different humans-strong and stout, beautiful and lithe, 
misshapen and ugly, respectively. They embody recognizable facets of 
how we perceive greed, nobility and hatred. 

Does this make them any less interesting? I don't think so . In fact , 
I think it makes them more engaging. These creatures are clearl y not 
"us," thus we can look at them with a bit of dispassion, but they are also 
easily recognizable in their behavior so we can still identify with them. 

When building yom monster, take into account that a simple cosmetic 
difference reinforced by a strong theme can sometimes create monsters 
of smprising depth and bea~ty. 

Special Traits 
Does the monster possess any odd, quirky or cool traits that 

differentiate him from all the rest? This would be the stuff that might 
set him apart from even his own people. 

Use the standard trait list for inspiration. 

For the tlra!Jon, I didn't feel the need to !Jive ht'm atltlt'tional SfeCtal traits. 
!'II leave t't uf to {iMs to flesh him out to that tle!Jree. But by way of 
examtle from the Illustrated Besft'ary, I !lave one Satyr in every herd 
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Faith in Dead t;ods and the option for a t;rapnan to take Aura of Horror 
rather than Aura of Fear. 

Locomotion-Speed Multiplier 
How does your creatme move around? This quality is usually defined 

by the creat1ue's body and limbs. On occasion a creature will have more 
than one way of getting about, or even have some special method of 
locomotion that needs to be described. 

Choose the appropriate method according to yom concept and the 
traits that have been defined up to t hi s po in t. This determines the 
Sp eed multipliers for movement for the creature. The Speed multiplier 
determin es how mobile the creature is r elative t o other types of 
monsters. The Speed exponent determines actual in-game speed and 
maneuverability. It is used in th e positioning mechanics for Range and 

Cover and F ight! 
\ 

Speed Multiplier by Body Type 

Monster Body 1YJ)e 

Araclmid and Decapoda 

Avian Flight 

Avian Hopping 

Bat Flight 

Bat Crawling 

Biped 

Perfect Biped 

Elephantine 

Feline 

Fish 

Floatie .Jellyfish Thing 

Froggie Leaping 

insect Crawling 

h1sect Flight 

Speed 
Multiplier 

4x 

14x 

7x 

lx 

6x 

3x 

10x 

Notes 

Spiders and crabs 

Elves, Men and Orcs 

The mythical perfect form 

Jellyfish and other strange creatures 

like them often arc at the whims of 

the ocean currents. However, they 
do have some tnuscular contml over 

their movement. 

For six-legged, crawling insects . 

F lyi:r1g >uJts, beetles , fli es and stuff. 
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Speed Multiplier by Body 'JYpe 

Monster Body 'JYpe 

Reptilian 

Speed 
Multiplier 

3x 

Notes 

For scaly critters that haul about on 
four legs. ---1-

Rodent 4x 

Serpent 3.5x 
---'----1--

Simian 3x 

Slugs and Stuff 

Tortoise 

Ursine 

.5x 

l.25x 

5x 

For apes and monkeys, bipeds d1at 
use their hands to aid walking. 

Bears and other creatures 
comfortable on four legs, but who 
can shamble about on two. ----1-

Ungulate 8x Hooved, long-legged quadrupeds 
like elk, deer and horses. 

~~------1--------- l c- -------~----
Worm .75x 

Weird 

These creatures move by 
contracting and expanding 
lengthwise segments of their body. 
It's a slow, painstaking form of 
movement, but effective for moving 
tJn·ough confined areas. Creatures 
such as these tend to have vestigial 
linrbs at best. 

Make up your own using this 
category. Shivering shamblers, 
blinkers and man-eating corks fit 
into this category. Use the many 
examples listed above as guidelines. 
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Dragon Locomotion Example 

My dra3on has wil1js and lep. I chose Bat locomoft"on for his f!tjht-1 
just don't think he's as fast a flyer as some mijht say (a3ain, this is 
my research talkin3}. For his land movement, the obvious choice was 
Rertilian. Once I do his stats, I will use these multip!t"ers for his movement, 
that's it. 

3. Stats Questions 
Recall the deep knowledge of the Burning Wheel numbers that was 
bestowed upon you in the first chapter. Use that knowledge to accurately 
and impartially judge the stats of your monster. 

The process for this adjucation? You're simply going to mark down 
the stats you think are appropriate to your concept. It's that simple. 

\The following section lists examples of stat exponents and the chamcter 
types/stocks they are identified with. In addition, I've added some 
questions or comments tbat I associate with pruticular exponents. 

Will 
ExJlOnent 1-Socially handicapped 

Is the monster's Will moMable like soft mental clay? 

Exponent 2-Goblins, Trolls 

Is the monster suscertt"ble to manipulation or simrly dense? 

Exponent 3-Dogs, Wolves 

A little jullible like most of us? 

Exponent 4-Human 

Reasonably adert and socially able? 

Exponent 5- Young sorcerer 

Hard to deceive or manipulate? 

Exponent 6-Elf and Dwarf 

stron3 willed and naturally adert? 

Exponent 7- Veteran and powerful sorcerer 

Adert and exrerienced, very near "the reak of his worMiy rowers 

Exponent 8- Valiant Dwarf king 

With but a word such creatures can convince their reers 
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Ext'oncnj. 9- Dragon 

Nijh inc(Jmfrehensi6/e stren3th (Jf mimi 

Exponent 10-Indomitab le will 

Is the m(Jnster a near-ferfect S(Jcial entity with an unbreakinj will? 

Perception 
Exponent 1-Fungi 

Alm(Jst unaware (Jf his surr(Juntft'njs? 

Exl'oncnt 2-Sick Cow 

D(JeS he n(Jtice thinp when fr(Jdded? 

Exponent 3-0rcs, Trolls, Goblins 

Plain, straijhtf(Jrwanl, n(Jthin' Sfecial 

Exponent 4-Hmnan 

Eventually he will have his m(Jment (J(ji(Jry.Just a matter (Jf time. 

Exponent 5-Great Wolf, Dwarf 

Keen in the mind 

Exponent 6-Elf, Great Spider 

Very sharf, rarely misses trick 

Exponent 7-Crazy piercing eyes with spooky spirals 

Deefly fercettive 

Exponent 8-Aged Elf King 

fts Sf(J(Jky h(JW much he n(JfiCeS ... 

Exponent 9- Dragon 

Can see thr(Jujh veils (Jf rea~·ty with(Jut benefit (Jf traits 

Exponent 10- Thot h 

Divine ( Ci(Jd-like} Percefti(Jn 

Exponent 1-Fly la rva 

D(JeS he even have hands? 

Exponent2- Jerry Lewis; Jim Caney's klutzy roles 

lncretft'bly clumsy; has tY(Juble claffl'nJ 

Exponent 3-Troll 

Just a "n(JYmalj(Je" m(Jnster? Bij hands, (at (in3ers and a lt'ttle dumsy 
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Exponent4--I~un1an 

We can Jet the joh tlone 

Exponent 5--Roden 

Catch a fly on the first try? 

Exponent 6-Elf 

A horn natural, oozinJ talent-never misses a catch or a throw 

Exponent 7--Creat Spider 

Near ferfect hantl- (claw-} eye coonlination 

Exponent 8--Super Ninja! 

He can run in a circle wht!e juJJfinJ Jfasses, fOurinJ wine anti catchi11J 
knives hurled at him 

Exponent 9--Cat-god agile 

\ Inhumanly aJile 

ExpQiJeiit 10--Artemis, Apollo 

Faultless hantl-eye coon(ination 

Speed 
Exponent 1--Siug-like 

Does not rely on natural frowess to catch fJYfY, it can't keef uf 

Exponent2--1\u~le 

Does he move like a refft'fe on a cold, coM tlay? 

Exponent 3--0ld man 

A little to key, hut can keef uf t( neetl he 

Exponent 4--Human, Troll, Ore 

Does he move with the crowd, not slit anti fall too often? 

Exponent 5--Coblin, Roden, trained athl ete 

Is he Jraceful, coortlinatetl or just ruick on his feet? 

E:.::ponent 6--Elf, Great Wolf, Dragon, horse 

Is he an athlete in feak thysical form? 

Exponent 7--Creat Spider 

Is he amol1fj the nimh/est? The 'f;,_ickest on his feet? 

Exponent 8--Cheetah 

Without a tlouh~ no man is so fast anti (fuicl 
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Exponent 9-Eerie grace and movement 

Like wind on a brisk Jay, rushinj past 

Exponent tO-Hermes, Sleipner 

Flawless poise, motion anJ follow-throujh 

Power 
Exponent1-Infant 

Can the monster barely carry its own weijltt? 

Exponent 2-Elderly hmnan 

Is the monster feeble? 

Exponent 3-Is the monster simply a little weak? 

Doesn't exercise, or even Jef out much;jame Jesijner Power 

Exponent 4-Hmnan, Elf, Roden 

Is the monster as strol1j as a physically fit human? 

Exponent 5- Dwarf, Ore, Great Wolf 

Is he a practiced athlete or just a bad-ass? 

Exponent 6-Draft Horse 

If he haJ hands, cou/J he toss a table across the room? 

Exponent 7-War Horse 

Forceful 

Exponent 8-Troll 

Muscle-bound anJ freakishly strol1j 

Exponent 9-Giant 

Superhumanly stronj. 

Exponent 10-Great Dragon, Rodan, Atlas 

Is the monster as physically potent as they come? Like the c;oJ ofStrenjth 
or a JiJantic mutant pterodactyl? 

Forte 
Exponent1-Infant 

Is the monster vulnerable anJ frail? 

Exponent 2-Eiderly human 

Does a climb up the stairs leave him winJeJ? 

Exponent 3-Game designer, angry store owner from movies 

for breath 



Exponent 4-Human 

N{lt the t{lu3hes~ but n{lt n{lt/ceably frat! {lr weak, either 

Exponent 5-0rc 

Toujh 

Exponent 6-Dwarf 

Brutish, S{l!t'v( 

Exponent 7-0x 

Relentless 

Exponent 8-Troll 

lncredti:Jiy durable 

Exponent 9-Giant 

llnimajinably t{lten~ nljh unst{lf!Jable 

Exponent 10-Dragon, Gojira 

Like a j{ld 

Drago11 Stats Example 

1 oo Questions 

In the end, C{lntrary t{l myth and le3entf, I 3ave my drtlj{ln l{lwer stats than 
I felt I C{lu/tf, 3iven the S{lurce material.· Wt/1 ext 6, Percetti{ln ext 7, Ajility 
ext 4, Steed ext 6, {>{lwer ext 10, and F{lrte ext 10. still C{lnsiderably 
hijh, but n{lt the straljht 1s and1os I extected myself t{l jive. why tft'v( I 
curtat! the madness? It was my research kickinj in a3ain, C{lmbined with 
the CiM in me. Was this drtlj{ln really S{lmentally suteri{lr t{l everythinj 
else? H{lnest/y, n{l. He is definitely a smart creature, but n{lt the tinnacle 
{lf insijht {lr wisd{lm, and certainly n{lt dt'vine {lr near-dt'vine in ability. 

As for the Steed and Ajilify ext{lnents: He's blj and fast for his size, but 
n{lt S{l much S{l that he can {lutmaneuver everythinj else {Jut there. And 
with his use {lf (lijht and fiery breath, I felt that suter-hljh Ajility wasn't 
necessary-he relies {ln {lther defense mechanisms t{l keet him a!t've. 

4. Shades 
Once the stats are determined, we need to revisit the numbers and look 
at the level of potential of each ability in order to determine the shade 
of the stats. (Don't forget that the hade of stats determines the shades 
of root skills as well. ) Ask these questions for each aspect/stat of the 
nwnster: 



• In this area is the monster no more or less adept than what all of 
nature contains? Is he kin to most Men, Dwarves, Elves, Orcs, Trolls, 
Spiders and Wolves? Then note a black shade; this is the default shade 
for all abilities. 

• Is this ability extremely special, unique, otherworldly or semi-divine? 
Then choose gray shade; this ability is heroic in nature. 

• In this area, is the monster divine, demonic, supernatural or beyond 
the pale of human comprehension ? Then choose white shade. 

No matter what my research says, this chiM of Ycvautf and Smau3 is 
a heroic creature-no mere mortal can trifle with him. At least that's 
what I kcf't tcllin3 myself as I took rcvCHjC for his "low" stats by _1ivin,1 
him 3ray Pcrcef'tion, Will, Power and Forie. I lost my nerve thou3h and 
kcf't his Ajtlity and Sfcctf in the black. He's only a cht!tf and I followed 
my lojtC for the CXfOncnt assijnmcnts-hc's formidable in the wt!l and 
Power tlcf'artmcnts, but Sfcctf and Ajility really arcn 'this stron,1suits. 

5. Monstrous Beliefs 
and Feral Instincts 

At this point, the basic framework of the monster has been described. 
There is an overall concept for him, but we still don't know exactly what 
he does. Beliefs and Instincts help narrow the concept and focus it into 
a playable entity. 

Instincts 
What does he do? What does he absolutely need to know or do to 

survive? How does he do ·it ? Note three Instincts possessed by this 
creature. 

This is where you separate "instinctual" vs "intelligent" or creative 
creatures. Instinctual creatures will have Instincts that revolve around 
survival. Thinking monsters have access to a much broader range of 
possibilities. 

Hm, tlra3on instincts arc hard! I came Uf with: 'fl lways 30 head first. 
Hoard Burn. Mesmerize." Did I just 3ivc him an extra instinct? Yes, I 
tltil. why? Because he's a frcakinj tlrajon! Anti because we'll tic that 
Hoard instinct into his t;rcctf trait. 
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Beliefs 
We know what he's all about, but what makes him tick? What goes 

on in the monster's head? More important, why is he here now? What's 
his reason for being here? How will he be involved in the story? Note the 
creature's three Beuefs. 

Drajon s helie(s: ''!must have joM ami jems for my hed; they comfort 
me. Nothinj shall come hetween me and the satisfaction of my hul1jer. 11 

And, ''!toy with them hecause I jrow weary with horedom. 11 

This drajon isn't intended for use as a PC, so his Beliefs are more fassive 
than they wouM otherwise he. However, they still trovetle juttlance as 
to how the drajon will react once he encounters tlayer-characters and 
enters the jam e. 

6. Skill Questions 
In this section we look at the monster's occupation. I don't mean job, but 
simply the generaJ role that he fills in the grand scheme of things. 

Occupations 
Humans are tool users in a civilized society; we have many possible 

specialized occupations (in fact , every imaginable occupation is available 
to us in some capacity); whereas a wolf is a hunter, a golem is a tool, and 
a horse is a slave. 

So what does your monster do? Is he a simple monster that finds, kills 
and eats people? Or perhaps he's a guardian of an ancient tomb or maybe 
built for some special task like winding a giant clock in a sunken city? 

Barring the m yriad options of civilized society, there are a few 
occupations for monsters: Ravager-of-the-counnyside, hunter/predator, 
scavenger, forager, parasite/symbiote, or slave/domesticated beast. 
Within each category are of course a number of distinctions. What kind 
of society does the monster keep? Is it a solitary hunter like a dragon? 
Or is it a pack hunter like Sea Lord spiders or Great Wolves? As a 
scavenger, is it simply an hyena-like creature feeding on carrion? Or 
is the monster like a mean old tyrannosaurus rex, scruing away other 
predators and stealing their kills?· 

The occufation I wrote down for my beast was simt/y, "Drajon!" I tht'nk 
that falls into the ravajer-of-countrysttle, hunter/tredator faratltjm. 
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Suggested Skills by Occupation 
A monster's occupation largely determines what skills are available to 

it during monster burning. These are by no means definitive lists; use 
them as guidelines only. The following skill blocks assmne "uncivilized" 
mostly non-tool-using possibilities: 

The Hunter/Predator 
Animal Husbandry, Brawling, Climbing, Conspicuous , Cooking, 

Foraging, HLmting, Intimidation, Observation, Orienteering, Rtmning 
Training, Skirmish Tactics, Stealthy, Survival Training, Swimming, 
Throwing, Tracking, Trapping, Wises: Forest-wise, Tree-wise, Animal­
wise plus additional wises as appropriate. 

Tool-Using hunters would, of com·se, have access to weapon skills, 
Cooking, Mending and possibly even Field Dressing. 

Scavengers and Foragers 
Scavenging, Foraging, Inconspicuous , Stealthy, Camouflage, 

Survival Training, Climbing and Intimidation. 

Tool-Using scavengers might have access to Mending, 

Parasite/Symbiote 
Animals like these tend to have very few skills on their own: 

Observation, Host-wise, Host Anatomy, Stealthy, Falsehood (who 
knows?) and Camouflage. 

Slave/Domesticated Beast 
Hauling, Rider Training, Begging, Foraging and Inconspicuous. 

Functionary/Tool 
This describes monst~rs dedicated to a certain purpose-born to 

kill, created to be pmt of a machine, etc. Typically such creatm·es have 
very few skills, though they might be very good at them (B5s at least). 
Focus skill choice on what is absolute~y necessary to describe what 
this monster does. Trim anything that looks like fat. 

Tool-User 
Tool-Users can pick skills from the following categories: craftsman, 

martial weapon skills, mtist, medicinal, musical, peasant, seafaring, 
social skills like Haggling and Persuasion. 

Idealistic Manifestation 
These monsters m·e born from a mystical pm-pose or ritual-to right 

wrongs or avenge deaths, for example. They are similar to the Tool 
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occupation in that they are very focused portraying their idiom-like 
destroying interlopers or asking riddles. 

The difference between these creatures and Tools is that Idealistic 
Manifestations will usually have skills more associated with their 
idiom than with a specific function. Typically incorporating schools 
of thought, academic histories, appropriate social skills (depending 
on idiom) , and of course a handful of ass-kicking skills, either martial 
or sorcerous . 

Ravager of the Countryside 
Stealthy, Conspicuous, Brawling, Intimidation and other appropriate 

martial skills. Also, include Wises of the local area or other stuff that's 
appropriate to the concept. 

The Civilized Monster 
Below is another group of skill packages, these are based on civilized 

archetypes. If you find martial skills missing, feel free to sprinkle them 
as needed. 

In the context of a civilized society of monsters like Orcs or Roden, 
one needs to look at society as a whole-its values , its technology, its 
religion, its food, etc.-and see where your monster fits in that scheme. 
Use human culture as an analog and go from there. If I wanted to make 
an Ore cook, for example, I know that I probably wouldn't even take a 
Cooking skill, as my Orcs eat their food raw. Instead, I'd probably take 
Intimidation and a Butchering skill. 

Academic 
If creating monsters as part of a civilized society, you might find use 

for scholars, sages and shamans. Choose from the academic, school of 
thought, social and military skill categmies. Don't forget to throw in 
plenty of Wises, too. 

The Social Beast 
Acting, Appraisal, Astrology, Bureaucracy, Calligraphy, Conspicuous, 

Cooking, Dance, Etiquette, Falsehood, Forgery, Garnes of Chance, 
History, Inconspicuous, Lockpick, Mending, Musical Instrument, 
Observation, Oratory, Persuasion , Philosophy, Poetry, Poisons, 
Reading, Rhetoric, Riding, Write , Seduction, Singing, Sleight of 
Hand, Soothing Platitudes, Streetwise, Symbology, Sorcery, Theatrics, 
Throwing, Ugly Truth, Wine Appraisal, plus vruious Wises. 
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The Theocratic Device 
Bureaucracy, Calligraphy, Command, Conspicuous, Doctrine, 

Demonology, Etiqu ette, F ield Dressing , History, Illuminations, 
Interrogation, Law, Oratmy, Suasion, PoetTy, Reading, Riding, Ritual, 
Rhetoric, Write, Symbology, plus plenty of Wises like: Religion-wise, 
Temple-wise. 

The Forest Creature 
Animal Husbandry, Brawling, Carving, Climbing, Cooking, 

Fanning, Firebuilding, Fishing, Foraging, Herbalism, Hunting, 
Intimidation, Mending, Observation , Orienteering, Poisons, Riding, 
Running Training, Stealthy, Sw-vival Training, Swimming, plus Wises 
like: Tree-wise, Dead God-wise, Animal -wise, Path-wise, Weather­
wise. 

The Soldier 
Armor Training, Axe, Bow, Brawling, Command, Conspicuous, 

Crossbow, Formation Fighting, Haggling, Hammer, Intimidation, 
Knives , Lance, Mace, Mounted Combat Training, Polearm, Spear, 
Staff, Strategy, Sword, Throwing, Wises : Guard-wise, Mere-wise, 
Soldier-wise, Annm·-wise, Sword-wise. 

Tlie Mystic 
Alchemy, Ancient/Obscure History, Apothecary, Astrology, 

Aura Reading, Automata, Calligraphy, Conspicuous, Demonology, 
Enchantments, Falsehood, History, Illuminations, Inconspicuous, 

1igrornancy, Philosophy, Persuasion, Reading, Research , Rhetoric, 
Riding, Write, Sorcery, Staff, Smnmoning, Symbology, Ancient or 
Obscure language skills and Wises : Spell-wise, Component-wise, 
Librmy-wise. 

71ze Philosophical Warrior 
Anatomy, Apothecary, Calligraph y, Climbing, Conspicuous, 

Cooking, Doctrine, Herbalism, Intimidation, Lockpick, Meditation, 
Mending, Observation, Painting, Philosophy, Poetry, Reading, Write, 
Rtmrring Training, plus Wises like: Saint-wise, Holy-day-wise, Relic­
wise. 

Creature of Holy Vengeance 
Brawling, Command, Conspicuous, Doctrine, Etiquette , Field 

Dressing, Formation Fighting, Haggling, Hammer, Intimidation, 
Law, Mounted Combat Training, StTategy, plus Wises like: Holy-wise, 
Military Order-wise, Infidel-wise, Guard-wise, Mere-wise, Soldier-
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The Hunter or Forager 
Animal Husbandry, Bow, Bowyer, Fletcher, Climbing, Cooking, Field 

Dressing, Firebuilcling, Fishing (Line) , For aging, I-Ierbalism , Hunting, 
Javelin , Knives, Knots, Mending, Observation, Orienteering, Rmming 
Training, Stealthy, Smvival Training, Swiimning, Tlu·owing, Tracking, 
Trapping, plus Wises like: Forest-wise, Tree-wise, Animal-wise. 

Gutter Dweller 
Acting, Accounting, Appraisal, Brawling, Climbing, Cooking, 

Falsehood, Forgery, Gam es of Chance, Garrote, Haggling, 
Inconspicuous, Interrogation, Intimidation , Knots, Lockpick, 
Mending, Poisons, Reading, Scavenging, Write, Sleight 
of Hand, Stealthy, Streetwise, Symbology, 
Throwing, T'ortme, plus Wises like: Sewer-wise, 
Guard-wise, Law-wise, Thug-wise, Fence-wise, 
Mm·der-wise, Caravan-wise. 

Natural Magic 
If you want to incorporate spells or natm·al magic 

like songs or howls into your character, use the guidelines 
described under the Additional Ability traits in the following 
section, the Trait Bm·ner, and the more detailed guidelines in the 
last section of this chapter, The Monstrous Magic Bm·ner. 

How It Should Be vs What It Is 
When determining your monster's skill set , take care not to dream 

too much and in the end write a laundry list of kewl skillz that he must 

have . Try to keep it simple. Focus. Be honest with yomself. What does 
he absolutely need to be who he is? 

A troll can he distilled down to two necessary skills: Braw/in3 and 
Intimidation. He really doesn't need too much else to he a troll. But a 
wolf-/ike character needs more skt!/s in order for him to fulfill his concel't: 
Huntin:J, Trackii1J- Brawh'n:J, Intimidation, and Howft'n3, I would so/t 
are the hare minimum. 

The actual skills I chose for the dra3on were a mix ofthysical, soda( and 
a host of wises: Stealthy, Braw/in3, Intimidation, Persuasion, Ohscure 
History, Dra3on-wise, t;oM-wise, ·Treasure-wise, Sorcery-wise and, just 
in case, Observation. 
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6b. Skill Point Totals = Experience 
Neophyte vs Veteran 

It is very difficult to make a blanket statement about how many skill 
points equals a veteran or a beginner. Due to the way skills are rooted 
off of stats , their rankings can vary widely. A single skill point to a 
character with an exp 7 or 8 stat is going to buy a lot more than it would 
for a character with an exponent 3 or 4 stat. Also many monsters have a 
small range of skills, but are reasonably skilled in those areas. Does this 
mean that they should get a Veteran 35 skill points? No, take only what 
the monster needs and check the skill points against the recommended 
number of skills: 

A Trull with an Ajility u( 84 has a 8rawlinj ruut is 82. One fUint Ufens 
the skill at that rank. Twu mure fUints advances that tu 84, a level u( 
fru(iciency. Anuther fUint, 4 fUints tuta/, and he's an exfert brawler 
(8s}. 

Let's review, for a character with a ruut u( 2 {stat exf u( 4 ur S}: 

• 1 skt!l fUint Ufens sktlls at rank u( "just enuujh tu jet yuu in truuble" 
(82}. 

• 2 skill fUints jives a juud tlace tu start (83). 

• 3 skt/1 fuints Ufens a skill at a level u(pru(iciency (84}. 

• 4 points dedicated tu a skt!l with a ruut u( 82 jets a 8S exfunent. 

Skill Point Total Summary 
• 10 or less skill points is not a lot. 

- 10 skt/1 fUints jets a 84statted character: 1 skt/1 at 8S (4fts, custfy!}, 
1 skill at B4 (3 fts}, 1 skill at 83 (2 fts}, and 1 skill at 82 (1ft J unly 
four skills. 

• 11 to 15 skill points usually gets a nice range of moderately exponented 
skills. 

- 13 skill fUints jets a 84 statted character: 1 skill at 8S (4 tis}, 1 skill 
at 84 (3 fts}, 2 sktlls at 83 (4fts}, and 2 skt!ls at 82 (2ft),- six skt!ls. 

• 16 to 20 skill points is a lot. 

- 17 skill fuints jets a 84 statted character: 1 skill at 8S (4 fts}, 2 
skills at 84 (6 tis}, 3 skills at 83 (6 fts}, and 1skill at 82 (1ft}; 
seven sktfls. 
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• 21 to 30 skill points make an experi enced veteran. 

- 2S skt1/ toints Jets a 84 staffed character: 1 skt1/ at 86 ( S tts}, 1 skt1/ 
at 8S ( 4 tts), 2 skt1/s at 84 (6 tts), 4 skt1/s at 83 (8 tts}, and 2 skills 
at 82 (2 tis},- fen skills. 

• More than 30 skill points generates a broad range of skills with 
competency ( exp 4+) in nearly all of them . 

Dragon Skill Points E:rample 

My drajon's skt!l tuints totalled at ST. His extunents are all really hljh. 
Must uf his skills are jray because his ruut stats are Jray. Fur one tuint 
he was utemi1J must skt1/s at Ci3. That's retty JUUd !f he had to tal for 
all those Jray shades, he wuuM have tufa/led abuut 76 skill tUtnfs! 

7. Steel Questions 
Base monster Steel is B3, just like regular characters. However, Steel 
questions are different for monsters. Also, five " yes" answers can be 
used to buy a gray shade for Steel. 

-Is it in the monster 's natw·e to crush, kill, destroy, maim, rape and 
pillage? If so, raise Steel by one. 

-Has the monster ever been severely wounded ? If the monster is a 
killer (if he answered Yes to the first qu estion), raise Steel by one. 
If the monster is not a killer, lower Steel by one. 

-Has the monster been tortured, enslaved or beaten terribly over 
time? If yes and his Will is 5 or higher, ra ise Steel by one. If no, and 
Will is 3 or lower, reduce Steel by one. 

-Is the monster murderous, inured to death or particularly bloody­
handed? If so, raise Steel by one. 

-Has the monster led a sheltered life? One free from violence and 
pain ? Reduce Steel by one. 

-Has the monster been raised in a competitive (but non-violent) 
culture? If so, raise Steel by one. 

-If the monster is a mother and has givenbiith to a child, raise Steel by one. 

-Is the monster particularly emotionless or remote? Raise Steel by one. 

-If the monster is Gifted or Faithful, raise Steel by one. 



-If the Will stat is exp 5 or higher, raise Steel by one. 

-If the monster's Perception is exp 6 or higher, raise Steel 
by one. 

-If the monster's Will is exp 7 or higher, raise Steel b y 
one. 

-If the monster's Forte is exp 6 or higher, raise Steel by one. 

If a tlayer answered Yes to eijht ruestions, his monster wouU 
conceivahly have a B11 Steel. That's not cool. Instead, the tlayer may 
Sf end five of those "Yes" fOints to jef a jray extonent. His monster's 

final Steel wouM be t.;6, rather than 811. 

I answered yes to 7ruestions anti took a B 10 Steel for the tlrajon. 

7b. Other Attributes 
Health, Mortal Wound and Reflexes are factored as per the standard 
Attribute rules in the Character Burner. Please see the Attributes 
Appendix at the back of this book to help you more quickly generate 
these numbers. 

Health Questions 
Average Will and Forte to determine the Health exponent. Add and 
subtract points per the answers to the following questions: 

-Does 1he creature live in squalor and filth? Subtract 1. 

-Is the creatme frail or sickly? Subtract 1. 

-Was the monster severely wounded in the past? Subtract 1. 

-Was the creatme tortured and enslaved? Subtract 1. 

-Is the creatm·e immune to disease and illness? Add2. 

-Is the monster athletic and active? Add 1. 

-Does the monster live in a clean and happy place, like the hills in 
The Sound ofMusic? Add 1. 

For the Health 1uestions, I answered that he does live in filth (1 don't 
care what you s~ those tlrajon caves are tlisjustil1j and slimy}, but I 
also jaVe him the benefit of the doubt that aS a younj t/YajOn he is tyetty 
active. So + 1, -1. With a Will of Cf{, anti a Forte of t.;IO, his Health only 
comes to t.;S. I'm over here! 
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Monstrous Circles 
For some monsters, like the dragon or a lich lord , Circles is very 
impmtant. For other beasts, like the B'hemah or other creatmes of wrath 
and destruction, the Circles attrib ute isn't so important. 

Reputations 
• Is tl1e creatlU'e known out in the sticks ? Do the farmers say, "Yep , 

we had some trouble with someth ing like that back in 'Ought 
Si'<." Give the creature a 1D reputation. 

• Is tl!C creature infamous or famous in the region? Do people know 
it by name? 2D reputation. 

• Is the creature legendary? Do all fear to speak its name lest he 
hear and come forth to seek furious vengeance? 3D reputation. 

Affiliations 
Creatmes who belong to clans and tribes or who are part of some 

great movement have affiliations. 

• Small clans and tribes or local organizations are worth 1D. 

• Groups that have influence in cities or across large regions of 
countryside are worth 2D. 

• Organizations or networks of monst er s that have pull and 
influence in other areas or that are particularly well organized 
are worth 3D. 

Monstrous Resources 
Exponent 0-Dependent or Destitute 

This monster has no means of its own. It is either tlefem{ent on another 
creature for food anti housi11J or it must live moment to moment, huntinj, 
scave11Jt'n!J anti forajt'nj to survive its day tu day life. 

Exponent 1-Extreme poverty 

This creature is on the vetye uf losin!J everythin!J. 

Exponent 2-Poor 

This munster has the means tu feed itself ant/nut much else. 

Exponent 3-Game designer, angry store owner from movies 

Destined to !JO into debt due tu his t1lusury means anti taste in fner thin!Js. 



Exponent 4-Working class 

A tface to five, clothes, foot/ on the table anti maybe some tresents at 

Christmas 

Exponent 5-Well to-do small businessman 

A shot anti terhats some emtfoyees 

Exponent 6-Wealthy lesser noble 

A m'ce manor anti some /anti 

Exponent 7-Scheming miser 

Stacks ofjoM coins carefully arral1jetl on an extensive mahojao/ desk. 

Exponent 8-E vil Overlord 

He's jOt 'fuite a hi~ hut not 'fuite enoujh to take over the worfrf. Hence 

the evil schemes. 

Exponent 9-Lich Lord 

Castles full of minions 

Exponent tO-Dragon 

Hoards of treasure anti fine hauh!es 

8. Trait Burner 
One of the final touches for yom monster is to take yom notes for his 
traits and create mechanics for them. Using the Trait Burner, you decide 
which traits are character and cosmetic, which are call-ons and which 
are die traits . The method of building the mechanics and prices for a 
n·ait is a little more extensive than what can easily be contained in one 
of the 1 00 Questions steps. See the following section, The Trait Burner, 
for all the details. If creating a "magical" t ra it or a trait that just blows 
stuff up, you need to consult.the Magic Bmner section . 

Magic Burning 
Any tl"aits that project from the monster to affect another character 

or monster are covered in the Monstrous Magic Bm·ner (the last section 
in this chapter ). Whether they are mind-influencing or super-destructo 
powers, use those rules to rate and qualify the powers. 

The tlrajon's traits anti majiC are tlissectetl in the Trait Burner anti 

Monstrous Majic Burner. R.eatl on! 
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9. Peer Review 
Not so fast buddy! Where are you going with that white Speed ? The 
final and most important step to monster bmning is showing yom peers 
yom work. This is the rule: A monster cannot be brought to the table for 
play unless he has been reviewed and agreed upon by the current GM 
and the cmTent players. 

This rule is in place so that monsters are acceptable to the standards 
of individual groups. Hopefully, it will also make players think twice 
before creating munchkinned nonsense, since they must show thjs to 
their friends and waste everyone's time saying, "No, no and no. " 

For peer review we look at the three ways a monster might be used in 
game: Those for use by the GM, those for use by a player and those for 
use as a template for character stock. Each has its own review process: 

GM's Monsters 
The GM is not obligated to reveal his secrets to the players. What fun 

woLtld that be? However, he must, upon request , tell his players in public 
1he totals of his latest creation's stat, trait and skill points. Players can 
then complain by comparing those totals vs their own character 's. 

Bmning Wheel believes ir1 the ability of a GM to fairly test his players 
and respects his right to inject monst.rous elements as he sees fit. I know 
that GMs will be fair and judicious, and take the protests of their players 
into account when fielding the latest creation from the pit. A particularly 
good GM, however, will submit hi s creatures to the review for Player 
Designed Monsters described below. 

So I submitted the drajon to Pete for Peer Review and I jOt a very 

interestinj.resfonse. He yelled at me because the drajon wasn't fOwer(ul 

enoujh! Huh? I thoujht I was jOt'nj to jet skewered as a flayer-hatil1j, 

munchkin C(M. Instead, he arjued for white shade stats, heavy body 

armor and Hands of Stone (to do jray damaje}. 

I vehemently af'jued ajainst it. I juess my research was really creefil1j 

into my destjn, because I fOSited that a drajon was all fear and 

intimidation anti, aside from his terri(yt'nj breath, he didn't have too 

much to back it uf. (He certainly wasn't a sufernaturally-shaded 

creature!} From all the stories I read, drajons were really scary, hut 

often a simtle feasant manajed to bril1j them low. Pete felt that of all 

monsters, drajons should have Hands of Stone and do jray damaje. I 



felt it was retlundant considmHj the ;;ower of the fiery hreath, and that 
chanjt'nj him to this ;;ower level would sijm(icanf/y alter my conce;;t. 

Eventually, we com;;romisetl. I added t'n armor to the Sct'ntillatt'nj Scales 
trait and Pete dismissed my drajOn as a com;;lete wuss. Can't win em all. 

Player-Designed Monsters 
If a player designs a monster to be used in game as a character, there 

is a two-step review process. 

I . Players Get First Look 
The players as a group may approve the monster and pass it to the 

GM. Or, iJ they find too powerful , they may do one of the following: 
reduce one stat by up to two points, nix one trait or reduce up to three 
skill points. 

2. GM Gets Second Look 
The GM may reduce or r aise one stat by up to two points, nix or 

add up to three skills, reduce and raise skill exponents (never reduce 
below root), and remove or add a trait. He may al so alter shades as 
he sees fit. Lastly, the GM may make strong suggestions regarding 
the monster 's Beliefs and Instincts. Use these suggestions to better 
integrate the monster into play. 

No one may alter the monster concept, but all should offer suggestions 
on how to better incorporate the monster into the game. Do not remove 
traits and skills that are vital to the concept. 

Veto 
If all of the other player s and the GM deem a creature to be 

unsuitable for their ga~ne , then they may veto the creature in its 
entirety. The designing player cannot use that creatme in this game. 
He may redesign the creatme to better suit the needs oJ his group if 
he so desires. 

Vetoed! Now What? 
If yom· creature is vetoed, I advise you to discuss and negotiate with 

the group , and not to power-game. Figure out what is best for the 
other players in your game. 
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Character Stock Monsters 
These monsters undergo the same review process as for player­

designed monsters. However, be sure to review the beast twice in this 
case . Once before he 's been through the Lifepath and Age Burners, and 
once after. It keeps players honest. 

When designing monsters to be 
used as character stock, the GM 
is just another player-he gets no 
special privileges. Another player 
should be nominated to act as GM for 
the pmposes of Peer Review. 

Responsibility 
Peer Review is in place to ensure that monsters which 

are brought to yom table are acceptable to the standards of 
yo ur group. The responsibility for ensuring this rests firmly 
on the shoulders of the players involved in the Review. Do not 
hesitate to make changes or raise objections if you think a monster 
is going to be disruptive to play. In the end, we all want an enjoyable 
experience. 

Monstrous Gear and Things 
As with all other aspects of the Monster Bmner, Resomces must abide by 
the initial concept. However, I am going to go out on a limb here and say: 
Give yom monster exactly what he needs to get by and not one penny, 
spell or magic sword more. 

That's It? 
That's all you really need these guidelines for. Everything else is either 
covered in the Character Burner, or doesn't require anything more than 
a simple judgment call to fix. Read on for fmther advice on what to do 
with yom· nascent creation. 

Comparing tl:te End Result 
Point Totals 

Players should , after walking through these nine steps , have a 
playable monstrous creatme-t:raits, stats, skills, Beliefs and Instincts. 
This creatme should be ready to jump right in the game. 
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Using the nwneri c results of the monster burning process, GMs can 
get an idea of just how much of an impact each monster will have on his 
game. Total each area of points-traits, stats, skills and resources-and 
compare them to the examples provided below: 

Men: 0 common trait points, 24 stat points, !S skill points. Avera.9e stat 
is 84. 

Elves: 28 common trait points, 21stat points, 20 skill points. Avera.9e 
stat is BS. 

Dwarves: 13 cummun trait points, 28 stat points, !S skt!l points. ljpical 
stats are BSs anti B4s. 

Orcs: 20 common trait points, 11 stat points, 20 skill points. Avera.9e 
stat is 83. 

Ruden: !6 cummun trait points, 25 stat points, 17 skt!l points. Avera.9e 
stat is 84. 

Trolls: 21 cummun trait points, 27 stat points, 1 skt!l points. ljpicalstats 
vary widely, ran:;inJ (rum 2-1. 

Wolves: 37 cummun trait points, 28 stat points, 21 skill points. ljpical 
stats are BSs anti B4s. 

Spiders: 58 common trait points, 28 stat points, 16 skill points. ljpical 
stats are BSs anti B4s. 

Dra.9un: 84 cummun trait points {see the next section, Trait Burner, fur 
huw I J Ut that numher) 63 stat points anti Sf skt!l points. 

Comparing your monster to the above nwnbers shouJd give a rough 
idea of the power level for y~mr creatme. Remember to compare all three 
categories, not just any single one. Spiders have a bucket-load of traits, 
but in pla y, they aren't overwhelmingly powerful. Why is tlJ.is? Spiders' 
traits simply describe how different they are from humanity-by far 
they are the most alien character stock described. Their traits give them 
a munber of abilities, but nothing Iicliculous ly powerful. 

The real power levels appear in stats and skills. Monsters with 30-40 
stat points are going to be pretty heroic in natme. 50-plus stat points is 
godlike. The same goes for skill points . Starting with 30 skill points is 
going to make a very competent character. 40 or more skill points make 
an extremely potent individual. So be sure to take all tlu·ee categories 
into accoLmt when assess ing the monster for play. 
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Obvious~ just lookin!J at the numbers, the tlra!fon is !JOin!! to be 
enormously l'otent intlay. Anti we haven't even seen his natural ma!Jic/ 
fre breath yet! 

Monstrous Notes 
Monstrous Intelligence 

Whether your monster is an "animal" or whether he is "intelligent" 
is completely up to you when yo u design the creature. Neither choice 
has a significant impact on game mechanics. However, Burning Wheel 
is a fantasy game and I encourage all players to take license with their 
creatures and allow the m the same intelligence evinced by all the 
grendels, dragons, wargs, bats, white whales and spiders present in 
lil eratme. 

Monstrous Speech: High vs Low 
Can my monster speak? If so, how? What languages does he know? 

Personally, I think that all monsters should be able to speak on some 
level-as I said above, it 's a fantasy game. The wolves in Princess 
111ononoke are a stellar example of talking, bad-ass creatLLres. 

Bw·ning Wheel makes two major distinctions in the type of speech 
available to creatures, High Speech and Low Speech. High Speech is 
the methods and patterns of communication used by Men, Elves, Orcs 
and all other civilized races. If you make an anthropomorphic speaking 
creature, it's assumed he uses High Speech. 

Low Speech is the communication of animals, birds, insects, fish and 
what not. Monsters who've sprung from animal origins-like Great 
Spiders and Great Wolves-utilize Low Speech to communicate wilh 
their lesser cousins. 

Evmy creattu·e starts with one of the above methods of communication, 
the other must be pw·chased as a chmacter trait. Speech is not considered 
a priority in these rules . 

These traits do not equal actual languages. Language and dialect are 
skills under the umbrella of speech and are determined by the players 
and GMs at the outset of the game. · 
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Trait Burner 
Trait Assignment 

Using the Trait Bmner, we take the descrip1jons that 
we wTote up dming step 2 of the 100 Questions and 
apply mechanics to them . Thereby tmning them into 
usable, playable traits. 

"Game mechanics" is the catch -phrase fo r this 
section. As a monster bm·ner, _you get to choose what 
e.xact(y_your traits do and how the,y do it. 

Tl·aits in Burning Wheel are designed to describe 
both how he is different than human, and what sets 
him apart from all the other monsters. They illustrate 
the body, the inbred psychology and abilities that go 
above (or below) what a hmnan is and can do. Traits 
like Lynx-Eyed, Immortal and Tough; or Wreathed 
in Flames, Hoovecl and Winged. 

Don't forget to use character and cosmeti c traits 
to describe why they have such high (or low) stats, 
in addition to enumerating their vast array of special 
ab ili ties. 

Build in Weakness, Debilitation and Flaws 
Everything has its flaws. If you find yom seH piling 

all sorts of amazingly cool n-aits onto yom beastie, 
develop a few hindrances, weaknesses or conditions 
to throw in with the rest. Rather than just endi11g up 
with a pile of solid 8s, these types of n-aits give yom 
creature depth and character. At the very least , they 
might help yo ur monster pass Peer Review. 

But you know what? If _you realf:y don't want 
them-if yo u' re not going to play the weakn esses 
and flaws and use them to enhance your monster's 
playability- then do not take them. 
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Don't Double-Weight 
One phenomenon to be aware of is double-weighting an advantage in 
yom· monster. For example, assigning a high exponent Power, and also 
giving him a trait that says he's really strong and gets+ 1D to all Power 
tests. 

In Burning Wheel , + 1D can really make a big difference. It may seem 
like an insignificant munber, but in a system with such a tight scale 
(only ten mmillers to work with) tossing around+ 1s like they're candy 
can really hmt yom enjoyment of play. 

With too many bonuses, players become bored and GMs frustrated­
there is no challenge when you can breeze through every scene without a 
hitch, and it gets mighty irritating (for me at least) when I can't engage 
a player because he's hiding behind a big fat mrniller on his character 
sheet. 

It's almost always better to back way off on the bonuses and traits. 
Keep things simple and clean, and the game remains enjoyable-don 't 
be afraid to tone your traits down a bit so that everyone can enjoy the 
monster in play. 

}.!lost important though, remember that there is no such thing as "game 
balance" in Burning Wheel. What we want to do here is to describe .rour 
monster as iL is-as it would be in your game reali~y. 

Trait List 
Players may find it helpful to use the general Trait List provided in the 
back of thi s book. The traits in this list can be used "as is" for monster 
concepts, or the existing traits can be easily modified using the Trait 
BmTJer. In many cases, it is not necessary to reinvent cormnon monster 
traits, like Wings or Crushing .Taws. They can simply be pulled from the 
existing list and used as is. 

Trait Burner 
A broad measu re of a traits impa~t on t he game can be judged via it's 
cost. While there is no upper limit on the trait points a monster can take, 
it is useful to note that yom· monster has 50 points worth of traits , while 
yom· fri ends' monsters have 10 or 12. 
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There are three categories of traits 
in Burning Wheel: Character traits, 
call-on traits and die traits. Each 
modifies play in a different way. 

Character Traits 
A character trait illustrates a 
prominent aspect of the monster's 
psychological or physiological 
mak e -up-som ething that 
affects how the monster will be 
roleplayed at the table. They say, 
"You 're not just someone, you 're 
it." Anyone can say his character 
is hairy, but unless he pays the 
trait point, it's hairy with a lower­
case "h. " Pay the point, and he's 
the Hairiest guy m·otmd. 

Character traits, more than the 
other two types of tJ·aits, m·e guide 
posts that help the player navigate 
play with the monster. By setting 

down these traits on the character sheet, the player is stating that he 
is going to do one of two things: He's going to play those traits to the 
hilt-he's going to exemplify them. Or he's saying that his character is 
starting ·with these traits, but he's about to change. In the second case, 
character traits m·e used as the crux for creating all sorts of problems for 
his character in-game. He's going to use his traits to get his character 
into situations where he has to make hru·d decisions. Do I go with my 
nature, or do I fight against it? This is fu el for some very fine play, and 
the system supports this behavior. Playing character traits , either going 
along witl1 or fighting against them, is a great venue for earning artha. 
Traits in Bunting Wheel are designed to grow and change according to 
how the chm·acter is play·ed at the table. 

Character traits cost 1 trait point (1 pt). 

Voracious Affetite, CharminJ, and CunninJ are character traits. 
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Cosmetic Traits 
Cosmetic traits are character traits that describe how a monster 

looks. {l a feature of the monster has no game-mechanical.fiLnction, 
then it is a cosmetic trait and costs 1 pt like any other character trait. 

The clrajon has four character anti cosmetic traits: Luminous 
Eyes, Stench, Insatiable {{reed, anti Arched, {{reyhouncl-like Body. 

Call-On Traits 
This type of trait is powerful and subtle. When its conditions are met, 

traditional game mechanics are set aside to either give the character 
another shot after a failure or to break a tie (in the call-on-trait-having 
character's favor). 

Call-ons cost 2 pts (base). Call-on traits may be given the More 
Powerful and PITA penalties described on page 74. 

Fleet of Foo~ {{racefu/, Iron Stomach, anti Lijht Sleeper are call-on traits. 

In this instance, the clrtijon cloesn 't have any call-ons. All his other traits 
are special clie traits. 

The difference between call-ons and other traits is simply mechanical. 
Where character traits have an infrequent role i.n the mechanics, and die 
traits always affect a certain kind of roll, call-ons allow the pla.rers to 
interpret their trait's usability and fit it into various situations. 

The two best mechanical manifestations of a call-on J have seen 
to date are allowing the player to reroll his failures on a crucial (and 
applicable) roll or simply breaking a tie on a Versus test. 

When designing call-on traits, decide what it is that the monster 
possesses that gives him an edge-his fleet feet, flowing grace , 
indomitable stomach, etc.- and then choose a condition or situation 
where that trait comes into play-when foot-racing, diving through 
windows, or in a life and death eating contest. Then assign a few abilities 
that fall under the jurisdiction of the call-on-Speed tests , Etiquette 
tests, or Forte tests. Name the trait and you're done. It's that simple! 

The Roden trait Sinjle-Minclecl is ·a perfect call-on trait. Takinj the 
Murderer ltfepath jains the character this trai~ anti it is a call-on for 
Steel tests when "on the job"-when committinj murder! It's jot a 
name, a reason to be, conditions ancl;uriscliction. Perfect. 
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Die Traits 
Die n-aits modify an ability in the same way every time they are used. 

E ither they add a die or two, change a game mechanical munber-an 
obstacle, or Hesitation-or grant a new ability/new way to roll dice. 

Remernber that die traits must tweak an existing rule or game tenet. 

Building Die Traits 
Listed below are the possible modifiers a die trait can offer a character: 

• Bonus dice: A trait can add + 1 or +2D to an ability for a given 
situation. Adding +3 or +4D is very se1ious and strongly discouraged. 
If you're after that kind of bonus, consider just upping the stat or skill 
in question. This category also stands for traits that subtract dice. 

A(( of the Keen Senses can be used to _gain bonus dice to Perception. 

• Additional/Unnatural Ability: The abilities to cast magic, to climb walls 
or breathe fire fall into this category. Natural weapons also fall into 
this category. 

Cii(ted and Faithful are Unnatural Ability traits. As is addt"n_g a poison 
bite or armored skin to your monster. 

• Penalty-reducing traits: Reducing Hesitation, reducing range obstacle 
penalties for shooting, reducing movement penalties, and reducing 
visibility penalties due to darkness all fall into this category. 

• •'utzy traits: Round up vs round down in calculating Health or 
Refl exes, tweaking the age chart for the character stock, and 
tweaking Speed multipliers fall into this category. 

Tou_gh, Bookworm, and Healthy are examples of traits that futz with the 
numbers a bit. Burnin_g Wheel loves traits like this, because they have a 
ltjht touch, but make a bij difference in play. 

• Rule-breaking traits: Creating a new rule for the character or building 
a trait that allows the character to circumvent a game mechanic fall 
into this category. 

The Mr Lee or Chow Yun Fat traits are examples of the last type of trait. 
They both allow the player to "break" a rule-automatically _go first, or 

_get a free action in combat-in order to emulate the" actions of characters 
within a certain _genre of film. 



The Trait Burner 

Conditions 
Die traits rrmst have conditions as to how and when they work. Giving 

your monster the Really Strong trait ( + 1D Power ), and simply stating, 
"He's really strong" doesn't cut it. A di e tTait must be more like: Steely 
Sinews, + 1D to all Versus Power tests. If you need a monster to simply be 
strong, just put the dice into the stat and call the trait a character tTa il:. 
If yo u need your monster to be cool, build a trait and a condition. 

Pricing Die Traits 
• Bonus dice: + 1D type traits cost 4 pts, adding a second die costs two 

more points, this includes + 1 MW. Also includes traits that raise 
obstacles for al1ilities being used against this monster/character. -1D 
and -1 IMS, etc. cost the same as positive bonus 1J'aits. 

• Additional/Unnatural Abilily 1Taits cost 3 points. 

-Natural weapon traits (claws , jaws, blades, bites , spikes, etc) cost 
as follows: 3 pts to open th e trait a nd get +1 Power (to IMS), 
4 pts for +2 Power, 5 pts for +3 Power, 7 pts for +4 Power, 
11 pts +5 Power. +1 pt for +1 VA, (if the trait gives no Power 
bonus, 3 11·ait points is the minimum cost), +4 pts for VA 2, +1 6 
pts for VA 3 . +8 pts for Add 1. -2 pt:s for reducing Power by -
1. -1 pt for reducing weapon speed from fast to slow. -2 pt s for 
reducing weapon speed from fast to tmwieldy. -1 pt for Shortest 
weapon length. 0 pt:s for Shmt weapon length. + 1 pt for Long, 
+2 pts for Longest. +2 pts for fut:zin g with t.he rul es and adding 
effects to actions (simultaneously Lock and Strike, for example). 

Bladed Ttwsi ( + 2 Power; + 1 VA, Slow, Add 2} cost 4 fts. Cmsht'nj jaws 

( + 3 Power; + 2 VA, Fast, Add 2, Lock and StYt'ke) cost a whotfil1j 11 fts. 

• Penally-reducing traits cost 2 pts for the l'irst reduction , + 1 pt for each 
additional "reduction. " 

The Vn(finchinj tYait Yeduces hesitatt'on by (ouY and costs S fts. 

• Futzy traits cost 2 pts. 

Toujh Younds uf the Moria/ Wound aveYaje and costs 2 fts. 

• Rule-breaking traits cost 5 pts base. 
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Rare Conditions, -1 pt 
Traits that have very obscure conclitions reduce their cost by one. 

For exam;;fe: "Des;;erate Strmjth, honus to Power when hacked into 
a corner, whm fosif'lj or defeated " So for Strait ;;oints a ;;layer couM 
;;urchase Des;;erate Strenjth at +2D for his monster. 

More Powerful, + 1 pt and up 
Using d1e Unnatmal Ability category, players can add a host of cool 

perks to their characters, some more powerful than others. Trolls for 
example, have Troll Skin, Scaly Skin and Stone Skin traits available to 
them. Each is an Unnatmal Ability n ·ait, but each one is more powerful 
than die last and therefore increases in cost. 

Troll Skin costs 3 ;;ts for the Unnatural Ahility of armored skin. This 
jrants the hasic level for such an ahility. In this case, leather armor 
is the most hasic form of this ahility. /ncreasinj the ;;rotection level to 
;;fated leather, adds + 1 trait ;;oint to the cost. Each suhse'luent ;;rotection 
increase adds + !. So Scaly Skin costs 4 ;;ts, Stone Skin costs S ;;ts, Brass 
Skin costs 6 ;;ts. 

Always On, +2 pts 
Traits that are always on-that essentially don't have conditions­

cost two exn·a poin ts. This cost penalty is meant to apply to " unnatmal 
ability" traits. Additional natural abilities like stingers , jaws, and 
claws-natural adaptations, so to speak-don't have to pay for this. 

An additional ahility that stated the character was constantly on fire­
Wreathed in Flames-wouM have to ;;ay the extra two ;;oints, as Offosed 
to just three ;;oints for t~e ahility to ft:Jht himself on fire every so often. 
Crushinj Jaws and Troll Skin don't ;;ay this ;;malty. 

Immortal is another exam;;fe of an Always On trait. !PI classify Immortal 
as a "Futzinj'' trait (t't messes with the math on the aje chart} and it's 
ohviously always on. This trait wouM cost 4 ;;ts hase. 

Pain in the Ass Penalty (PITAP), + 1-3 pts 
If yom· GM really finds a t1·ait obnoxious, then he can up the point cost 

by one to three points. 



The Trait Burner 

Mr Lee always acts first in the V(llley. This is a seri(lus fain in the ass. 
Therefore Mr Lee C(lsts at least 8fts (s for Rules Breaker, + 3 Pain in the 
Ass !'(lints, for 8fts t(ltal}. 

Cool Beans, -1 pt 
TJ the GM particul arly likes a trait, he may reduce the cost by one. 

Ouch, -1 pt 
If a trait really (really) penalizes a monster, then the CM may reduce 

the final cost by one. 

Shading Traits 
If a u-ait grants gray shade ability, add five points ( +5 pts) to its cost. 

If it grants white shade ability, add ten points ( + 10 pts) . 

Elves and Immortality: An Example 
From page 82 of the Character Bmner: "Essence of the Earth- Elves do 
not feel the effects of earthly cold and heat as do Men; they do not fall 
ill ; they are ageless and wi ll only pass on when the Earth ends. However 
they are not deathless. Elves may be killed by violence or waste away 
due to Grief. " 

The Essence (lf the Earth trait C(lsts a liH/e hit m(JYe than what it seems. 
Acc(lrdin.!J t(l the .!Jut"tfelines I've set d(lwn: It futzes with the a.!Je chart (z 
l'ts) (lhviates l'enalties for heat and C(JM (Rule Breaker, S l'ts. N(lte, it 
d(lesn't reduce them (JY tweak them, the trait ijn(lres them alt(l.!Jether) 
and hyl'asses Health tests for illness and disease (Rule Breaker, S l'ts). 
S(l it's actually a 12f(ltnt trait. Th(lse Elves are tyetfy sneaky s/r.jfii1.!J all 
that tnt(} (lne C(lmm(ln trait! 

why is it there in the first tlace, then? Because it is ahs(llutely needed t(l 
accurately characterize the Elves !'resented in JRR To/kim's W(JYk. And 
that characterizati(ln is what I was after when I desijned them and 
that trait. 
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Dragon Traits-Building and Pricing Example 
Ciljantic Stature. Bonus die trai~ +1 MW, 4 fts. 

Lizard-Ltke Skull Adds +1 Power to hite, Lon!! weafon, 5 fts. 

Memhranous Winp. Additional aMity trai~ allows (!tjh~ 3 tts. 

Talons. Natural weafons trai~ +2 Power, +1 VA to hare-fisted attacks, 
Lon!!, 4+2+2+1=1 ftS. 

Scinttllatin!J Scales. Natural armor, chain mail e'!uivalent. Additional 
ahilitytlus two levels ofmorefowe1u/,flus PITAP +2: 3+2 + 2fts= 7fts. 

Keen Sijht (4fts) Keen Hearin!J (4fts) and Keen Tuuch (5 fts): 13 fts. 

Dra3ons Blood Additional ahility, more fOwe1ul (additional corrosive 
effects}, fain in the ass, always on: 3+1+2+1= 7 fts. 

Dra3ons Breath. Additional ahdity, fain in the ass, flus 3ray shadin!J: 
3+1+5= 1 ftS. 

Dra3ons F!tjht. Additional ahility: 3 fts. (Note that the Dra3ons (!tjht 
ahility has heen divided into two traits for a total cost of 6 fts.} 

Mesmerizi11!J {iaze. Additional ahi!t'ty, fain in the ass, 3ray shadi11!J: 
3+1+5= 1 ftS. 

Armor-Plated Skull Additional ahility, four levels ofimtyovemen~ !fray 
shadin!J, P/TAP +2: 3+4+5+2= 14fts. 

Tutal Dra3on trait fOints: 71 + 4 character /cosmetic traits = 83 ftS. 



Skill Burner 
Using the guidelines in this section, players can 
develop custom skills for their monsters. 

What's a Skill? 
A skill, in Burning Wheel, is an area of specialized 
learning, technique or natmal talent that a character 
possesses and uses to accomplish tasks. 

Skills are m echanically useful because they 
eliminate the double obstacle penalty for attempting 
complicated tasks with raw stats. 

Whafs a Good Skill Exponent? 
By now, you're probably familiar wid1 dlC exponent 

ranks, but I think they bear discussing one more time 
in relation to skills. 

In order to create rich and interesting creatures , 
shoot for having a range of skills from exponent 3 -5. 
In the section below I give a brief rundown on the 
facets of the range of skill exponents. 

Exponent 1 skills- EssentiaJJy, you're incompetent. You 
don't know what you're doing, and you weren't 
really born to do this. The only way to get an 
exponent 1 skill is to open from a root stat of 2 
or 3 . But hey, at least you 're past your aptitude 
requirement! The best thing about a skill of 1 is 
that it advances quickly (two tests!). 

EXJ)OIIent 2 skills- This is what we refer to as "just 
enough to get yourself in trouble. " With two dice 
you can safely do the routine stuff, but d1e harder 
stuff (obstacle 3 and up ) is beyond reaeh. Exponent 
2 skills seem to breed ill-founded confidence in 
players., "I can beat him. " "Wait, you've only got a 
B2 Brawling! " "So? " 
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Exponent 3 skills- This is the level of basic competency. With three 
dice you can get nearly anything don e, especially if you take yom 
time or use help. Most folks have skills at exp 3. Why? Look at the 
advancement table. To advance a skill of 3 you need obstacle 2 and 
3 tests. If you're doing the same easy old routine every day-Ob 1 
stuff-you don't ever need to hit those obstacles. 

Exponcnt4 skills- Exponent 4 skills lay in the realm of proficiency. Four 
dice go a long way in Burning Wheel, and characters tend to plateau 
here because of the advancement obstacles- 3 a nd 4-required to 
take the skill to exp 5 . It can be done, but you've got to push it. 

These are skills you use everyday, but are never tTLdy challenged. 

EXJ)Onent 5 skills- Exponent 5 is the sweet spot in this system. This is 
where a character wants to be in his fields of expertise. With five dice 
for skill tests, characters can routinely pass obstacle 3 tests. Since most 
obstacles are 1-3, five dice reall y puts the character firml y into the 
realm of expCit. Unless somewhat incompetent, a monster's main skill 
should probably be at exponent 5. 

Exponent 5 skills indicate that the monster uses this ability every 
day and, in fact, probably practices to refine it. 

Exponent 6 skills- This is very good. With six dice most tests are passed 
with ease, and the player can confidently attempt higher obstacle tests 
with a reasonable chance of success . 

Exponent 7-10 skills- The higher skill eA'"})Onents are really just shades of 
mastery. The most in1portant thing to note-here is that advancement 
in these levels is very difficult. A monster in play with these abilities 
will seem stagnant and sta ti c compared to the ra pid growth of 
characters with lower exponents. Practice is all but a requirement for 
advancement as valid in-game tests will be few and far between. 
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Skill Burner 
No li.st of skills is going to b e able to cover the beautiful madness 
conceived by the myriad users of the Monster Bm·ner. lt will often be 
necessary to develop skills on the spot to better evoke the role of your 
creature in the world. 

Building Skills from Scratch 
There is very little to this process: Develop a concept, find a middle 

ground between specific and general-Sorcery and Summoning arc 
appropriate, !Vfagic is not; Blacksmith and Carpenter, not Crajisman ; 

Sword and Axe, not Melee Combat. Give it a name, and come up with 
some examples of how you use it and some obstacles for those examples . 
Also, a list of suggested FoRKs really helps others get a handle on what 
it is you're after. 

Tf you get stuck, use the Bmning Wheel general skill list as examples 
and inspiration.' 

For examffe, a new skill from the {ireat Wolf lists: 

Escape Artist Rom· Perception/Agili t-y __ 
Wolves can learn nearl y anything. When trapped or caged they q1.1i ckl y 
Jearn the mechanics of their cap tivity and devise a method of escape. 

Sample Obstacles: Traps, Ob 3. Cages, Ob 4 and up . Collm·s, Ob 1. 
Leashes, Ob 2. 

Suggested FoRKs: Cage-wise, Trap-wise 

Skill Type: Special Tools: No. 

The Escafe Arlist skt!f encomfasses the ability of wolves to learn to escafe 
from trafS ami cajes. Thoujh I definitely don't understand how they 
do it, I devefofed this skiff conceft based on some research I dt'd for the 
{ireat Wolf chatter. 

Roots for Skills 
After developing the concept for the skill , it is important to assign the 

skill proper roots. What reall y goes into this skill? The most common 
roots for skills are Perception, Will and Agility. Wh y? Because this is the 
kin d of creature hmnan beings m·c. We apply o1u· insight, empathy and 
manual dexterity to solve problen.;s . 

A shmt list of various concepts attributed to each sta t follows. If a skill 
relates to one of these ideas, the stat· is probably its root. 
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Perception 
insight, m ental acuity, 

academic ability 

Will 
Empathy, willpower 

Agility 
Manual dexterity, hand­

eye coordination 

Roots by Skill Type 
Academic 
Artist 
Craftsman 

Peasant 
Ph sical 

Speed 
Body control, body 

coordination 

Power 
Physical strength 

Forte 
Physical endmance 

School of Though.,..t ____ ~....,.,".....,,_\~~------~1"""'!!1 
Seafruing _____________ ~~~~~ 

Social 
Sorcerous 
Special/Mise 

Weapon Skill Roots 
Why ru·e all weapon skills rooted off Agility and not Agility/Power? 

Because while Power is important, its real role in Burning Wheel is 
delivering the force of impact after Agility has managed to score a hit. 
Power doesn 't necesoarily help land that blow. 

Wises represent knowledge of the who's who and what's what about 
specific stuff. They are special knowledge-based skills that help flesh 
out a character. In game, what they really do best is create a channel 
between the GM and a player regarding the narration of obscure or 
previously Lmknown information. If a player is running a chru·acter with 
Black 1arket-wise, he may not know himself where the black markets 
are, but he can make a roll to exact that info from the GM. 
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The reverse is true as well. A player with Black Market-wise may 
want to make some illi cit pm·chases, the GM hadn't planned for a black 
market in this parJjcula:r city, but the player with such a skill can narrate 
the e.xistence of one based on a succes4ul roll. 

Wises should be nichey areas of knowledge that a monster would 
have gained via experi ence over the course of his life. A cave-dwelling 
monster would likely have Cave-wise . A city-dwelling gargoyl e would 
probably have Roof-wise and even New York City-wise . 

Use yom· imagination and come up with some ftm ones; you never 
know when they'll save your character 's butt. Wises are rooted from 
Perception and are opened and advanced like regular skills. 

Swunl-wise, Cart-wise, Ruad-wise,Jun!Jfe-wise, Weather-wise, Stune­
wise, Sea-wise, Ship-wise, Sam-wise, Ritual-wise, Puisun-wise, Kni!Jht­
wise, Church-wise, etc. and su un! 
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The Lifepath 
Burner 

Lifepath Theory 
Lifepaths (LPs ) in the Charact er and Mon ster 
Burners are all built according to a formula. This 
section explores the method to the madness . 

Concept, Again 
Concept, as in all things in Burning Wheel, is of 

the utmost importance when designing lifepaths. 
Define exactly what each life path is in concept before 
twiddling the numbers . Thus , "do these numbers 
reflect my concept?" should be the last question 
you ask yourself when finished designing any facet 
of a game. (The concepts of the lifepaths presented 
in the Character and Monster Bmners are generally 
reflected in the title of the path. ) 

It is important to judge a lifepath on what it is, not 
what it should be (or you want it to be) . The slave­
lype LPs in the Character Burner are a good example. 
We'd all like the~ to be a rigorous training for mind 
and body where the character is hardened by the lash 
and taught rebellion-theory by his cohorts. A slave is 
really about being broken down, dehumanized, and 
used until the body and mind are worthless . 

Corollary to that: Life is hard, let this be reflected 
in the LPs. 

Lifepaths are for building characters who have 
not done the truly hard stuff. Jn the lifepaths, they 
haven't yet clawed their way to the furnace-mouth of 
hell 's gate, fought demons with their broken swords 
on the edge of a bottomless pit and closed the gate 
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with nothing more than a pick and mallet. That 's what game play is 
for. Lifepaths don't reflect the real adventures we put our characters 
on. They are meant to represent a smt of boring old "real life" for the 
characters. Not the crazy stuff. 

Listed below are guideline criteria for creating lifepaths. 

Building the Lifepath Numbers 
Stat 

Ask yourself the following questions: Is the lifepath in an y way 
beneficial to mind or bod y? Does t.he body or mind itself learn from 
performing 1he role of the lifepath? If so it grants a stat point. See, for 
example, Apprentice on page 128 of the Character Bmner. 

Is the lifepath mentally or physically draining? Is this fatigue to the 
point where the character can not think while on the job and when off 
the job is too 'tired for other endeavors? If so, the LP does not grant any 
stat points. See Vagrant on page 145 of the Character Burner. 

Is the lifepath honibly physicall y or mentally taxing? Is the character 
broken or tortured on this path? If so, consider the path for a negative 
stat point modifier. This is a heav,y penalty in Bmning Wheel. Consider 
it carefully. See Born Slave on page 144 of the Character Burner. 

Does the lifepath rigorously train mind and body? Is the role of 
the lifepath designed to increase the character 's mental and physical 
capacity? Does the character live by wits alone on this path ? Tf so 
consider giving stat bonuses to both mental and physical pools. See 
Hunter on page 119 of the Character Burner, for example. 

Also, Born hfepaths should never grant stat point bonuses . 

Root Skills on the Lifepaths 
If the path grants a stat point, note the root stat of the first skill on the 

lifepath. If it's Will or Perception, the stat grants a mental point . H it's 
any other stat, th e path grants a ph ysical point. If the skill has two stats 
as its root, like craftsman skills, then the path should offer an "eid1erlor. " 

Lifepath Traits 
Most lifepaths come with a few trait points and a group of traits . When 
building a path , first. ask youTself the following questions to determine 
if it should have lifepath traits at all: Does thi s lifepath irrevocably alter 
the character in some way? So much so that years later he will still be 
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twitching from it, even though he is technically past it all? Does this 
lifepath teach nothing but a hard life lesson ? If so this path should 
include lifepath traits. 

t;alley Slave is a j(J(Jtl examtle (Jf an a(fectinj lifotath. The character may 
n(Jt ltke eatinj majj(Jts, hut he's learned t(J ti(J what he must t(J survive. 
Such lifotath traits are entirely suhjective, hut a fantastic w'9' t(J jive 
the characters anti their exteriences C(JI(Jr. 

II the lifepath also <hills some special, non-skill ability into the character, 
this should be added as a lifepath trait. The Ore Astride the Beast 
l.ifepath gives ClyofDoom. This is a wolf-Iider's special badge. It strikes 
terrible fear in the enemies of the Black Legion! Alternately, if a lifepath 
essentially requires a trait- Mark of Privilege for Born Noble or Gifted 
for Arcane Devotee-the trait should be offered on the path. 

The first lifepath trait listed is the requi:red trait on this path. Don't put 
the really meaty traits up front . Always lead with a nice character trait, 
and put the heavier die traits as secondary options, not requ irements. 

C(Jurt Pries~ for examtle, has Ruyal Fav(Jrite as his rettuiretl trait. Its a 
character trait anti reruired At (Jne f(Jin~ he was the rryal fav(Jrite. Ah, 
the j(J(Jtl (JI' tl'9's. Faithful is als(J (J(feretl (Jn this fath, hut it t(Jmes sec(Jnd 
Why? S(J the flayer Can take this fath with(Jut havinj t(J rack Uf a heavy 
die trait that mijht n(Jt he a tart (Jf his character C(JnCeft. Character 
traits are much easier t(J tlay with (Jr ajainst than a trait like Faithful. 

Placing the juicy traits second forces a player to spend at least two trait 
poin ts on that path. This builds investment in the character and helps 
focus concept on what is really important. 

If the path itself is generally special or unique, it can grant trait points 
\vithout any lifepath trait requirements. This is a rare condition. 

If the path forces so many skills on the character that, for a while, they 
become nothing but the liJepath, it should not grant any lifepath traits. 
Also, if the path is overpowered in the skill department or just uncool, 
don't give it any lifepath traits. This de-emphasizes it and does not create 
an additional reward for taking what could be a problematic lifepath. 

Lifepath Trait Points 
Does the lifepath provide room for the character to grow and shape 

their lives? If so, it grants 1 trait point. 
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Does the lifepath allow the character to experience many different 
walks of life? Many different cultures? Does the lifepath drive the 
character a little crazy? If so, this path grants two trait points. 

Does the lifepath drive the character really crazy? Does the lifepath 
open the character to previously unknown mysteries of the universe 
(and subsequently drive them .insane)? Jf so this path grants three 
n·ait points. 

Races with many powerful common traits should receive fewer 
trait points via lifepaths, they've already got a huge edge on other 
characters. Hedge back with the lifepath traits in order to keep them 
in check. 

Resources 
Resources should be distiibuted as a measure of how much personal 

wealth the character can leave that path with, in addition to measming 
the opportunity to make lasting friends. 

• Does the character live in poverty on this lifepath? 4-5 rps. Laborers 
are a good example. 

• Is the character "working for a living?" 7 resource points is a good start. 

• Is the character in a profession that typically earns a lot of money? 
15 rps . 

• Noble or landed gentry lifepaths add 15 rps plus about 15 rps per 
noble rank. 

• Is the character in a profession where they simply m eet a lot of 
people? + 1 rps. 

• Is the lifepath in an urban setting? +3-5 rps. 

• Is the character in a profession where they make a lot of contacts? +8 rps. 

These are guidelines which should be heavily tailored to the individual 
LPs. Lower nobility should be less wealthy than the urban merchant 
class . City-dwellers should have it marginally better than villagers. 
Villagers should have it better than peasants. Soldiers should have it 
slightly better than peasants, btit worse than everyone else. Except for 
slaves and prisoners, of course, who have it the worst of all. 



Leads 
Leads are the story builders. They force a character to exist within 

a "real " framework , rather than just being a conglomerate of points . 
Leads allow the environment to shape the character. Life doesn't always 
go the way the players would like it to, and Leads represent this. 

Leads are determined by the quality of opportunity in the society you 
are trying to recreate. Is it an open and fluid society? If so, there are 
many Leads to other opporttmities. The Lifepaths of Man are very open 
in this regard. Is the society rigidly structured? This makes it difficult 
to travel from one setting to the next. So Leads are restricted . For 
example, Dwarven and Orcish lifepaths are strictly organized around 
an unforgiving social code. People who buck the system are either killed 
or exiled. 

Even in the fluid Lifepaths of Man, there is a social structure . It is 
nearly impossible for a peasant child to be inducted directly into the 
nobility. A path must be buil t to achieve this status. For example, a child 
could be born into the fields, given to a monastery (Lead to the Religious 
Sub-Setting) , become a Zealous Convert, and by age 14 find himself 
entertaining the cou1·t with his religious diatribes. 

Required Skill 
Is there something that a character who took this lifepath could not 

have avoided leaming? A Torturer who hated his job would have some 
knowledge of interrogation , even from just watching his cohorts and 
superiors work on their victims . 

The required skill forces a little history on the character. However, 
the player is only required to open it, not advance it. Thus you can have 
nobles who breezed through their squire training and are now dandies 
of the comt, with only the faintest memory of how to ride and fight. 

Skills 
What is absolutely, unequivocally taught to characters who walk this 

path? These skills are listed first. What is available for them to learn if 
they are ambitious? These skills should be listed last. No one lifepath 
teaches a character everything he needs to know about life and love­
insert skills conservatively. 

Watch out for duplicate, repeating and redundant skills. Especially 
if the path is one in a series of requirements. However, provide room 
in the skill choices for characters who wandered into this path more by 
accident than by design . 
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The soMier Captain is a jOod example. The path offers no weapon sktlls. !( 
a character has been a soMier all his life and been promoted to captain, 
then likely he won't need a~ more weapons sktlls. But a captain who has 
risen throujh the ranks vta an alternate route, couM have jOt to where 
he is without a~ weapons traininj-it's all Intimidation! 

Some paths only teach one thing, teach it rigorously, and are so 
specialized that the characters are only involved in one type of activity. 
The Engraver on page 128 of the Character Burner is a good example of 
this. 

Some path s are highl y specialized , but provide a wealth of 
opportunities to travel and learn from a variety of cultures. The Master 
Craftsman on page 128 of the Character Burner, for example. His 
skills are in great demand and he often travels across the countties and 
kingdoms performing his great feats of engineering for an equally great 
price . 

Skill Points 
Is the path a taxing one that doesn 't teach much except for life's hard 

lessons? Is the character often told how to do his job? Cotmt 1 skill point 
for each skill on the LP. This is the total skill points for the path. Thus 
if the path has 4 skills, it gives 4 points. 

Is the path tough, but teaches a lot? Is one skill stressed over all 
others ? Two points should be given for the stressed skill, while other 
skills add a point each. 

f>aje is a jood example. There are six sktlls on the lt(epath, but horsemanship 
is stressed and it counts for two skill points. Thus the path jives 7 points. 

Is thi s a path of growth, specialization or great learning? Grant two 
skill points per skill. This is very generous, so be careful with this one. 

General Points 
Lifepaths that provide wealth, travel or great opportunity should 

grant a general skill point or two. Master Craftsman , Elven a nd 
Dwarven Prince, Ore Great Ones are all good examples. 

Requirements 
If a profess ion or station would require some experience beforehand, 

be sure to give it a proper prerequisite . Requirements are the last bit 
of insrn·ance that everything "makes sense ." A peasant boy could rise 
through the ranks over ten years to become a professional captain. r·•~-,v'"""~IUI 
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But, it stretches the imagination a little to think of an eight-year-old 
boy actually leading a band of hardened, professional soldiers on a 
determined military campaign. There are other ways to represent this. 
Zealous Convert is a fine answer. With the Demagogue trait, by the time 
he is thirteen, the boy could become the heart and soul of a regiment 
of seasoned soldiers. He leads them in spirit, but he is wise enough to 
consult his captains and sergeants on matters military. 

Time 
Time is the great balancer. Sure a lifepath might teach you the secrets 

of the universe, but if it takes your entire life it isn't going to do you 
much good. (Unless you're a frickin ' elf or something.) Anyway, when 
deciding on the time required to walk a lifepath consider this: Is it a 
skilled profession or is it mindless work? And is the skill required highly 
specialized, does it require a lot of time and resources to use? Or can you 
learn it and use it on the fly? 

Mindless work type lifepaths should take no more than three years 
(in the hmnan span). Laborer, for example. Skilled professions should 
take four to six years. Tailor, for example. Whereas highly skilled 
professions take seven plus years. The Scholar is an example of such a 
specialization. 

Also, consider the time it takes to utilize the skills granted on the path. 
ATe they quick and deadly, like soldier's skill or a hunter's? Then the 
path should be shorter. Are the tests long and arduous, like a Sorcerer's? 
Then the path should be longer. Use the skill practice intervals for 
reference to judge low long the skills on the lifepath take to learn and 
thus how long the lifepath might be. 

The examples listed above are in the human scale. When determining 
lifepaths for creatures who do not live about 75 years in a highly social, 
tool-using culture use the Age Burner described in the following section. 
It sketches out how to build age charts for lifepaths. 

Lastly, just try to have it all make a little sense. Lifepaths are not 
all equal or balanced against one another, but they should all fit in the 
scheme of the culture you seek to recreate. And don 't be afraid to tweak 
what you create as you build characters with them. I rarely get it right 
the first time. I often test and revise lifepaths multiple times . 



Burning Stock 
After you've created a few monster s, creating a 
character stock to be used as a "Born" option in 
character btu·ning is rather simple. This process uses 
a complete(y burned up creature, which we dissect 
to see what really makes him what he is. Then we 
strip away what isn't necessary, a few more screws 
a re tightened and we're done. 

Optimal Average 
Take a creature yo u've bm·necl up. We call hin1 th e 
optimal average. "Optimal" because he likely has 
a bit of an edge over his brethren creatures of the 
same type. He's probably got eve1:ything he needs to 
complete the core concept of this creatm·c. "Average" 
because he is now the sole example we have of his 
people and thus all his monstrous descendents shall 
be based fmm his template. 

What we are going to do next is strip away 
anything remotely unn ecessary to the concept. By 
doing so we create room for variance across a \vide 
ra nge of similar cr eatures. We've got t:o allow for 
sub-optimal and uniquely powerful specimens of 
the sam e typ e of' monster-a beautiful and complex 
culture as expressed through their lifepat:hs, traits 
and the various points. 

Common Traits 
Look over all of the traits you've used to describe 
your creature. Di sca rd any abilities or character 
traits unique to the this particu lar specimen. Stuff 
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that you added on as cool extras should go, too. The only thing he should 
be left with is what he was born with. The other traits become lifepath 
traits and special traits. 

Again , I encourage you to strip the monster to down the bare­
rninimwn traits that describe his otherness. The more you strip down, 
the more options you create for other players to work with. 

Lifepath Traits 
Some of the traits that were discarded in the Common Traits step should 
be sprinkled throughout the lifepaths as lifepath traits. These represent 
hard life lessons forced on the character. Look at Orcs. They have tons 
of lifepath traits, very few of them are favorable. Elves have no lifepath 
traits at all, because they are not part of their concept-Tolkien's elves 
tend to be very fixed in their immortal personalities, often maintaining 
the same outlook over thousands of years. 

Special Traits 
Most character stocks have a small range of special traits that are 
available to them at a discotmt. (I hesitate to say such lraits are unique 
to a type of creature, because this is the Monster Bw·ner and all creatw·es 
are possible.) 

Make a list of traits that this type of monster could possibly develop. 
These are not standard to every specimen of this kind. Include mythological 
attTibutes here-dump in everything that you've ever heard about or 
thought of regarding the creatme and its ilk. Also, any traits that were 
stripped off the original concept go in this category. The special fm coats 
for wolves, the varying skins of the Trolls, the venom of Spiders, the tails 
of Roden are all examples of special traits "unique" to the character stock. 

Take these special traits for a mn through the t-.:ait bumer. This is how 
much they cost in character bmning. 

Special Special Traits: Discount! 
Special traits that riff off of inherent aspects and abilities of the 

monster archetype should be made available at a discotmt. Especially 
traits that are variants of a common trait. Scaly and Stone Skin for 
example, should technically cost 4 and 5 points respectively. However, 
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Trolls ail have Troll Skin as a common trait, and upgrading to the thicker 
sk ins is definitely pmt of the tro ll concept. Therefore the better grade 
troll skins have been made available at a discotmt. 

Player-designed stocks can offer special traits at a 50% discount. 
The acting GM for Peer Review may discount them further (or 
raise their p1ice) if he sees fit . 

Age Burner 
Age is a tricky thing to determine, but creating an age 
range is vital to building rich, deep a nd un ique characters 
in Bmning Wheel. In this system a character's age determines 
hi s base stat pools. 

ln order to create the stat pools by age for a new character stock, we 
need to detennine five points in the monster 's development: ftmctional 
matu ri ty, full' physical rnatmity, full mental matmity, the old age cliff 
and the age cap. 

Raw Stat Pools 
Before we set the age tolerances for the pools, we need to take one 

last look aJ the burned up example of the monster at hand. Total his 
Perception and Will stats, include five points for any Gray shades and 
ten points for White. Do not include any bonuses from traits. This should 
give you a number between 2 to 40. This is the raw mentaL pooL. 

Total Agility, Speed, Power and Forte. Add five points for each Gray 
and ten points for White shade, do not include any bonuses from LTaits . 
This should generate a number between 4 and 80, which is the raw 
ph_ysicaL pooL. Hold onto the those numbers. 

Functional Maturity 
At what point in the monst er 's life does he become reasonabl y 

independent and capable of being self-sufficient? For humans this happens 
somewhere between 8-12 years of age. This point will represent the first 
step in yom stat pool chart. Assign this age to your character stock. See 
the Age Steps section below for assigning points to Functional Maturity. 



Full Physical Maturity 
Determine the point in his life at which the monster is fully physically 

developed. This indicates they are able to safely reproduce, and have 
reached full physical stature. For hmnans this would be between 15-20 
years old. This point will represent the largest concen1Tation of physical 
stat points on the age chart. 

Optimal Plzysical Stat Pool 
Take your raw physical stat pool and subtract the number of 

lifepaths required to achieve full matmity. Do not; include any Born 
lifepaths i:n this total. 

An ''ottimal avera!fe" human has rou!fh/y 18 fOints in his /'hysical fool. 
Humans need three lifefaths to reach "maturity, "so subtract two fOtnts 
(rom that total (three faths, but don 't include Born .. .}. This Jives us 16 
fOints as our base startin!J /'hysical fool. 

Full Mental Maturity 
It is important to separate Full Mental Maturity from accmnulated 

wisdom. This point primarily represents the mental functionality of the 
monster and secondarily the lessons imparted to him in his cultural 
upbringing. Humans could be said to be mentally developed by age 7, 
but culturally they are not considered full-fledged tmtil at least age 16, if 
not older. Orcs ru·e not naturally mentally handicapped, but their cultme 
is so harsh and oppressive, they earn fewer mental points than nearly 
any other race. Even Great Wolves., who share some culture with Orcs, 
are not so oppressed by their masters as the Orcs are by each other. 

Set the age for this point. It represents the highest concentration of 
mental points for the monstrous stock. 

Optimal Mental Pool 
Take the raw mental pool as fa ctored above and subtract the 

munber of hfepaths t.he creatme needs to take to reach full mattu'ity. 
Do not include Born .. . in the lifepath total. 

An Oftimal avera!fe human-created usi11!J the Monster Burner-has 
1 mental fOints (a BS anti a B4}. He needs three LPs to reach 'full 
maturity'; so we subtract two (rom his mental fOtnt fOol. His mental 
fOtnt fOol at 'full mental maturity" wouM be 7 fOtnts. 
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The Old Age Cliff 
The old age "cl iff" is the point where a creature's abibties strut to fall 

into stark decline. For humans, I gave the benefit of the doubt and set 
this late in life-66 yeru·s old! On the age chrut, a chru·acter who reaches 
thi" cliff should receive no more physical points than he had when he 
reached jimctional maluri~y. Mental ability begins to decline one point 
per step for each subsequent age category. 

The Age Cap: Death by Old Age 
Elves and Orcs are immortal, sure, but l strongly advise making 

monstrous races mortal. Set a point at which an average specimen of 
that monstrous archet ype would simpl y dTop dead due to the toll of 
vears. This is the final tolerance on yom age chrut. 

Age Steps 
An age step equals the munber of yeru·s between a loss or gain in one or 

both of the stat pools. The length of each Age step is deteimined by the 
span of the monster 's life, his rate of maturity and the cu lture he evolves 
in (in other words, the lifepaths available). Generally, one lifepath per 
age step is a good guide. Two LP, per age step allows characters to 
quickly accumulate stat points without ri sk. 

FoY examrle, miJJ/e-ajeJ Dwarves can accumulate 'fUde a few stat 
roints by takil1j shorter !tferaths. There aYe only three aje step from 
77 to 111 years o!t:/-122 years time. Since many Dwarven raths aYe 20 

years lol1j, it's rossible for a rlayer to rack ur mas;r stat roints for their 
characters in this reriod 

Stretching the Points 
Based on the one step per lifepath model, there should be at least 

three age steps t.o get. t.o maturity. One to accommodate the Born 
lifepaths alone, one to accommodate pre-maturity and one for 
maturity 

Each age step above and below physical mahu·ity should reduce the 
physical point pool by one. 

Mental matm·i.ty is a little trickier. Each step below mahU·ity should 
reduce the pool by one. After· reaching ma turity however, the pool 
should hold steady through "middle age. " After middle age, the pool 
should decline one per age step. 



Born 
The "Born . .. " lifepath is a little deceptive. It includes, of course, 

the moment of the character 's biith, but also most of what could be 
considered the character 's childhood. Once the character/monster 
could feasibly fend for themselves in the chosen setting, the Born . .. 
hfepath should end and the nmmal age progression should begin. This 
upper limit to childhood is set by culture as much as it is by biology. 

Dead 
At some point, the madness has got to end . When designing the 

age chart for a character stock , pick a point at which it would be 
extremely unlikely for the character to be out and about, a point 
when most speciinens of this people would be dead of old age. This 
point only exists to demons1Tate the possible extremes, not the typical 
average. Thus human ages are set to 100 years, whereas Great Wolves 
have a much shorter lifespan, capping at only 15 years ! 

Thi s age cap isn 't marking the point in time at which a player 
character wiJJ die on the spot, but where the character-creati ng player 
should stop taking lifepaths. 

How Many Lifepaths to Full Maturity? 
The next step is to determine how many lifepaths the creature needs 

to take before he reaches full maturi ty. In this case, mental and physical 
mattuity should be a different number of paths. Figure that, on average, 
each life path is going add one point to either the mental or physical pool. 
We want the final pools to hover near om· original optiinal average. 

For humans and dwarves, that 's three lifepaths. Elves reach their 
optimal average in four lifepaths. Orcs usually need five lifepaths to 
really get theii· feet under them. 



Designing Player Character Stocks 

Human characters can achieve full maturity in 2-5 lt(epaths. The avera!Je, 
how ever, is three LPs to hit the 15-25-year-oftl sweet spot. !f chosen 
wisely, two of the three !t(epaths can !!rant stat bonuses. This usually 
!!rants 7 or 8 mental points, am/16 or 17 physical points. 

Ore !t(epaths are !Jenerally the same len!Jth as human {perhaps sltjhtly 
lon!Jer by a year or two over all}. Their start pools are very low. With three 
!tfepaths, puHin!J them at the 17-22-year-oftl A!Je Step, they only have 
5-6 mental points ami 12-13 physical. Not many points to play with at all. 
{iiven more room to breathe, they can scoop up a few more physical points 
a/1(1 with (t've ft(epaths start with 6-7 mental points a/1(117-18 physical 
points-a very (t'ne startin!J character there. 

Test it! 
Once you've come up with all these various points and parameters, 

the most important step in the age burner is to combine it with some 
lifepaths and test it out. Do quick burns of 3, 4 and 5 LP characters 
and double check to make sme they come out in accordance with yom 
concept. 

One point can make a big difference. If characters are coming out over­
powered, don't be afraid to go in and strip a point out of the relevant 
pool. Ultimately, what you're after is to build a vehicle for satisfying 
play, so tweaking is an important and necessary part of' the process. I 
rarely get it right the first time; usually I have to tweak the age bmner 
two or three times to get it perfect. 

Adding Limits 
One of the techniques I use to add depth to the character stocks I create 
is the inclusion of some fatal flaw that threatens to overwhelm the 
character. Orcs have their Hatred and Brutal Life, Dwarves have Greed , 
Elves have Grief, and Spirit Wolves have Taint. What each of these rules 
does in play is present a complication for the player to work around. 

It's important never to create limits that are presen ted so that the 
player cannot navigate around them; limits which then render a 
character unpl ayable. Greed , Grief and Brutal Life definitely impose 
limits, but what they really do is present a character with a choice and 
the consequences of that choice. 
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Lastly, don't ever kill or render a character tmplayable via a random 
die roll in chamcter btu·ning. Burni"ng Wheel is a game of player control 
and choices. You can present dire consequences, but never random death. 

Stat Maximums 
10 is th e maximum exponent for any stat in Burning Wheel, but 
individual races have stat caps somewhat lower than that. Humans, 
Orcs and Roden, for example, have 8s as rnaxirmuns. This is considered 
a good range for PCs-with the exponents going from weak to extremely 
powerful. 



Designing Player Character Stocks 

Dwarves and Elves both have max exponent 9 stats (Forte and 
Perception, respectively). This additional point lends them a mythic 
rp.wlity and represents a significant potential increase in power for these 
characters when they are at the height of their abilities. 

Setting Maximums 
All maximums are based on the human 8s- 8 i;; consider th e 

baseline stat maxirnurn. Altering these maximums adds to the creatm·es 
otherness . Therefore, stat maximums should also be tied into the monster 

concept. 

Tolkien s elves were hljhfy insijhtful feofle, anti at the heljht of their 
fowers they couM see across their entire ki11Jrloms. Thus I felt exf 'I max 
Percettion was suitable for their conceft. 

I strongly recommended that every stat maximum which is raised 
from H to 9 be accompanied by another stat: maximum lowered from H 
to 6. A stat maximum rai sed from 8 to 10 should be accompanied by 
fou r points in reductions from other stats (players may divide the;;c as 
1 hey see fit). 

IIowever, certain creatures arc go ing to need some pretty sick stats. 
Dragons and clemons come to mind. Such manifestations of divinity 
and nightmare often do not come with accompanying deficiencies. This 
is acceptable, but strongly cautioned against. T ncluding too many of 
I hesc supernatural crcatLLres in the game has the potential to seriously 
frustrate enjoyment of the players. 

The stat maximums may be set at the judgment of the monster­
burning player, but they arc subject l.o Peer Review. The actual munbers 
and reasoning must be described via one of the creatm·c's common traits, 
like the Elves ' First Born, Dwarves' Stout and Tro ll s' Massive Statm·e. 
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Monstrous 
Magic Burner 

Any ability a monster possesses that creates an 
external, inexplicable effect can be deemed "magic." 
A simple trait that grants a + 1D to a stat or skill 
could indeed be magical, but there is no need to 
explore it beyond its traitness. The magic category is 
reserved for abilities that affect the world outside the 
character and require rolls to resolve. 

When building magic into your creature it is best 
to use an existing magical type as an analog and 
launching point. Describe your creature's magical 
abilities and then link into one of the following 
categories: Natural magic, scientific and artistic 
magic, emotional magic, psychic powers or fire­
breathing. Use these a mechanical basis to work 
from. 

Please note that magic is not the main focus of 
this book, and these forms are only discussed in the 
barest of details. Please consult the main rules, our 
various pdf chapters and the forthcoming Magic 
Brn·ner for more on creating magic. 

Precedent 
All external magic must be tied to a trait. It doesn 't 
have to be an exclusive trait like Gifted, but must 
be some precedent or condition which explains the 
manifestation of magical ability. Such a trait focuses 
and grounds a player in the portrayal of his wyrding 
beast. 



Monstrous Magic 

Beyond that basic Bmning Wheel condition , l also demand that magic 
have a mythological or folklore precedent in order to be made manifest 
i.n the game. Read a few myths or tales, pull out spells and abilities that 
int erest you, use them in your games. 

In Ejtl's Sa3a, Ejtl duels with another warrior, A tit; who is protected 6y 
Turn Aside the Blade (of course they don't call it that}. E3il's sword is 
useless anti he is fonetl to (inti another wo/ to defeat his OffOnent. In the 
encl, he tackles A tit' anti 6ites his throat out. Seein3 this examfle of the 
majtC within folklore roots hefts set the fYet:etlent for its use. 

These somces help us discover and describe the internal logic of the 
magic we are recreating. All magic has an internal logic, even if we don't 
understand it: The power can only be used tmder certain conditions, it 
takes a certain amount of time, it requires special materials, it can only 
be activated by chosen individuals, etc. 

CMs are ab
1
solutely free to veto magic that has no precedent and/or 

no logic. 

Ramifications and Limits 
Ramifications are born from precedent-they are the price of using 
powerful magic that can bend and distort r eality. All magic has 
ramifications and limi ts. The basic limits for magic in Burning Wheel 
are: The more powerful it is (the more dice you roll) , the more it hmts; 
magic takes time to activate in accordance with its concept; and magic 
is dangerous-the more powerfuJ , the more dangerous. 

Ther e are magics that are low-powered enough not to have 
overwhelming ramifications-Songs and Howls are like this because 
they use so few dice. Sorcery, Swnmoning and Enchanting are extremely 
potent (piles of dice are rolled) and have harsh ramifications- spell 
failme and tax. 

Emotional magic like Grief and Hatred have a stiff limit: Do it too 
much and the character becomes unplayable. Faith carries a heavy 
limit and drastic ramifications: Characters may only operate within the 
provenance of their deity, failing ~hat provenance they are stripped of 
t heir magical ability. 

List of Ramifications and Limits 
Burning Wheel abides by a few mechanical conventions for magical 

ramifications and limits: High obstacle, time, upper limit and backlash. 



The illmu;/er 

Spells have a higher obstacle than most other skills. This limits their 
ease of use. 

Spells take time to manifest, or only last for a limited dumtion. 

Emotional attributes create an upper limit of playability for the 
character, forcing the player to make decisions about when is the best 
time to use the ability in question. Use it too much, and the character 
is going to get pulled out of play quickly. Best to save it for dramatic 
moments, but if you don't push it enough, you won't have enough dice 
to roll in those dxamatic moments. Decisions, decisions! 

All magic takes a toll in one way or another. The more powerful the 
magic, the more visible and dxastic its price. Tax and spell failme are 
the two most obvious examples. Spirit retribution from Summoning 
was added on top of tax and failure , because summoning is very 
powerful and dynamic. Also because it fits the mythological and folklore 
precedents for summoning. There are many stories about demons and 
spirits exacting their revenge from the unwary and the greedy. This had 
to be inco1porated in the system! 

Natural Magic 
If yom creatme possesses innate magical ability that grants him small 
extranonnal powers or the ability to occasionally exceed human norms, 
they are possessed of natural magic. Elven Songs, Wolf Howls , and 
Dwarven Crafts are examples of natural magic. Natmal magic is named 
thusly because it is meant to act in accord with the powers that be­
bending or manipulating the elements . It is not meant to break natural 
laws-creating matter, smnmoning elements, destroying outright, etc. 

When designing natural magics , simply design a skill and call it 
magical. (That seems to take the magic Iight out of it, doesn't it?) All 
tests toward that skill are open-ended. Each magical ability is learned 
like a skill, advanced like a skill and rolled like a skill. Since these are 
generally very low-powered abilities (when compared with the awesome 
might of Sorcery) , they often have small ramifications or limits. The 
most common limit is the necessity of a key trait-First Born, Child of 
the Master M.aker-or occasionally the developing of adjunct emotional 
magic like Grief, Taint, Hatred or Despair. 

The questions in Under a Se1pent Sun were designed using these 
precepts. 



Monstrous Magic 

Artistic and Scientific Magic 
Artistic or scientific magic describes magic which requires intensive 
stud y of a small skill set . Each skill opens a broad range of power (aka 
spell s) . Incantations., H.ituals, Absu-actions, Summoning, Enchanting, 
and Web Wyrds fall under this heading. 

These types of magic always combine skill plus stat to determine the 
resolution , a lways require some modicum of time to use, and always 
polentjally fatigue the caster when used (hence Tax) . Personally, I think 
lhat scientific and artistic magic should also be tmpreclictahle- which 
is why I have enforced the garbled transmission rules in Incantation , 
Abs1ntction and Smmnoning. 

Under the umbrella of the master magical skill , you'll then have to 
design a number of spells availab le lo users of this type of magic. Usc 
the Bmn ing Wheel Abstraction rules for crearii1g spells. 

Emotional Magic 
Grief, Hatred, Despair, Spirit Taint. and Faith all fall under the category 
of emotional magic. This categor y is so called because a part of the 
character 's ver y being is used as a vehicle for the magic. This aspect is 
assigned a shade and exponent and p laced in the Attributes column. 
Wh y is this an AttTibute and not a skill? Two reasons: Emotional magic 
has ramifications which affect the long term playability of the chamcter, 
and usuaUy has a broader range of app li cation than a single skill . ln fact, 
cert·ain skills can be rooted of'f of' emotional attributes- like the Ores' 
Brutal Intimidation rooted in Hatred and the Elves ' Song of Btu·ning 
Bright rooted in Grief. 

Develop a concepl for yow· emotional attribute, nante it, set conditjons 
for its advancement and its use. Decide if any skills are rooted off of it, 
or if it is rolled on its own as an ability. You 're done! 

E/ven Cirief Conceft: To develof a wo/ to describe the faftab/e element of 
sadness and tra3etfy that Tolkien steefs his elves in. Conditions: ({riefis 
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an attrihute that is tested whenever the character encounters tra!Jetly­
murder, decel'tion, hetrayal and death hein!J the !'rime instances. 
Ahilities: {frief serves as a marker of how intense and sorrowful the 
character's life has heen. However, accordt"n_g to the source material, the 
Elves occasionally channelled their {frief into a tem"hle ra!Je which they 
then used to defeat their enemies. Thus, {friefis used as the root for elven 
sonp of death and fear. 

Faith 
Despite it's "miraculous magic" trappings, Faith is simply another 

emotional attribute. This one is firmly rooted in the beliefs of the 
character. The conditions for Faith are slightly different than other 
emotional attributes. First, the character (and player) must believe in 
that which empowers the character. Lack of belief indicates a loss of 
faith. Second, the powers of Faith are limited to the idiom of the deity. 
A character cannot manifest power outside this idiom . 

Faith is earned tln·ough belief-there are questions on page 170 of the 
Character Burner to help dete1mine Faith's exponent . Monsters begin 
the game the same way as characters in this regard-a B3 base plus 
answers to the questions. GMs are within their rights to tweak Faith up 
or down by two points if they believe the monster is particularly faithl ess 
or faithful. 

Faith-based powers should be difficult to enact. They start at 
minimum Ob 3 and go to Ob 10. Use the Faith section on page 232 
of the Burning Wheel as your guideline. Remember, prayers require 
speech and sometimes action on the part of the monster. 

What if I Just Want to Breathe Fire? 
Breathing fire is the staple of any good monster laboratory. When trying 
to recreate spell-like abilities in a creature-fire breathing, invisibility, 
immtmity to weapons, char m powers, etc.-use sorcerous incantations 
as an analog. Start with a spell as a base (or even abstract one to sttit 
the creature's ability). 

Looking up the Fire Breath spell on page 177 of the Character Burner 
I note that it is a damaging effect spell. Base damage is determined by 
the caster's Will plus extra successes. Area of effect is determined by the 
fa cets of the spell (and thus t he obstacle) plus extra successes . 



Monstrous Magic 

I want to create the fire breath ability for my drajon. The first stef is 
to set the frecedent. Drajons breathe fire in many of the folklore stories 
they affear in, that's a jOod start. I tie that precedent to a trait-in this 
case, Drajon 's Blood and Drajon 's Breath. 

Referrin:J back to the Sfell, I see that drajon 's breath damaje should be 
based on one of his stats. How about Forte since it comes from within his 
juts and is tart of his fiery blood? To determine actual damP.je, he'll stdl 
roll on the DOF for IMS !tke other missile/frojectile/majiC weafons. 

In order to full it off, it looks like the drajon is jOinj to need a Fire 
Breathinj "natural majic" ability. Thus I assijn him a natural majiC 
skill/ike Atr of t;ates or Silencer. Since I think drajons would be fairly 
skilled in Fire Breathin:J, I jive him a BS. 

When the drajon wants to use this ability he rolls his BS ratin:J ajainst 
obstacle 1 base flus modifiers for ranje and movement. Extra successes 
jO toward hittt"nj the obstacle and/or increasinj ranje. 

We need to determine a base ran:~e. How about S faces fer fOint of Forte? 
(Drajons tend to have a tretty hljh Forte.} + S faces fer extra success. 

So a drajon with a {46 Forte and a BS Fire Breathinj is jOinj to shoot 
flames for 30 faces (s faces fer Forte die} and do {46 damaje base. 
DOF/IMS is!.· {43, M: {46, S: {41. Nasty. 

Even a fire drake with a B7 Forte is joinj to hammer out some serious 
heat: DOF/IMS is I: B4, M: B7, S: BIO. 

Seems to me that there need to be some ramtfications to the use of this 
awesome mljht. Drajons can't jO on doin:J this all day, can they? I've 
decided that each jout of flame rNfutres an Ob 6 Forte test. !f successful, 
the drajon can continuinj Sfewinj flames. Since the Drajon's Blood, 
Flljht and Breathe are all intertwined, mm'jtn of failure is subtracted 
from either the Mark result damaje of the breath or from the drajon 's 
Steed for fUrfoses off!Jtnj. Multiple lost dice can be dl"vided between the 
two effects at the tlayer's discretion. !f Sfeed "reaches zero" {tncludl"nj all 
other ten a/ties}, the drajon can no lonjer f!J. !f the Mark result damaje 
erua/s zero {tncludl"nj a// other fen a/ties) he t"s unable to breathe fire. 
Lost dl"ce are recovered tn 10 minus Health CXf tn hours. Test Health to 
reduce time by ten fercent fer success. 
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To recap, build yom· monster's powers using abstractions to detennine 
effect , but have them act hke natmal magic spells and abilities-even to 
the point of ignming the abstmction obstacle in order to make it happen. 
Most monsters' powers should simply "work"-the base obstacle should 
be 1. There's no need for the monster to summon the magical might in 
order to wield his natural abilities. Sorcery is bending powers that a 
caster would not otherwise be able to control-that aren 't natUJ·al to 
him. Natural magic is simply using what he already has! 

Powers based on physical acts hke this generally require two actions. 

Psychic Powers 
There are two directions to go with psychic powers. ln Under a Serpent 
Sun , we simply m ade them natural magic. They ended up being 
individual skills with their own "magical effects" and of course they 
were all open-ended. 

The other direction to go in is to make them based off of an 
emotional attribute like Faith or Grief. Such an ability grants access to 
a host of powers at varying obstacles . The latter method is much more 
potent, mainly because with a single ability being test ed constantly, 
advancement is much more rapid. Thus I recommend enforcing a Tax­
type ramification of their use, much as I suggested in the dragon's breath 
example above. 
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Using the 
lifepaths 

Each lifepath ages the character and grants him 
time, trait points, resource points, stat points, leads, 
skills and skill points. These are the building blocks 
of every character. 

Character Stock 
The Monster Burner provides players with four 
fantasy character stocks to choose from: Roden, 
Great Spiders, Trolls and Great Wolves. 

Each character stock has a tmique culture, complete 
with myriad settings and dozens of lifepaths. A 
player may never choose lifepaths outside of his 
chosen character stock. 

The various character stocks also grant access to 
particular traits , certain skills and cultural artifacts. 
Each stock has its own list of material possessions 
and spells, but all characters use the core rules for 
Resources , Circles , relationships, affiliations and 
reputations. 

Time 
The Time cohunn indicates how long in years it takes 
to walk this pa1ticular path. Years are totalled after 
all lifepaths are chosen to detennine the age of the 
character. 

Resources (Res) 
Players use resource points (rps) to purchase material 
possessions, land and spells, and to build relationships 
and acquire affiliations and reputations. 



The Monster Burner 

Statistics (Stat) 
Stat poiJHs arc garnered from two sources: lifepaths and age. Once all of 
a character's lifepaths have been chosen, his age is dete1mined and used 
10 find his Starting Stat Pool. Also, many lifepaths give the character a 
bonus point toward either a mental or ph ys ical stat. 

Leads 
A lead indicates a setting that th e player may jump to from his cmTent 
lifepath. TJ, for example, the current lifepath lists Exile and Society 
under leads, the player may choose his next lifepath from the Exile or 
Society settings, or he may remain in hi s currenl setting. For each lead 
chosen, add one year to the character's age. 

Skill 
Each lifepath presents a set of skills that may be learned. The player 
may only choose skills from the lifepaths his chan t.cter has walked. H a 
player wants different skills for his cha racter, he has to choose lifepaths 
that offer those skills. 

Skills not described in this book may be found in the Character Bmner. 

Trait 
Traits are details that differentiate characters-quirks, aJJectations and 
odd ab ili ties . Burning Wheel is designed so that players can take on 
heroic personae-tJ·aits help to give them depth and life. 

Hod en, Spiders, Trolls and Wolves all have certain t raits that all members 
of their race must take. They are free and mandat-ory. They are listed in 
the Common Trait s section of each lifepath set. 

Traits will affect game play. Some will do so often and drastically; t hese 
cost the most points. Others will affect game play infrequently or in 
sublle ways; these a re less expensive. 

All traits listed on a lifepath cost one point. The first tmit listed with 
each path is mandatory. Adclitional traits on the path may be purchased 
(for one poinl each) by the player dming character bmning. 

lf a trait is not described in the relevant chapter, Zealot, for example, 
check the Character Burner for the li sting. If for some reason you can't 
find th e trait li sted in either book, count it as a character trait. 



A Race Divided 
'I have had a vision, "preached Possett the White, "the way is revealed! 
I have seen the paths to the FieMs of Paradise. I know the route to the 
Ever-Ripe Plains and Sea of t;oMen Harvest!" 

And so, the Roden spld. The followers of Aecer remained hehiml, waittitj 
for a sijn from the t;reat t;atherer. Those under the spell of Possett left 
their homes without rCJref. These hecame known as the Leavers. 

Possett led his hekevers to the east for many months, over mountains and 
throu!Jh dark forests. Many were lost alon!J the way-either they !Jave 
in to exhaustion and weakness or were separated from the rest. 

Finally, on the Day of the Lon!J Lijh~ they crossed over to the t;reat Plains 
that Possett had promised However; all was not as he prophesied There 
were already creatures tnhahitin!J the fieM-taller than the Roden and 
devoid of fur. 

When his followers realt'zed the error in his vision, they hecame 
restive and di·scontent. It was then that Possett proclaimed a second 
revelation. 

'It tS a test. A test to determine tf we are worthy!" Possett declared 
"Paradise wt!l he ours, hut first we must remove these tntedopers. " 

Possett a!Jain swayed hts helievers with his words and will. With 
determination, those Ro.den loyal to him came into conflict with Men. 
However; Men wieMed sharp metal weapons; they were clever and 
cunnin!J. The conflict was hrief and hrutal. 

Possett disappeared dun"n!J this time. None know what hecame of the 
white-furred mystic. 

Routed and without !Jutiance, the Leavers scram hied and hid from the 
Men, who hunted them. Some fled and returned to the FieMs of 4e!Ja, 
our true paradise. 

Most were trapped within the lands of Men. They were forced to seek 
safety tn what wouM hecome known as the Below. Beneath the vast cities 
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of Men were foryotten labyrinths of darkness. In the hills were carved 
caves of fitch-black nothil1jness. Into such tlaces the Leavers fled There 
they found refu!Je, ami coYYuftion. 

The betrayal of Possett must never be foY!Jotten, but we foY!Jave the 
Leavers lon!J a3o. Some day, they will return to Aecers Nest and the 
Roden will be whole once more. 

-The Tome of Volen, Lord Abbot of Cfe!Ja 

Roden Father 

Lt(efaths: Born to the Fields, Farmer, Brother, Father 

A!Je: 26 years old 

w,:. B6, Pe: B4(s), A!J: B3, Sf' B3, Po: B3, Fo: B6 

Hea: B6, Ste: BS, Ref B4, MW B10, Cir: B3, Res: B1 

Sfeed Multi,olier: ;<4. Hesitation: S actions 

PTC1S: Su: B4 Lt:· BS Mt:· B7 Se: B8 Tr: B'1 Mo: B10 

Traits- AeceYs Likeness, Coat of Fur, Communal, Enlaryed Incisors, 
Quick-Biooderl, Tail, Laryer Ears, Pack Ra~ Skittish, Ve!Jetarian, Hoarder, 
Slow, Humble, Patien~ Friendly Face, Portly, Trustworthy and Faithful 

Skdls- Farmin!J B2, Doctrine B4, Suasion BS, Mendin!J B2, Read B2, 
Write B2, Meditate B3, Oratory BS, Sin!Jin!J B4 

IMS- Bare-fisted I B2, M B3, S B4. Add 2, VA -, Fas~· 
Bite I B2, M B4, S B6. Add 2, VA -, Fast. 

Resources- Robes, Honey Cakes, a Cell in the Abbey 

Relationshi,os- Abbo~ Defufy, Baker, Loyal Acolyte, HealeY and Wife, 
Cousin and Uncle. 

Befte(s- Aecers balance must be maintained It is my duty to 3uide and 
serve the laymen. Peofle Yesfond better to a smde than a frown. 

lnshncts- Never throw anytht'n!J away. Be3in every sermon with a 
joke. Defer to the abbots authority. 
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Roden Lifepaths 
Field Setting 

Skills: 3 pts: General 

Trails: 3 pts: Vegetarian 

lland 3 3 +1 P 

Skills: 4 pts: Singing, Work-wise, Back-Breaking Labor 

Traits: 1 pt: Toiling 

Woodscn 6 6 +1 p 

Skills: 4 pts: Tree Cutting, Tree-wise, Mending, 

Orienteering 

Traits: 1 pt: Independent 

7 9 

Skills: 5 pts: Bee Husbandry, Firebuilding, Bee-wise, 
Flower-wise, Honey-wise 

Traits : 1 pl: Thick-skinned , Beespeaker 

Gatherer 8 10 ___ _ Exile 

Skills: 4 pts: Foraging, Herbalism, Nut and Berry-wise 

Traits 1 pt: Adventurous Palate 

Farmer 8 10 

Skills: 3 pts: Farming, Mendiog, Seed-wise 

Traits: 1 pt: Hoarder, Slow 

9 15 +1M/P 

Skills: 5 pts: Mi lle1·, Grain-wise, Haggling 

Trails : 1 pt: Industrious 

Mead-Maker 9 14 

S kills: 5 pts: Brewer, i'viead-wise, Haggling, Cooper 

Traits: 1 pt: Beloved 

Baker 7 12 

S kills: 4 pts: Cooking, Fircbuilding, Bread-wise 

Trails: 1 pt: Keen Sense of Taste, Fmgrant, Sweet-tooth 



A Nest of Rats 

Skills: 6 pls: Weaving, Sewing, Embroidery, Soothing Platitudes, Singing 

Traits: 1 pt: Calloused Fingers 

Apprentice 4 9 +1 P Exile, Society 

Skills: 4 pts: Mending, Blacksmith, Carpenter, Potter, Mason 

Traits: 1 pt: Gopher 

Skills: 8 pts: Haggling, Jargon, Instruction, Apprentice-wise 

Trails: 1 pt: Serious, Diligent 

Hcalc,·,..( ....... ......., __ _.8""""''"""'"..;;l..;;0 __ +..;1;..;M;.;;;... _____________ _ 

Skills: 6 pts: Herbalism, Field Dressing, Apothecary, Ugly Truth, Hurt-wise 

Traits: 1 pt: Compassionate, Bedside Mam1er 

Skills: 6 pts: Haggling, Appraisal , Accounting, Conspicuous, Village-wise 

Traits: 1 pt: Opportunist 

Deputyc., ___ ,......4;;.... __ 6;;....._+.;,.1;;.;P;;;·, __ _ 

Skills: 7 pts: Spear, Bow, Brawling, Shield Training', Trouble-wise 

Traits: 1 pt: Alarmist 

Skills: 7 pts: Law, Command, Intimidation, Interrogation, Sword 

Traits: 1 pl: Suspicious 

Skills: 8 pts: Oratory, Persuasion, Law, Etiquette, Haggling, Petitioner-wise 

Traits: 1 pt : Hand-shaker, Practiced Smile 

Broth"~r[Sister +~1 .:;;M;;._ ..;:::;;;;;:; 

Skills: 6 pts: Doctrine, Read, Write, Meditation, Shrine-wise, Prayer-wise 

Traits: 2 pts: Humble, Ordained, Faithful 

Skills: 5 pts: Suasion, Preaching, h1timidation, Below-wise, Brawling, 
Man-wi se 

Traits: 2 pts: Tough, Zealot, Righteous 

Father/Mother' 7 15 +1M 

Skills: 5 pts: Suasion, Oratory, Illuminations, Calligraphy, Singing 

Traits: 3 pts: Patient, Friendly Face, Portly 
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Abbot/ Abbess' 10 30 +1M 

Skills: 10 pts: Oratory, Conspicuous, History, Resem·ch, C!utography, 

Poetry, Etiquette 

Traits: 1 pt: Revered, Wise 

HELD NOTES 
1: Crafter requires Apprentice. 2: Mayor requires the character to be at mi nimum 17 yrs old 
before taking it. 3: Missionary requires Brother/Sister. 4: Father/Mother requires Brother/Sister. 
5: Abbot/ Abbess requires Father/Mother. 

"I" Indicates tt1e skill is a training skill. It costs two points to open and may not be advanced. 

Below Setting 
Stat J.ead 

Society 

Skills: 3 pts: General 

Traits: 3 pts: Tunnel Vision 

Pinky 2 2 -1M 

Skills : 3 pts: Soothing Platitudes, Below-wise 

Traits: 2 pts: Confusing Rant, Distracted, Clumsy, Lucky 

Scavenger Exile, Societx 

Skills: 6 pts: Inconspicuous, Survival, Appraisal, Brawling, Junk-wise 

Traits: 1 pt: Greedy, Iron Stomach, Callous 

Scratcher 6 4 + 1 P --·-
Skills: 5 pts: Tunneling, Tunnel-wise, Mending 

Traits : 1 pt: Deep Sense, Hacking Cough 

Snitch 4 3 E.rile, Societx 

Skills: 4 pts: Inconspicuous, Falsehood, Haggling, Secret-wise 

Trails: 1 pt: Cowardly, Two-Faced 

1 4'--_+,;.ol;.oP;...._..;;;;SocieW 

Skills: 5 pts: Brawling, Soothing Platitudes , Hazing-wise, Pecking Order-wise 

Traits: 1 pt: Skulking, Abused 

Apprentice' 6 5 

Skills: 3 pts: Mending, BlacksmitlJ , Brihe-wise 

Trails: 1 pt: Gopher 

Bladesmilh' 8 20 +1M/P Socieo/ 

Skills: 7 pts: Haggling, Instruction, Blaeksmitl1 , Knife-wise, Sword-wise 

Traits: 1 pt: Secretive 

Kidnapper' 7 10 +1M Exile, Socieo/ 

Skills: 7 pts: inconspicuous, Knots, Haggling, Cudgel, Tntimidation, Child-wise 

Traits: 1 pt: Callous 



Fingers' 6 5 +1 p Exile, Society 

Skills: 4 pts: Sleight-of-Hand, h1conspicuous, Knives, Streetwise 

Tmits: 1 pt: Light Touch, Cocky 

Sneak-Thief' 7 6 

A Nest of Rats 

Skills : 5 pts: Stealthy, Lockpick, Knives, Roof-wise, Window-wise 

Tmits: 1 pt: Cool-Headed, Soft Step 

Uurglar' 8 10 +1 M/P 

Skills: 8 pts: Observation, Climbing, Throwing, Knots, Interrogation, 
Locksmith, Loot-wise 

Tmils: 1 pt: Quiet, Confident 

Uruiser' 6 8 +1 p Exil~, Socie~y 

Skills: 7 pts: Weapon of Choice* , Intimidation, Extortion , Crossbow, 
Shield Trairung' 

Traits: 1 pt: Mean, Bwtal, Dumb 

Fence 7 20 +1M 

Skills: 7 pts: Appraisal , Haggling, Falsehood, Antique-wise, Fake-wise 

Trails: 1 pt: Poker-Faced 

Sawbones 8 15 Exile 

Skills: 6 pts: Field Dressing, Apothecary, Surge1·y, Poisons, Haggling 

Traits: 1 pt: Practical, lmpersona] 

Negotiator 8 15 + 1 M Society 

S kills: 6 pts: Persuasion, Deal-wise, Haggling, Intimidation, Oratory 

Traits: 1 pt: Calm Demeanor, Good Listener 

The Brain' 9 13 +1M Society 

Skills: 13 pts: Soothing Platitudes, Read, Write, Research, 

Astrology, Strategy, Logistics, Falsehood, History, Obscme History, 
World Dorrtination-wise 

Trails: 2 pts: Genius, Condescending, Academic, Frustrated 

Mastermind 5 10 30 ·+1 M, P 

Skills: 13 pts: Intimidation, Persuasion, Oratory, Falsehood , Command, 
Below-wise, Sword, Clique-wise, Nest-wi se, Traitor-wise 

Tmits: 3 pts: Ambitious , Ruthless, Suspicious 

NOTES FROM BELOW 
·1: T hese Lifepaths require 1·he Gauntlet. 2: Blaclesmith requires Apprentice. 3: Burglar requi res 

Sneak-Thief, Sheriff or Shadow. 4: The Braii1 requires one completely mundane lifepath like Bee 
Keeper, Scavenger ur Hennil. 5: Mastermind requires the Gatmtlet) and either Negotiator or tl1e 

Brain. 

* Weapon of Choice: The player may choose one melee weapon skill appropriate to his character 

and his campaign. This choice is subj ect to CM approval. 

j- l11dic11tes the skill is a trai11ing skill. It costs two points to open and may not he advanced. 
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Exile Sub-Setting 
Ufepatb Time Res Stat 
Carnivore' 4 5 +1 p 

Skills: 6 pts: Hunting, Cooking, Tracking, Trapping, Bow, Spear, Forest-wise 

Traits: 1 pt: Gnawing Hunger, Aggressive 

Scrub 3 

Skills: 5 pts: Inconspicuous, Soothing Platitudes, Kick Me-wise, Bully-wise, 
Nest-wise, Below-wise, Village-wise, Cat-wise 

Traits: 3 pts: Abused, Non-Confrontational, Meek 

Diseased 3 3 

Skills: 5 pts: Survival, Foraging, Disease-wise, Lynch Mob-wise, Hospital-wise 

Traits: 2 pts: Contagious, Bitter 

ffiermlt 10 2 

Skills: 9 pts: Philosophy, Astrology, Rhetoric, Oratory, Foraging, 
Books-wise, Lost Secret-wise 

Traits: 3 pts: Philosophical, Boring 

[i!ihwtiacker: 5 5 Field, BelouJ, $ociet 

Skills: 4 pts: Weapon of choice*, Intimidation, Stealthy, Bow, Ambush-wise 

Traits: 1 pt: Desperate 

7 +1M/P Field, Below, So~;ittJJ:._,,_ __ _ 

Skills: 8 pts: Rigging, Knots, Navigation, Mending, Appropriate Weapons, 
h1timidation, Ship-wise, Bay-wise 

Traits: 1 pt: Ruthless , Sea-Legs 

Bandit Kin~ 7 15 + t MZP f:ield, Belote, $ofietx::. w : _ .J 
Skills: 6 pts: h1timidation, Command, Sword, Bandit-wise, Caravan-wise 

Traits: 2 pts: Scheming, Daring 

Skills: 8 pts: Astrology, Ugly Truth, Read, Write; Sorcery or Spirit Binding 

Traits: 2 pts: Albino, Feared, Gifted, Misunderstood 

NOTES IN EXILE 
1: Carnivore requires Born to the Fields. 2: Scrub requires Born Below. 3: Bandit King requires 
Bushwhacker, Sheriff, or Bruiser. 

t Indicates the skill is a training skill. 1t costs two points to open and may not be advanced.\ 

*Weapon of Choice: The player may choose one melee weapon skill appropriate to his character 
and his campaign. This choice is subject to GM approval. 



Society Sub-Setting 
Lifepath 
Initiate 

Time Res Stat 
3 2 

Skills: 3 pts: Doctrine, Society-wise 

Traits: 2 pls: Broken 

Cu ltist' 
___ 4 

4 +1M 

I.ead 
Exile 

Skills: 5 pts: Rhetoric, Suasion, Cudgel, Conversion-wise 

Traits: 1 pt: Zealot, Defensive 

Shadow' 6 6 +1 p 

A Nest of Rats 

Skills: 6 pts: Stealthy, Observation, Inconspicuous, Climbing, Tail-wise 

Traits: 1 pt: Cautious 

Arsonist' 6 6 

Skills: 6 pts: Firebuildi:ng, Inconspicuous, Firebombs, Lockpick, Arson-wise 

Traits: 1 pt: Pyromaniac 

Murderer' 6 7 +1 p 

S kill8: 8 pts: Knives, Stealthy, Intimidation, Inconspicuous, Garrotte, 

Anatomy, Crossbow, Murder-wise 

Traits: 1 pt: Murderous, Cold-Hearted, Single-Mjnded 

Willard' 5 5 

Skill.~: 5 pts: An imaJ Husbandry, Inconspicuous, Command, Ratiquette 

Traits: 2 pts: Rat-Squeak, Bitter, Weird 

l'crverter' 8 10 +1M Field, Below, E.ri£2 

Skills: 6 pt:s: Disguise, Preaching, Inconspicuous, Falsehood , Dupe-wise 

Traits: 1 pt: Scheming 

l'oisoncr' 6 7 

Skills: 6 pts: Poisons, Inconspicuous, Apothecary, Tm:in-wise, Rat Poison-\\~ Se 

Trails: 1 pt: Sadistic, Na useous 
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Guardian' 6 9 +1 p 

Skills: 3 pts: Weapon of Choice*, Brawling, Armor Training\ 

Shield Training;, Intimidation 

Traits: 2 pts: Merciless, Loyal 

Skills: 6 pts: Preaching, Conspicuous, Symbology, Obscure History 

Traits: 2 pts: Obsessed, Righteous 

30 +{M ,_..._;;.;;....,.. 

Skills: 13 pts: Command, Astrology, Research, Interrogation, Torture, 

Observation, Poetry, Cult-wise, Im1er Workings-wise, Undermining-wise 

Traits: 4 pts: Megalomaniac, Imperious Demeanor, Visionary Faith, Dreamer 

SOCIE1Y NOTES 
1: These lifepaths require lni6ate. 2: Perverter requires Cultist or Missionary. 3: Preacher requires 
lni6ate and either Brother/Sister or Cultist 4: Visionary requires Preacher. 

*Weapon of Choice: The player may choose one melee weapon skill appropriate to his character 
and his campaign. This choice is subject to GM approval. 

t Indicates the skill is a training skill. It costs two points to open and may not be advanced. 

Stat Points for Roden b 

Roden in Brief 
• Enlarged Incisors: + 1 Power, Add 2, VA-, Fast. 

• Large Ears: + 1D to Perception tests. Add this when determining Reflexes. 

• Skittish: + 1 to Hesitation. Must flee if hesitating for more 1han one action. 



Common Traits 
Aecer's Likeness Char 

Roden are, in essence, upright and acutely intelligent 
rodents. Their defining feature is their pronounced 
incisors curving down from their extended snouts. 
Covered in fur, Roden bear large ea:t·s and long tails. 
Their feet are long and thickly padded, making 
shoes unnecessary. 

Coat of Fur C-0 

All Roden have a short coat of fur. While Field 
Roden coloration ranges from sawdust to chocolate, 
those Below tend to be deep , dark brown, gray, or 
black. Roden fur offers them protection from the 
elements . They can withstand rain and cold with 
)jttJe wony This trait acts as a call-on for HealtJ1 or 
Forte tests related to weadler or wet. 

CommunaJ Dt 

Roden prefer the company of others and safety of 
numbers. They live in close-kn it vill ages made up 
of lru·ge, extended families, and refer to their homes 
as "nests." It is quite rare to find one alone, a nd 
usually such loners are exiles. All Roden start with 
a 1D affiliation wi th their famil y and their nest. 
Name the nest and its location . 

EnJarged Incisors Dt 

Roden incisors grow continually through life and 
need to be filed regularly. These incisors are often 
quite sharp , and can be used to bite opponents if 
the situation becomes desperate. + 1 Power, Add 2, 
VA - , Shortest , Fast Weapon. 
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Roden have fast metabolisms that take their toll on them over time. 
Roden live shorter lives than Men, reaching old age by 40. They have a 
Speed multiplier of x4 . 

JCaiJ Char 

Roden tails range from 1/2 to 1 pace long. Field Born often have hmy 
tails, while those Below often have bald ones. 

Large Ears Dt 
Roden have large, sensitive ears that sit atop their heads. These give 
them excellent hearing. + 1D to Perception rolls. 

Char 

Anything might be useful later on, so Roden are loathe to throw away 
anything. 

Roden are instinctively afraid of loud noises and surpri ses. Increase 

hesitation by 1 for Steel tests caused by fear or slU'prise. Hesitation f'or 
more than one action indicates the Roden must flee. 
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Lifepath Traits 
Aggressive C-0/Dt 

A Carnivore's blood runs hot, and he is quick to anger. He relies on 
confrontation to deal with most problems. Call-on for Intimidation. 
Must enter combat in Aggressive Stance. 

Alarmist Dt 
Deputies aren't necessarily cowards, but they know the best way to 
deal with trouble is to bring in reinforcements . .. fast! "Shout when 
smprised or hesitating" must be added as an additional Instinct. 

Broken Dt 

His spirit is gone and he is ready to accept whatever is offered. Reduce by one 
any obstacles to motivate this character via Preaching, Oratory or Suasion. 

Confusing Rant~ _ ___ ...,_._ ____ ____ _ 
Pinkies are a bit "off" in their thinking and tend to be socially retarded. 
Those that speak to one often come away dazed by a bombardment 
of trivia, non sequiturs, and bad jokes. During a Duel of Wits , this 
trait grants the chararacter +3D to Incite. The only hesitation option 
is to "Stand and Blink." All attempts to Intimidate or Command a 
Confusing Ranter are at +2 Ob. Also, Ranters are at a +2 Ob to all 
Oratory and Rhetoric tests. 

Defensive Char 
Those that malign the Society misunderstand the Society. They've got 
it completely wrong, and here 's why .... 

Feared Dt 
The ignorant fear the unknown, and the Albino is a terr ible mystery. 
Choose a 1D infamous reputation. 

Frustrated Char 

Wh.r can't an.ything go the wa,y it was planned? Wh,y? WHY?!! Gah! 
You're all imbeciles! 

Genius C-0 

Every idea is unique and brilJiant, eve1y plan sme-fire and Jlawless . It 
is onJy a matter of time before such brilliance is properly recognized 
and rewarded. Genius is a call-on for one non-martial or athletic skill 
of the player's choosing. 
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Good Listener C-

The Negotiator seems to pay attention to and understand what people 
say. This encomages others to continue speaking and open up to him. 
May be used as a call-on for Haggling, Persuasion , and Seduction. 

Gopher Char 

What's a gopher do ? He goes for this; he goes for that. He fetches 
water; he fetches tools. 

~H~a~n~dL-S~h~a~k~e~r ____________ ~G~----------------
The tools of the politician 's trade. May be used as a call-on for Oratory 
or Persuasion when he's shaking hands. 

HumbJe Dt 
All are equal before Aecer, and the wise continually remind themselves 
of this fact. 1D reputation among the faithful as exceptionall y humble. 

lmpersonaJ Char 

The opposite of Bedside Manner. Dull the pain, collect payment, say 
goodbye. Too many faces, and they're not worth the trouble. 

Light-Touch C-O 
The key to a successful "lift" is in the fin gers . May be used as a call-on 
for Sleight of Hand. 

MegaJomaniac Dt 
The Visionary is a gift from Heaven to the mortal world. It is his destiny 
to lead and shape the future in his image. +2D to Conspicuous and 
always add an extra die when helping or FoRKing with Conspicuous. 

Misunderstoo 
Those with the Superstitious trait will not deal kindly with an Albino. 
Don't they realize that you are just trying to help ? "Just listen! No, 
stop! Don 't run away!" ::sigh: : 1D infamous reputation among the 
Superstitious. 

Opportunist Char 

Never let a passerby pass yo u by. Never ignore a good deal or a potential 
sucker. 

Ordained Dt 
This Roden is one of Aecer's Ordained . He is responsible for carrying 
out the rituals and rites . Ordained chm·acters m·e always t reated with 
respect by the Field Roden. 1 D affiliation with the Roden faithful. 
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fr.acticed Smile Char 

Smile for all the p ret1y people! 

Pyrornaniruk-------------~~------------------­
The fire is lovely and pme. It cleanses and pw·ifies and bmns and sings 
and calls out in waking dreams. Call-on for Firebuilcling. 

Rat-Squeak Char 

This character can talk to and understand rats and mice. 

ReYered C-0 

The Abbot is a pillar of p iety and virtue in the comrmmity. May be used 
as a call -on for Oratory or Suasion. 

Sadistic. ________________ ~~------------------
Causing pain and suffering in others is a highly entertaining and 
enjoyable pastime. May be used as a call-on for Tortme. 

Serious Char 

A Crafter takes his skill very seriously. A joke or song at the tavern is 
fin e, but keep it outside the workshop or else! 

Single-Minded C- O 
Once a Mmderer sets his mind, there is very little that can redirect him. 
Call-on for Steel when "on the job. " 

Soft-Step C-O 
The Burglar walks in a particular fa shion , fee ling each step before 
putting his weight on it. May be used as a call-on for Climbing and 
Stealthy. 

Toiling C-O 
Laborers are used to working long hours doing the same mindless, 
repetitive tasks. Call-on for Back Breaking Labor when doing minclless, 
repetitive tasks. 

I unnel Vision Dt 

The Below is a dark place and those who live there have adapted. May 
sec as normal in low-lit areas,. but not in complete darkness. Those 
looking directly into these eyes will see glowing, green orbs staring 
back. Reduces pcnahies for dim light by one step. 

~egetarian Char 

Field Bom are natmally vegctaTians, consuming grains, fruits , berries, 
and nut:s. 
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Special Traits 
Oawed Dt 2 pts 

This Roden 's hands are typically like a man's but with longer fingers. 
The Clawed trait results in hard, elongated fingernails that can be used 
as tools or weapons. +1 Power, Add 2, VA-, Fast, Shortest. 

Oub Tail Dt 2 pts 
This tail is thicker and s1iffer than most. It can be a surprising weapon 
during a melee. +2 Power, Add 2 , VA -, Slow, Long. May not be 
combined with Whip Tail. 

Coat of Darkness Dt 5 pts 
Some of those Below have adapted abnost supernaturally to the dark. 
When attempting to Stealth in areas of darkness and shadow, this fur 
adds +2D to the roll. May not be combined with Fur of the Fields. 

Extra-1ong Fur Char 1 pt 

Fur that normally is no deeper than a finger's length now grows up to four 
times longer! Knots, tangles, and clumps require extra time to manage. 

E'uu>f the Fields Dt 5 pts 
Roden with this trait have a wondrous coat of fur that allows them to 
blend into any field or woodland terrain. When attempting to Stealth 
in such areas, this fur adds two dice ( +2D) to the roll. May not be 
combined with Coat of Darkness. 

Naked Char 1 pt 
Roden with this trait have no fur, and their pink skin is laid bare, 
though whiskers still poke out from their muzzles. Stmbmn is common 
and clothing is required. 

Night Eyed Dt 4 pts 
With this trait , a Roden is able to see even in complete darkness. 
However, daylight causes a + 1 Ob to all tests. 

Pouched Cheeks Dt 2pt 
These cheeks are very elastic and may be used to carry a surprising 
amount of fruits , nuts, and vegetables. Consider it feasible to place up 
to 6 apples in each cheek. Knives and other sharp objects are carried at 
the bearer's own risk! 

Sharpened Incisors Dt 5 pts 
This Roden's teeth are extra sharp. Add 1, VA 1, Fast, Shortest. 
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Yisionary Faith Dt 5 pts 
Visionmies ch·aw their power from their followers, not divine favor. Th is 
1 rait grants a B3 Faith attribute. The attribute may not be increased 
with the Faith questions. Instea d, it is increased by purchasing a 
Visionmy Cult (see page 130). Any miracles pe1formed with Visionwy 
Faith on{y affect the believers and nothing or no one else. 

:W..h1p Tall Dt 4 pt,__ __ 

These tails m·e typically one or two paces longer than most others and 
tend to be slender. Power 0, Add 1, VA - , Fast, Longer. May not be 
combined with Club Tail. 

Roden Skills 
firebombs ROm· Perception/Agility 

The Arsonist lem·ns how to mix ingredients to create incendim·y bombs. 
The Mark result damage is listed with each type. If the explosion hits 
a character, roll the DOF to determine IMS (like a spell). This skill 
does not cover the distribution of such bombs. That would come from 
Agility, Throwing, Artillery or simply inconspicuous placement. When 
igniting such a device, roll the DOF. On a 1 the bomb malftmctions: 
Odds, it detonates in the hand; evens, it's a dud. 

Suggested FoRKs: Alchemy, Herbalism 

Sample Obstacles: Small, bottle-sized incendiaries, B6, Ob 1. 
incendiary bomb, B8, Ob 4. Fat Boy, BlO, Ob 6. 

Skill Type: Craftsman Tools: Yes. 

Er.eacb1ng ROm· Will 
As per Suasion, except Preaching relies upon religious doctrine, real­
life a necdotes, and folk wisdom. Preaching counts as Oratory in the 
Duel of Wits. 

Suggested FoRKs: intimidation, Falsehood , Doctrine, Sooth Platitudes 

Skill Type: Social Tools: No. 

Instruction ROm· Will 
This skill allows a character to in1pm1: his knowledge to his pupils in 
a more efficient manner. \Vhen using the Learning From Another: 
lnstntction rules on page 52 of the Burning Wheel, test this skill. Each 
success after the fi rst reduces the time required to earn a test by -10'%. 

Suggested FoRKs: Aura Reading 

Skill Type: Social Tools: No. 
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Garrote ROm· Agility 
A ganote is a two to three foot length of cord str.cmg between two small 
wooden handles. It is used to throttle victims to death. To use this skill , 
the character must be on the Tnside. Once there, a 2D (or greater ) Lock 
must be established around the neck with the garrote. If such a Lock is 
achieved, the vic1i m loses 1D Forte every two exchanges thereafter. If 
Forte reaches zero, the victim falls tmconscious. 

Suggested FoRKs: Brawling, Throttling Training 

Skill Type: Martial Tools: Yes . 

Magic and the Roden 
The White Mystics 

Albinos adapted their magical fonns from those of Men. Gifted Roden 
who have taken the Albino lifepath may open Sorce1y and other magical 
skills as per the standard rules in the Character Burner. 

As such, Albino Exiles have access to the AbstTaction rules, but are 
restr.·icted to the following Elements: Anima, Earth, Air, a nd Water (not 
Fire or Heaven ); and the following Impeti: Create, Enhance, Influence, 
Control, and Tax (not Destroy or Transfigure.) . 
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Fields of Faith 
The Great. Gatherer, Aecer, is the benevolent deity of the Field Roden. 

Through her grace and love, the fields are fertile, the children are 
strong, and lives are peaceful. Aecer is the Lady of the Harvest and the 
Seasons. She maintains the proper cycles of clay and night, planting and 
gathering, and birth and death. 

All Field Boden are brought up with a great respect for Aecer. Piety 
is !"he greatest virtue, supported by humility and patience. Services are 
held weekly, and it is very embarrassing to miss one. 

Guiding and governing the Field Roden according to Aecer 's will are 
the ordained: Abbots and Abbesses, Fathers and Mothers, and Brothers 
and Sisters. These are holy men and women blessed directly by the paw 
of Aecer. To be so honored is a wondrous gift, but with it comes a heavy 
responsibility for the welfare of all those among the Fields. 

Finally, all of the ordained are taught to look forward to the return 
of th e Leavers to Aecer's Nest . Such is their duty to their lost kin , tha t: 
missionaries regularly depart for the Lands of Men, hoping to find and 
retm·n with t hose from the Below. 

Vows of Aecer 
During character burning, any ordained F ield Roden may choose one 

of the following Sacred Vows for free if he has the Faithful trait. Only 
the most zealous and devout should consider this option. A Vow must 
be written as one of the character's Beliefs. One cannot take another 
Vow of Aecer if he has broken a previous Vow. Broken Vows result in an 
immediate loss of any blessings, plus further punishment . See below for 
the specifics of each Vow: 

Vow of the Pacifist 
ln exchange for the Vow of the Pacifist , Aecer will bless the ordained 

with +2D to one of the follo,ving skills: Persuasion, Suasion or Oratory. 
However, should the priest participate in violence or knowingly cause 
injury to others, he will lose his this blessing and one point from his 
Faith attribute. 

Vow of the Four Season.s 
In exchange for the Vow of the Fom Seasons, Aecer will bless the 

ordained with +2D to one of th e follow ing skills: Law, Doctrine or 
Meditation. Optionally, the blessing may result in+ 1D to Faith. FaiiLu·e 
l"o live up to the tenets of Aecer- piety, hu.rnility, and patience- will 
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result in disgrace for the ordained. Failmes include neglecting to pray 
at morning, noon , and night; putting oneself above Aecer; acting in 
rashness; or disregarding the welfare of the Roden. The result of any 
faihrre is an immediate loss of the Faith attribute entirely. 

Harvest Vow 
The Fields are an essenti al part of the Roden 's Faith. By taking 

this Vow, Aecer shares with the ordained secrets of life and death. 
Her blessing results in + 1D to the following skills: Fruming, Foraging, 
Herbalism, and Field Dressing. Breaking the cycles of Aecer by either 
wantonly destroying fields, forests , or crops; or failin g to heal the 
injuTed will result in the breaking of this Vow. Punishment includes 
loss of benefits as weiJ as loss of one point of Faith. 

Vow of Poverty 
Poverty instills hmn:ility, one of the pillru·s of Aecer. In exchange for 

the Vow of Pove1ty, the ordained gains + 1D to all Suasion and Oratory 
tests. However, if the ordained should show signs of greed or avarice, 
he will find himself shunned by Aecer. The Vow is broken, and he 
receives both the Suspicious and Greedy traits. 

Missionary's Vow 
The role of the missionru·y is to return the Leavers to Aecer's Nest. 

Aecer supports those who take the Missionary's Vow by blessing 
them with an Aura of Holiness n·ait. In retmn, the missionary must 
successfully convert at least two Leavers per season. Should he fail 
to live up to his end, the Missionary will lose this trait and instead be 
granted the Untmstworthy tmd Guilty Conscience n·aits, as well as a 
loss of 1D of Faith. 

The Bitterness Below 
While the Roden of the Fields recall stories of Possett's ben·ayal, those 
Below remember and suffer from it each day. Possett was one of the 
ordained. He preached the will of Aecer and led the Leavers to the Fields 
of Pru·adise. All who followed him believed his words to be n·ue and holy, 
and felt pity for those who stayed behind. 

Thus, when the Leavers found themselves forced into the Below, d1ey 
believed it to be the fault of Aecer. She betrayed and abandoned them 
l'o:r reasons no one ever was able to explain. She sent them a prophet to 
ptmish them for a sin they never understood. 
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Long years in the dark allowed much time for thought. Minds tmned 
in on themselves as those in the Below sought answers to twisted riddles . 
Yet they only came up with twisted answers. Their faith warped with 
their cultme. 

Those Below no longer have faith. What remains are bitterness , 
conspiracy, and doubt, along with empty souls. They blame Aecer for 
t heir misery and wretched condition. Contrary to the beliefs of the 
Society, those Below blame her for committing them to a vision that 
they never had a chance of completing. 

The Cult of the Visionary: The Society 
There are those that still believe fervently in the promise of Aecer, the 

vision of Possett, and the Fields of Paradise. It is talked of constantly 
among the cultists and leaders of the Society. Leading them all in their 
dreams are the Visionaries . 

The Visiona1ies promise that when the Roden recover what was lost 
to Men, Aecer will welcome them back into her nest and fill them \vith 

her love once again. 

Thus , the Society works toward the downfall of Men. They toil in 
secrecy, fueled b y doctrine perpetually spouted by the Preachers. A 
mllfdered merchant here, a torched village there, the Society pulls one 
brick at a time away from the foundations of h=an civilization. 

Society members are found throughout the nests of the Roden. While 
there are exclusive settlements, most of the Society live and work among 
their kindred in the Fields and especially Below. 

The Visionruies gain power with each new Initiate. Though they cannot 
call upon Aecer directly for blessings and Iniracles, they have leru·ned a 
dark secret from their ancient leader, Possett: "Beli ef is Power. " 

Vows of the Society 
During character burning, any Society member with t he Faithful 

trait may choose from one of the following Sacred Vows. The only 
requirement is that he must follow a Visionary (even if it's hirnself!) with 
at least a B4 Faith. Only the most zealous and devout should consider 
this option. A Vow must be Wiitten.as one of the chru·acter's Beliefs. One 
camwt take another Vow of the Society if he has broken a previous Vow. 
Broken Vows res ult in an innnediate loss of any blessings, plus further 
punishment. See below for the specifics of each Vow: 
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The Vow of Darkness 
In exchange for plucking out a single eye and promising a life of 

servitude to the cult, the devotee is granted the Second Sight trait. The 
devout must do as the Visionary demands and fulfill his commands 
without hesitation. Such servants suffer + 1 Ob to all sight-based tests 
due to their missing eye. Failme to serve the Visionary with absolute 
loyalty will result in the loss of the Second Sight, and subsequently, 
permanent blindness . 

Tlze Vow of Secrecy 
The completion of Possett:'s vision requires utmost secrecy. To reveal 

another Society member to the outside would mean the loss of years 
of work. To fortify himself against interrogations a nd suasion, the 
member may take the Vow of Secrecy. This will cause a +4 points to 
the body of argument in a Duel of Wits to interrogate, persuade, or 
otherwise question the member in regards to the Society. Willingly 
revealing such infonnation will break the Vow and the member will be 
cmsed. His tongue will rot and dissolve in a matter of hours, rendering 
the fonner devotee mute. 

Tlze 1lvisted Vow 
Recruiting new m embers into the Society is essential to the 

completion of its goals. Thus, the Visionary may bless those who 
take the Twisted Vow by granting them + 1D to any Falsehood or 
Persuasion tests when nying to recruit new initiates. Should the cultist 
fail to convert his target, p1mishment comes swiftly. He is wracked in 
a constant: pain for an amount of days equal to his margin of failme 
from the Persuasion test. This pain equates to a + 1 Ob to all tests for 
the duration of the cmse. 

A Change of Faith 
During character burning, there is the possibility that a devotee of 
one Faith is converted to another Faith . This is certainly a possible 
outcome among the Roden, especially considering the amount of zealous 
Missionaries and twisted Pervert:ers who n·avel abroad. 

Should this be prut of yom chru·acter concept, factor the character's 
starting Faith attribute based on his current belief, no matter how 
strong his previous Faith might have been. If he was once a Preacher, 
for instance, who found redemption in the eyes of Aecer, his Faith is 
determined by the three questions found on page 170 in the Character 
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Burner ( + lD of Faith for each correct answer). If he was a Missionary 
who found his own answers and forsook Aecer in favor of his own 

·'vision," then his Faith is determined by the amount of Cultists that he 

purchased with resom ce points. 

A Roden character may ch ange faiths in play as well. Rewrite th e 

necessa:ty Beliefs. Of comse, once the anchor Belief for Faith or Visiona:t-y 

Faith is re\vritten , the trait is lost. Faith or Visionary Faith may be 

earn ed or transformed in play via a nait vote. Also, beware the penalty 

of any vows you've taken! 

Roden Resources 
Resources Bp Cost 

Anns .......... .............. ... . 5 
Roden Throwing Blades ..... . 15 
Wooden Shield .................... 2 
Leather Armor . . ...... 10 
Plated Leather Armor ......... 15 
Chain Armor ...................... 20 
Worksbop .......... 20 
Animal herd ..... 10 
Clothes .......... 1 

Traveling Gear 

Shoes ... ... .... .... . 

ToolKit ......... .... .. 

.......... 1 
. ..... 3 

.9 
Firebombs... .. ............. 20 
Robes of the Ordained .......... 1 
Honeyed Oatcakes ................ 5 
Dandewine .. 
Blood Blossom ...................... 5 
Roden Propery 
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Roden Throwing Blades-This category includes a number of weapons 
designed for throwing, including knives, darts, and discs. The balance 
of these blades is superb and adds + 1D to the Throwing Skill when 
used. Power 1, VA 1, DOF 1-2/3-4/5-6, Range: Optimal1D, Extreme 
1D, a thTowing knives. Players may take as many pieces as they think 
will comf011:ably fit on their character 's body. These are meant to be 
rare and expensive. 

Wooden Shield-While armor might be very rare for Roden, they often 
use shields to protect themselves in battle. These shields are made 
from strong wood and offer 2D of protec1jon. 

Roden Propeliy- Rat's Nest property, 2 rps; a hideout for a single Roden. 
Den, 7 rps; a dwelling for small famil y of Roden . Above or Below, 
Roden call their homes "nests," 10 1ps. Apiary, for the beespeakers, 
10 rps. Fields, 15 rps, include any combination of farmland , forest, 
or prairie. 

Visionary Cult-The devotees of the Visionary, they follow his guidance 
and do his bidding. Most are clever and work inconspicuously among 
the Field and Below, being very careful to avoid suspicion. Only a 
Visionary may purchase a Cult. A Cult is an affiliation as described on 
page 27 of the Character Burner. Each die spent in the affilation also 
grants + 1 D to the Visionary Faith trait. If the cult is lost or destroyed 
or abandoned, the Visionary loses access to these dice. 

Firebombs-In order to purchase firebombs, the character's last lifepath 
must be in the Society. Players may purchase six bottle-sized bombs 
or one straight up incendiary bomb. If a player's last lifepath was 
Arsonist , he may pmchase the firebombs for 6 rps. See the Firebombs 
skill description for more information. 

Robes of the Ordained- These are the humble wool robes worn by Aecer's 
Ordained. Brothers and Sisters wear brown; Fathers and Mothers wear 
green; and Abbots and Abbesses wear pumpkin. 

Honeyed Oatcakes-These are a delight for any traveler! Sweet and 
crunchy, filling and healthy, they last forever and make for good meals 
while on the road. They add +1D to any Forte or Health tests made 
within 1 day of consumption. 

Dandewine-Made from dandelions and infused with other secret liquids 
and spices, dandewine is featured at every Field Roden social event. 
Surpri singly, it's non-alcoholic, but it has wondrous effects. Any 
Oratory, Singing, Persuasion, or Seducti on tests add + 1D against a 
character who has drunk dandewine in the last few moments. 
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Blood Blossom-Known in the Fi elds and Below for its great healing 
powers, blood blossoms have been the stapl e of Rod en hea lers for 
ages . Harvested on ly at the Summer Equinox, th ey are prepared 
itruned iately and stay usable for up to a full year. These flowers will 
ad d + lD to or act as tools for any Herbali sm or Field Dressing tests. 
After using, roll the Die of Fate. On a 1-2 the blossom is expended. 

Animal Herd-Although the Field Roden do not keep animals, their kin 
Below have long known the taste of flesh. A herd may include goats, 
pigs, or chi ckens. This counts as property for the purposes of factoring 
Resom·ces . 

Roden in Play 
faith makes a good central theme for a Roden campaign. Their hi story 
is based upon the tragedy of misplaced belief and a vow that could never 
be fulfilled. Their various cultures straddle the fracture this deluded 
prom ise created. The Field Roden desire to return the wayward and 
reunite the race; the Society will never look back and won't rest until the 
prophecy of the White Seer is realized; those Below have lost: all faith 
and mock those who rely on any power aside from their own. 

Use this conflict to fu el your campaign. A theme as strong as faith 
provides fertile grotmd for conflict and roleplaying. Of course you can 
also look to our own history for inspiration: Crusades, genocides, and 
terrorist acts. Look a lso to the exarnples of mi ssionaries and pacifists. 

In corporating Rod en with oth er races to create a earn pa ig n 
can be great fun as well. A Missionary can join Dwarves in an 
::~tternpt to reclaim lost mines and convert those Below. A Preacher 
can recruit humans to help topple an enemy city. A Burglar can 
joi.n a band of outlaws and in an effort to expand their territory. 
An Albino can quest with a worldly p::~ r ty throughout the lands , 
look ing fOl' an answer to th e Roden 's di l.emma. These are bas ic 
campaign goals, and there are surely many more you can imagine. 

The reunifi cation of the Roden is, of course., the grandest campaign 
a Roden could participate in. To reclaim two-thirds of a populat ion 
scattered across the lands is an epic in the making. Which faction would 
succeed-if success is even possibie-is entirely up to you. 

It is rumored that the answer li es with the Albinos. 

In all cases, Roden lifepaths are designed to produce strong starting 
characters in 3-4 LPs. 
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Ssyszik' s Story 
The wind raced throu3h the cra33Y rocks, drotfil1j from a how( down to a 
humminj whine. Ssyszik scuttled from his fair out onto the rocky di(f face. The 
rain storm had ruined his web. It hul1j ftke a wounded ltmb between two broken 
and dead trees. After assessin3 the dama3e, he set to work '{utckly retairinj 
the structure. The storm had fasted '{utle a wht!e, and he was hul1jry· 

Hurriedly he wove the fast strands of the comtficated, zljzajjinj fattern, 
and cltmbed down from his ferch. The wyrd-weaver (eft the very tenor of the 
wind chan3e. Passti-tj throu3h the wyrd-web, it took on bizarre ft'tches and 
cadences-strains of votces, snatches of bird calfs, and howls of beasts aff 
streamed from the unlikely fattern. 

The 3reat Sfider sijhed in rekef Dinner would arrive soon; the web never faded 
to brin3 in at feast a morsel. He scanned the skies for fotentiaf frey but his 
vision had never been 3ood Only the dim ltjht of the risil1j sun in the east, 
burninj throu3h ofd, disused douds, was visible to htm. The sky was a blank 
haven ofjray. Ssyszik sijhed and settled in to wait for his dinner. 

The stider's fe3s creaked and his claws detected a sltjht vibration-he (eft 
somdhti-tj aftyoachinj afon3 the steef clt(f Just his luck! It was rare that the 
four-fejjeds came down this way, but every so often one wandered down 
the steef traverse, beckoned by the wyrd-cafl. He would be full and sated 
this mornin3! Quietly he creft to the mouth of his fair, two claws on his tri;J­
Itnes. 

Suddenly both tri;J fines hummed Two meals heedinj one wyrd-caff-the 
wyrd-weaver was dizzy with the fYOSfect of his 3ood fortune! His fa11Js be3an 
to dri;J venom tn anttci;Jation. lt'cl been a 3ood number ofyears stnce he'cl eaten 
so well. Wi;Jil1j his cheltcera absentmtndedfy, he sal1j afon3 wtlh the web son3. 
Nothtnj to do now but wait! 

"Bit.nd fool." whistered words from above startled Ssyszik from his reverie. 
What had affeared to be a rocky outcrofftnj on the cliff face shefterinj the 
Ofem'nj to his fair, detached itself and sfttf mmbly down toward the mouth of 
his den. Ssyszik hissed to himself, '.:4 web-stalker. "Without wastt'nj a moment, 
he skd from his den and dashed into the tyotective folds of his wyrd-web. 

As he did so, another arachnoid shafe emeYjed from the broken terrain. Neither 
of these were dinner! The wyrd-weaver could smeff and sense them now: 
Women. His mind raced· "From the Undernest,· most kkely hunter-seekers; 



two of them. 11 Not lost"nj a mom en~ the youn3 weaver be3an Sfinnil1j a new 
web. But he had to buy himself time to finish it. 

"welcome to my humble home. To whom do I Sfeak ani to what do I owe the 
tleasure of this ielijhtful visit?" With his hind le3s, he be3an to reconfijure 
the web into a new wynl. Strand by strand, he be3an to wraf himself in it. 
As he iii so, the two hunter-seekers Sf read out around him. 

The leader ljnorei his folite imruiry ani hissed, "It's time to come home Ssyszik, 
your Queen-Mother calls. You are beckoned to the llntfernest to fer-form your 
service. "The hunter issued that last word as t(it were the most holy of rituals 
rofanei by his co warily reticence. She was a low-slunj Sfitler with lonj lep, 
a stony caraface, ani wicked lookinj fore-claws. 

To his rljh~ a flash of silver archei throu3h the tlamf morninj lljht. The 
second hunter-seeker lobbed a ball of adhesive with exfert ?recision. It landed 
S'fuarely on Ssyszik's back. His heart fluttered at this new misfortune. What 
terrible luck that one of them was a strand-hunter! Hetf have to tlislotlje her 
line t( he hofetl to survive. 

"Mother calls, 11 finished the lead hunter. "Your seed shall be used to frotitiate 
eternity, ani your blood shall flow in the veins of our cht!tfren. 11 

':4 tfelijhtful fY"Ofosition, sister. Allow me to 3ather Uf this web of mine ani I 
wt!l be rljht alol1j. "He was nearly done with the wynl. But the hantlmaitfen 
was imtatient, she 3ave the sijna/, ani the strand-hunter hauled on her 
line-the one attached to his back. She was stron3! Ssyszik was torn from 
his web ani landed in a heaf between them. Fortunately, most of his web had 
come with him. Crossin3 the final fattern, he comtletei the wynl. The webbinj 
he had subtly covered himself with faded from sijh~ ani he alon3 with it. 

lnstincfually a hunter, the handmaiden fOuncetf on where his form had lain. 
Fortunately for him, her comfanion was workinj on her own instincts. The 
strand-hunter knew 'Tuite well that Ssyszik was stdl on her line ani she towed 
him toward her ani out of the 3rasf of the handmaiden! 

Desferate, Ssyszik flailed, tryinj to 3rasf the ft"ne attached to his caraface. 
Rollt"nj over ani curlt"nj himself into a ball, he man «.jed to 3et a hoM of it with 
four of his lep. With his other four le3s, he tlrajjetl at the 3rountf tryt"nj to 
stave off the inevitable. The strand-hunter was much stron3er than he, ani 
she steadily reeled him tn. But the web-wyri knew a trick or two. He bent the 
line with his fa/ps, tressed it ajat"nst his mouth, ani rf:juryitated a lt"ttle bile 
onto it. When the strand-hunter yanked him closer ajatn, the weakened web 
snaffetl. Free of his entan3lemen~ Ssyszik scrambled onto his claws ani dashed 
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awa; as the strand-hunter leaft blind/;' toward him. She could nolon3er see 
him, but she was no fool-she knew he was there somewhere. 

Narrowly, he made his escafe. The fatr of hunter-seekers went as stt/1 as death 
as the; reached out with thetY senses, searcht'nj for him. Remaini11J absolute/;' 
sden~ Sspzik fainstakt'nJIJ creft awa; from his oM den. He was hunJry and 
hretl,· his w;rtl-web had taxed ht'm. 

"All that before breakfast!" he sijhetf to himself The w;rtl-webbinJ be_jan to 
crack and dry as the mtljiC took its toll. The weaver let the Sfell tiro?- '?t seems 
!'II have to find a new home, one ruite a bit more out of the W"9'. But I'm also 
tem'blj hu11JYJ· !'/!just tiro? down into that forest to collect some nourishment 
for the lonJ journe_y. " 

Sspzik ticked ht's wa; down the rock; face of his oM mountain home and 
descended into the valle; below. Smoke streamed from the chimne_ys of an 
outljt'nj mannish sefflemen~ and tfoJS barked a warm'nJ to interlofers. But 
no matter, SSJszik wouMjust come ruietlj and soon be Jone ajatn. 

Sspzik 

23 ;ear oM WJrtf Weaver 

Pe: B4(S) w,:. BS, AJ: BS, Sr BS, Po: B3, Fo: 84 

Hea: B4, Ste: BS, Ref BS, MW.. 81 

skdls: Stealth; B2, C/imbt'nj B4, On'entem'nJ B4, Forest-wise B2, 
WeavinJ BS, WJrtf-Weaver TraininJ. 

Web-wyrtls: WJrtl Call, Wjrd Cloak. 

Traits: Alien, Eijht-Ejetl, Eijht-LeJJetl, Exoskeleton, Fa11Js, Keen 
Balance, Low Sfeech, Sdk Stinner, Sft'tler Sense, Vtrulent Venom and 
Wall Crawler flus Strand Runner, Sden~ Dull Fanp and Paraljtic 
Venom. 

Instincts: Drof a tlraJ line. Weave the Wjrtf Cloak when in da11JeY. 
Stall for time with wiffJ banter. 

Beliefs: Nothi11J satisfies !t'ke a Jootl meal. Neijhbors are bothersome-/ 
need feace ant/ ruiet to think on the mpten'es of!tfe. AI/ mJ !tfe I've Jotthe 
short end of the web, and onlj w;rd-weavinJ can balance the eruation. 

Lifopaths: Hatched in Air, Webli11J, WantlerinJ Star, Fate-Stinner 
ant/ Wjrtf Weaver. 
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The Web of Great Spiders 

Masters of Orb Setting 
Nam~'"------'-T .... io_...J""'~-'R~s Sial t~ad s 
Hatched in Air 2 yrs 

Skills: 1. pt: General 

Trail;;: 3 pts: Diminut-ive Stature, Sleek 

Wehling 4 yrs 2 +1 p 

Skills: 2 pts: Climbing, Silk Sa iLing 

Traits: 1 pt: Strancl-Rurmer 

Hunter; Sea Lord, Undernest 

Undernest, Web-lfl:yrd, Outcast 

Orb-Weaver' 8 yrs 4 + 1 M, P Outcast, Servant, Undernest 

Skills: 5 pts: Weaver, Orb-Wise, Tree-Wise 

Trails: 1 pt: Orb-Wa lker, Web-Sense 

Web-Mate 2 yrs 4 +1M Outcast, Hunter; Sea Lord 

Skills: 3 pts: Mate-wi se, Stra nd Ritual , Hearing 

Traits: 1 pt 

Arch-Weaver' 16 yrs 8 + 1 M, P Outcast, Web- Wyrd, Servant 

Skills: 5 pts: Observation , Ca mouflage: 2 pts: General 

Trails : 2 pts: Patienr 

OHR NOTES 
1: Orb-\reaver requires Weh ling, Fa1 e Spinner, or I land-Maiden. 2: Arch-Weaver requ ires Orb­

" 'eavcr, llandmaideJl 11r \Vyrd-Weaver. 

i" lndi t:u tes a training skill. These skill s cost two poinrs fo open and rna y not be advanced . 

Masters of the Hunt Setting 
Name Res Sial l.eads 
Burrow Hatched 2 yrs 

SkillN: 1. pt: General 

Traits: 1 pt:: Middling Stature, Bristles 

Clinger 4 yrs 2 +1 P 

Skill;;: 3 pls: Prey-"ri se, Spider-wise 

Trails : l pt: Memories of Mother 

Stalker' 4 yrs 2 +1M 

Orb, Sea Lord, Undem est 

Outcast, Orb, Sea Lord, Undemest 

Sea Lord, Servant, Undernest 

Skills: 6 pts: Snares, Stealth y, Brawling, Observationt 

Traits: l pt 

Sf.rand-llunter 8 yrs 2 + 1 M'; P Seroanl, Undem esl:, Ou.tcasl 

S kills: 4 pts: La ri at, Luring 

Trails: 1 pt: Patience, Stillness 
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Skills: 7 pts: Hunting, Burrowing, Silken Construct, Intimidation, Orienteering 

Traits: 2 pts 

Skills: 3 pts: Hunter's Dance, Mate-wise, Rearing 

Traits: 1 pt 

HUNTER NOTES 
1: Stalker requires Clinger, Web ling, Wall-Crawler or Skimmer. 2: Wolf reqtrires Stalker or Web-Stalker. 

t Indicates a training skill. These skills cost two points to open and may not be advanced. 

Sea Lord Setting 
Nam~ Time Res Stat leads 

Skills: 1 pt: General: 2 pts: Water-wise, Sea-wise 

Traits: 1 pt: Diminutive Stature, Coat of Fur 

(Skiiimier"'''-,:__e ITs 2 + l P .AnY: excq~;.;;t ... .0""7"""Q....,.. __ """"-.""""' 

Skills: 4 pts: Water-Walking, Bubble-Breather' 

Traits: 1 pt: Salt Burned 

Skills: 3 pts: Wave Rite, Mate-wise, Rearing 

Traits: 1 pt 

SEA LORD NOTES: 
1: Fisher requires Skimmer. 2: Great Fisher requiTes Fisher. 

t Indicates a training skill. These skills cost two points to open and may not be advanced. 
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Great Undernest Setting 
~me Time Res Stat l.eads 

Broodling 2 yr:;.s ---- Any 

Skills: 1 pt: General 

Traits: 1 pl: Middling Stature, Vile Language, Chitinous, Touch of the Devil 

Wall-Crawler 1 +1 p Orb, Hunter; Sea Lord 

Skills: 3 pts: Climbing, Cave-wise 

Traits: 1 pl: Strand-Runner, Orb-Walker 

Devourer' 

Skills: 5 pts: Stea lthy, Hunting, Burrowing 

Traits: 1 pt 

Lurker' 4 yrs 2 +1 M/P 

Skills: 4 pts: Snares, Camoutlage 

Trails: 1 pt 

Jlunter-Seeker' 8 yrs 4 +1M, P Servant, Outcast 

Skills: 7 pts: Male-wise, Spider-wise, Traek, Brawl, lntirnidation, Interrogation 

Traits: 2 pts: Single-Minded 

Jlandmaiden• 16 yrs 1 +2M, P 

Skills: 7 pts: Culling, Weaving, Etiquette, Way of Eight, Rear·ing: 

1 pt: General 

Traits: 1 pt: Massive Stature 

UNDERNEST NOTES 
I: Devourer requires Waii-Crawle!; Clinger, Wehling or Skimmer. 2: Lmker requires Wall-Crawler, 
Clinger, Wehling or Skimmer. 3: Hunter-Seeker requires that the charu cter be female and have 
I a ken either Lu rker or Devou rer. 4: Handmaiden requires that the character be female and have 
taken Hunter-Seeker or Web-Wyrd. 

Outcast Sub-Setting 
Time Res Stat J.eads 

Wandering Star 4 yrs 2 Hunter, Sea Lord, Web- Wyrd 

Skills: 5 pls: Orienteering, Climbing, Forest-wise, Cave-wise, Spider-wise 

Trails: 2 pts 

Web-Stalker 4 yrs Servant, Hunter; Web-Wy rd 

Skills: 5 pts: Web-wise, Hunter-wise, Mimicry, Inconspicuous 

Traits: 1 pt: Cannibal 

Infested 4yrs 2 Servant 

Skills: 1 pt: General 

Traits : 3 pts: Parasite Infested, Pariah 
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Skills: 3 pts: Weaving, Wyrding Way 

Traits: 1 pt 

Wyrd Weaver1 20 · +1 MIP 

Skills: 3 pts: W)'l·d-Weaving' 

Traits: 2 pts 

Outca$t, Orb 

30 + 1 M P Outcast Orb Servant 

Skills: 7 pts: 1hachnid Philosophy, Soothing Platitudes, Persuasion, Spider­
wise, Astrology, Herbalism: 1 pt: General 

Traits: 3 pts: Massive Stature 

WEB WYRD NOTES 
1: Wyrd- Weaver requires Fate-Spinner. 2: Master of Eight requires Wyrd-Weaver 

Servant Sub-Setting 
Res Stat I.eads 

Skills: 2 pts: Poisons 

+1P 

Skill.Y: 5 pts: Brawling, Intimidation, Rider Training' 

Traits: 1 pt 

20 +1 MIP 

Skills: 6 pts: Void Embrace', Madness-wise, Blood-wise, Dark Secrets-wise 

Traits: 2 pts: Mad, Hatred , Tasting the Lash 

~gg_,_.,.;c,.;;...;; :.c 
Skills: 4 pts: Rituals of Night, Rituals of Blood , Ritual-wise 

Trait,y: 2 pts: Blasphemous Hatred 

Arachnarch3 

Skills: 9 pts: Great Spider-wise, Ore-wise, Servant-wise, Wolf-wise, 
Command, Interrogation, Torture, Falsehood , Ugly Truth; 2 pts: General 

Tmits: 2 pts: Vile Language 

SERVANT NOTES 
1: Drinker of Secrets requires Vile Poisoner, Blood Drinker, Web Stalker or Brooclling. 2: Secret 
Spinner requires Drinker of Secrets. 3: Arachnarch requires Blood Drinker, Secret Spinner or 
H unt:er-Seeker. 

t Indicates a ITaining skill. These skills cost two points to open and may not be advanced. 
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Spider Abilities in Brief 
• Alien: All social skills used against spiders by non-spiders are +2 Ob 

• Arachnid Body: Maximum stat exponents are: Perception 8, Will 8, 
Agility 10, Speed 8, Power 6 and F01te 6 

• Eight-Eyed: 360° vision, but very poor eyesight 

• Eight-Legged: Walk 1x Speed, Jog 3x Speed, Sprint 4x Speed 

- +2D bonus to Close and + 1D to Lock 

-Use Agility or Power to perform Locks 

• Fangs : + 1 Power, VA-, Slow, Shortest 

• Spider Sense: + 1 D to Perception for Assess . Counts as Observation 
for detecting Stealth:r characters 

• Venom: Each dose increases a ll obstacles by 6, minus the victim's 
Forte exponent. Enzymatic acid does an additional B6 wound to 
1he victim. Mark result bite required to inject a dose of its venom. 
Takes one exchange for poison and enzyme to take effect 

• Wall-Crawler: + 2D to Climbing "skill tests 
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Webs of Cjreat 
Spiders 

Dwelling in the forsaken places of the world , these 
giant beasts are monstrous and alien to the races 
of Men, Elves, Dwarves and even Orcs. Bizarre 
though they are, they are not without culture or 
intelligence. 

Great Spiders range in body size from that of a dog 
to larger than a horse or bull. Fortunately, such large 
spiders are both rare and reclusive, keeping to their 
secret warrens deep beneath the earth, worshipping 
idols of theil' long dead Mother. 

In a similar fashion to their lesser cousins, the 
Great Spider females tend to be larger and more 
aggressive than the males. Due to this, their culture 
is very matriarchal. Females are aggressive and 
active whereas males live soli tar y lives, preferring 
the idylls of hunting and deep contemplation to a 
life of comtship, mating and family. Female Great 
Sp iders often have to hunt down their mates and 
force them into the ritual of procreation. This creates 
much ill will between the mating pair, and the more 
proud males will fight to the death to preserve their 
sanctity. 

Arachnid Species 
Like Great Wolves , these beasts evince a cunning 
intelligence. They are part of a complex, constantly 
evolving society, and though they are not tool users, 
they do possess their own language, theiT own mores, 
and even their own mt. 
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Great Spiders have a higher order of sociability and adaptabili ty tha n 
1heir lesser cousins and are not so hidebotmd in their mating practices 
and tastes . Thus, there is an intermixing of lifestyles and an incredibly 
wide variety of trait combinations. A Great Spider may be born to an 
orb -weaver, but may later find itself a lone hunter stalk ing its prey 
rather than waiting patiently for it to fall in to 1he web. 

Much of what are considered species-traits for lesser spiders can be 
learned as skills and adaptations by Great Spiders. The abilities to weave 
orb-webs, to hrmt prey, or even walk on water can all be learned during 
the life of the spider. Even so, certain traits are inherited from birth, 
especially body size and type (but this too varies greatly). 

Spider Life 
As stated above, most of these creatm·es tend to li ve long, lonely lives. 

They have voracious appetites, devoming all manner of birds, animals 
and even two-leggers. Rarely do they share this htmting grormd, ar1d if 
there are many sp iders dwelling in close proximity, they consider each 
other fair game. 

Masters of Orb 
Masters of Orb string translucent webs between the trunks and 

boughs of stmdy trees . They are often found in old , forlorn forests. 
Stretching from grotmd to canopy and across many trees, the webs are 
easily ten to twenty times the size of the spider itself. From their webs 
they feed on deer, boar, and other hoofed creatmcs, in addi1ion to the 
occasional owl or other large bird. 

Masters of Orb are roughly equal in size to a dog, but can grow as 
large as a small man. They have sleek carapaces with little hair and 
long, spindly legs that equal the length of their bodies. Weblings are 
born from teanh-op-shaped , silken sacks bung from tree branches . 
These are often camouflaged with leaves and bits of debris. 

Masters oftlze Hunt 
Masters of the Hunt do not: spin webs to catch prey. Rather they 

stalk their victims as would a wolf or lion. Some of these creatmes are 
nomadic, wandering from kill to kill \vithout a home. Others dwell in 
bmTows, which they use as a n~st for their young and as a concealed 
den from which to launch sudden attacks on nearby prey. There is 
even a branch of hunters that uses snares actively, stalking, netting, 
and lar·iating their prey hom afar. 



Masters of the Hunt stalk anything from deer, to livestock , to 
horses . Even wolves and Great Wolves can fall prey to them. Nor do 
they discriminate against eating Men, Elves, Orcs or each other for 
that matter. 

Certain hunters also learn the art of creating solid walls, bridges 
and other constructs from their silk. These constructs are used to 
create tTaps and lai.rs for the spider. 

Masters of the Hunt grow to be about as long as a full grown man 
is tall. They have sho1ter, stouter legs than their orb-weaving cousins 
and tend to be covered in earth-toned, bristling hair. 

If the hunter is a wanderer, then egg sacks are carried on the back 
in white silken pouches . If a burrower, eggs are kept secreted at the 
nadir of the burrow. 

Sea Lords 
This sect of the Great Spider is by far the most outlandish , and 

perhaps th e most terrifying. About the size of a large dog, they are 
covered with a dense forest of salt-rimed gray fur. These aggressive 
creatures have learned how to both skim across water and dive below 
the surface in search of prey. 

Sea Lords make their nests in rocky outcroppings along the shore, 
but sometimes they will infest an entire small island. And, unlike 
Hunters or Orb-Weavers, these creatures prefer to hunt in packs. 

They htmt seal s, porpoise, lm·ge fish and even large gulls. As pack­
hunters, they evince a raptor-like intelligence-huing, deceiving and 
misleading their prey so their packmates can close in and make the 
kill. Even fishermen have been known to fall prey to the Sea Lords, 
and there are tales of entire ships being swarmed by larger packs. 

The Great Undernest 
Deep below the earth, in the dm·kest of wmTens and oldest of caves, 

dwells a hideous brood of brutal arachnids. Ruled by the powerful 
Handmaidens, the Great Undernest exists only to propitiate the 
Queen-Mother-feeding her rites with male spiders from the stu-face. 

The Undernest is a matriarchal , militant theocra cy-the 
Handmaidens are the high-priestesses, the Hunter-Seekers, Lurkers 
and Devom·ers are their soldiers. 

The Undernest is a thriving ecology of predator a nd prey­
everything from giant centipedes to blind fish to other spiders are 
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taken as food. Most denizens htmt for their prey, either stalking it or 
netting it with snares . Only the great Handmaidens spin fantastic, 
massive subterranean orbs in which they sit scheming. 

Broodlings born to the Undem est gTow to be about as b ig as a full 
grown man when mature and possess a hairless, chitinous exoskeleton. 
Dwelling ever in the dark, Broodlings are all but blind. Their fore-eyes 
are practically ornamental. However, their unnatural origins grant 
them tremendous senses of touch and smell. 

These d ire creatures worship the Queen-Mother and govern her 
complex mating rituals. In order to fulfill the requirements of the 
Handmaidens' rituals, l-Imiter-Seekers are sent forth into the daylight 
world to capture males and return them to the Undernest. There these 
unfortunates are mated with and devom·ed. 

Mating Rituals 
Exact mating rituals vary from culture to culture, but on e thing 

holds true for all: Spider courtship is a very complex and sometimes 
dan gerous game. Great Spiders abide by slightly different rules than 
f heir lesser counterpmts in this-rather than males seeking females to 
comt and mate with, the situation is reversed. Aggress ive females seek 
out recalcitrant, solitary males and goad or hu·e them into mating. Of 
course there are occasional exceptions. Some Great Spiders do come 
together out of a consensual desire to mate and raise spiderlings. The 
extreme opposite is true as well Dwell ers of the Undernest regard male 
sp iders as litt le more than a biological necessity and treat them quite 
brutally, to the point of killing them after mating! 

Choosing Spider Lifepaths 
Players should feel free to build their spiders as they would any other 
character. What entomologists would consider separate species, these 
rules merely see as different cult ures and different traits. So follow the 
leads and jump from setting to setting to build the best bug you can ! 
(Spiders do suffer from the one year lead penalty.) 

Choosing Traits 
Spider characters are very customizable. They have a host of special 
traits designed so pla yers may build their own unique "species" of 
spider. With the addition of their many common andlifepath traits, 
spiders make rich, diverse, and potent characters. However, for various 
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reasons, spider characters may not take the following traits: Abnormally 
Long Tongue , Big Boned, Blank Stare, Bodhisattva, Bulbous Nose, 
Cadaverous, Color Blind, Comely, Cross-Eyed, Deaf, Dexterity of the 
Cat, Diminutive Hands , Divine Wind , Dog-Faced Boy, Extra Digit, 
Faithful, Family Heirloom, Forked Tongue, Gifted, Hands of Stone, 
Hollow Bones, Iron Hide, Iron Nails, Keen Sight, Keen Smell, Missing 
Digit, Underbite, Perfect Pitch, Scavenger, Sight of the Bat, Skin of an 
Apple, Sonorous Voice, Street Smart, or Tongueless. 

Alien Dt 
Of all the sentient races, spiders are definitely one of the most bizane. 
Their very appearance unnerves most creatures, and their queer minds 
and keen intelligence disturbs the rest of us! When in a Duel of Wits 
against a non-Spider, the Spider gets +2 points to his body of argwnent. 
Also, add + 1 Ob to any Intimidation tests against Spiders. 

Arachnid Body Dt 

The spider form consists of a rounded, fleshy abdomen and a (usually) 
smaller, bonier thorax surmounted by eyes and a mouth (thus called a 
cephalothorax because it contains the head and torso of the creature). 

The abdomen contains the digestive system, the silk generating organs, 
spinnerets , and the spider's breathing apparatus. Spiders breathe 
very differently from mammals. Their trachea have openings on the 
underside of the arachnid. These tubes extend into the internals of the 
spider, delivering oxygen directly to the blood and organs within. 

The cephalothorax contains the spiders' brain, stomach, eyes, poison 
sacks, chelicera, fangs, palps , mouth, and the moorings for its eight 
legs. 
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The two small appendages at the front of the Great Spiders' head 
are called palps. These are a combination of hand and nose. Used to 
manipulate small objects, they also possess an organ which allows the 
spider to tast e what it is touching. Behind the palps are two smaller 
appendages that look something like buck teeth. These are called the 
chelicera, they me the vehicle for the spider 's fangs. 

A Great Spider's maximum stat exponents are: Perception 8, Will 8, 
Agility 10, Speed 8, Power 6 and Forte 6. 

£jght-Eyed Char 
Great Spiders possess eight eyes set in various configumtions on the 
front and tops of their heads. This aJTay allows them to see in front, 
to the sides, and behind them simultaneously. Despite this, a spider's 
vision is relatively poor. They can discern shape, size, light and dru·k , 
and even muted color tones, but visual details ru·e lost on them. lt is, 
for example, very el i ffi cult: for a spider to read; it is difficult for them to 
recognize another character by appearance alone. They rely heavily on 
vibration, voice and taste to fill in the details. 

£jght-Legged Dt 
Spiders walk on a set of eight jointed legs. Each leg consists of a femur, 
tibia, metatru·sus, tru·sus and claw. In addition, each leg contains a set of 
equ.ilibiimn-enhcmcing scnsmy organs that help dle spider keep its footing. 

A Great Spider has a 4x Speed exponent. 

Spiders have a +2D bonus to Close in Fight and Range and Cover, and 
+1D to Lock due to their additional li mbs. All spiders use Agility or 
Power (player 's choice) to perform Locks. But however agile he may 
be, a spider stiU may not scratch his own back. 

Exoskeleton Co5 

Spiders are invertebrates . They do not have an endoskeleton or spine. 
Instead, they are covered in a thin flesh and a sturdy exoskeleton. 

The fangs of a spider are held at the end of two powerful, short 
arms known as chelicera. The chelicera sit under the eyes and over 
the mouth at the front of the spider 's head . Fangs-at the tips of the 
cheli cera-are used to discharge the spider's venom. A spider must be 
on the Inside to perform a Strike with its fangs . Fangs are +1 Power, 
VA - , Slow, Shortest . 
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Keen Sense of Balance C-O 
Complex sensory organs throughout their bodies keep spiders properly 
oriented at all times . They do not grow dizzy or suffer from hanging 
in odd positions. They easily and adeptly climb on nearly any smface, 
from web to wall. Call-on for Climbing, Speed and Forte tests when 
climbing. 

Low Speech Char 

Spiders understand the speech of insects, scaly creatures and beasts of 
the wild. 

SHk Spjnner Dt 

All spiders produce silk in one form or another, though each cultme 
of Great Spider does so for different means. A spider may produce a 
strand of silk from its spinnerets of nearly any length (within reason). 
It is quite common for a spider to be walking along spinning out and 
anchoring a drag line behind it as it: goes . 

Silk strands are not sticky or tacky at all, in fact they are smooth and 
pliable. A strand of spider silk has the following Material Statistics: 
Surface B7, Breach B15, Integrity 1, StTengt:h 6. 

Adhesive is produced in a separate adjoining gland and can be applied 
by the spider at will to the silk strands as they are extmded- a glob 
can be added to tlle end of a s1Tand to anchor it, or dotted along it to 
make it sticky. Great Spider adhesive grabs with a strength equal to a 
B8 Power. 

Spider Sense Dt 
Spiders possess a near-preternatural sense of their surroundings. 
Equipped with sensitive sensory organs all over their bodies (including 
tlleir hairs, spines and bhstles), spiders can detect changes in air flow, 
vibration and faint sound. Spiders gain + 1D to all Perception tests for 
the ptrrposes of Assessing or detecting movement, detecting sound, and 
sensing air currents or vibrations. This includes people walking, birds 
flying, and beasts breathing. This trait counts as Observation for detecting 
Stealthy characters (not Inconspicuous, Sleight of Hand or Trapper). 

~entVenom Dt 
All Great Spiders are venomous to one degree or another. Venom is 
delivered through their hollow fangs. It is squeezed out from the venom 
sacks behind a spider's jaws and injected into the prey. The venom is 
used to incapacitate or kill the spider's victim. In addition, the venom 
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dissolves the flesh of the prey into a soupy mass that the spider then 
sucks into its stomach . Spiders cmmot eat solid food at all. Their food 
must be dissolved into liquid fom1. 

An inj ection of spider venom causes a wave of disorientation and 
na usea. This disorientation temporarily increases all obstacles by 6 
minus the victim's Forte exponent. ln addition , the acidic poison begins 
to dissolve fl esh and sinew. This causes an additional B6 wound to the 
victim. 

An attacking spider must be on the inside and achieve a Mark result bite 
in order to inject a close of its poison. The poison takes one exchange to 
take effect and the obstacle penalty lasts for homs equal to 10 minus 
the victim's Health (minirruun one hom). The wotmd, of course, heals 
as per the standard rul es. 

Venom is held in specially designed sacks just inside the spider 's mouth. 
Diminutive Stature spiders' venom sacks hold six doses of poison. 
!Vlidclling statme spiders hold seven closes, and Massive Stature spiders 
hold eight doses . The venom sacks refill at a rate of one close every 
1welve hours. 

Wall-Crawler D 
Spiders may climb wails, t rees, cliffs, vines, and ropes wi thout difficulty. 
(They may not climb sheer surfaces like glass or slick ice, however.) 
They move at their standard Speed rates along vertical smfaces-they 
may even sprint! This ability is not infallible: Climbing tests must he 
made to walk horizontally while upside down on smfaces like ceilings. 
Spiders gain +2D to all Climbing tests. See the Climbing skill listing f'or 
more on this. 

Lifepath Traits 
Bristles Dt 

Hatchlings born to the Burrow tend to be covered with patches of' s1 iJJ 
bristles . These bristles are very sensitive to tlle touch and add + 1D to 
their Spieler Sense trait bonuses when in their Born setting. 

Cannibal c 
Web-Stalkers have developed both a taste for other spiders and a casual 
habit of killing them in their lairs. 



Chitinou 
The carapace of a spider born to the Handmaidens is rough and hard. 
This chitin covers the spider with Plated Leather equivalent armor. 
This armor cannot "fail" like standard mmor; l s are not counted for 
this pmpose. VA functjons as per the standard rules. 

Diminutive Stature Char 

Masters of Orb and Sea Lords are the smaller breeds of Great Spider. 
Their bodies (abdomen and cephalothorax) m·e about the size of a full 
grown dog. However, their legs easily extend another pace from their 
fram e, giving them the impression of being much larger. 

Mad Dt 
Shown the secrets of Blasphemous Hatred and the embrace of the 
Dm·kness, Secret Spinners go quite mad. However, the benefit gained­
the abi li ty to use Ore Rituals-often outweighs this small cost. When 
a Mad spider fails a Steel test, his reaction must be to rave-he capers 
about in circles spouting profanities and vagaries. 

Massive Stature Dt 
Handmaidens and Masters of Eight molt into forms much lm·ger than 
their sister s and brothers. Their bodies stretch about three paces in 
length . Their legs easily reach another three to fom paces. Increase the 
weapon length of claws and fangs by one length. This stacks with other 
traits . 

Memories of Mother Char 
Clingers spend years hugging their mother's abdomen for protection. 
They often recall those times as halcyon days. 

Middling Stature Ch 
Wolf spiders grow to be larger than their orb-weaving cousins. At 
rnatmity they reach the body size equivalent of a full grown man. Their 
legs extend a further one to two paces fTom their body, giving them the 
impression of being very large indeed. 

Orb-WaJker C-0 

A Wehling learns to navigate the intricate orbs of hi s mother. He 
becomes so adept at. this that web-walking becomes second natme to 
him. Call -on for Speed tests while on a web. 
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Parasjte Infested Char 

Certain Great Spiders are plagued b y a bright-orange worm . This 
pam site lives on the Iidges of the thorax and sternum where the spider 
can't reach with its long legs . Cenerally, these wonns are just a painful 
annoyance, but if left untended for too long, the infestation will grow 
to overwhehn the spider. 

Such infestation is a mark of shame in the culture of Great Spiders. 
Also, the worms are "infectious" and other spiders tend to stay well 
clear of these disease carriers. 

Pariah Dt 
An infested spider is a pariah among all other spiders. Even if he 
somehow cures his infestation, he is still considered unclean by his 
brethren. 2D infamous reputation as an outcast, tmclean! 

Patience Char 

The sn·ange ways of a Strand-Htmter breed a long streak of patience. 

SaltBurn~"-------------~~---------------­
Spending their lives on the open ocean leads to Skirrrrners being coated 
in crystallized salt. The burning in the eyes and mouth fades over time, 
as the tissue scars and the nerves deaden. 

Single-Minded C-O 
The Htmter-Seekers of the Undernest are efficient and single-minded in 
purpose when they are deployed on the business of the Handmaidens. 
With nearly fanatical zeal, they wiU attempt to accomplish the tasks set 
out before them. Typically, these tasks involve securing males for the 
mating season , but Hunter-Seekers have been known to be dispatched 
as emissaries and assassins as need be. Call-on for Steel when on a 
mission. 

Sleek Char 

Masters of Orb tend to have very fine hairs and shiny, sleek skin. 

Sti11ness C-0 

This trait all ows a monster to lie in wait in perfect stillness- waiting 
for homs on end without so much as a twitch . Use this n-ait as a call-in 
for any skill involved in laying ari ambush. 
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Strand Runner Dt 
Weblings learn at very young age how to ascend, descend and balance 
on a single strand of silk. A Strand RLmner suffers no Speed obstacle 
penalties for maneuvering on these single strands. 

Spiders without Strand Runner must make Climbing tests to maneuver 
on single strands and suffer a + 1 Ob Speed penalty when on the 
strand. 

Touch of the Devil Dt 
Broodlings are undoubtedly supernat.m·al in nature. Their cLU·sed blood 
gives them preternatLU·al senses. With the Touch of the Devil, a spider 's 
palps and foreclaws become sensitive and finely tuned insu·urnents. 
If, when making a Perception test, the player can describe how his 
character is using his "hands" to sense the disturbance/ noise, the 
stat counts as gray shade. Detecting soft foot steps on a stone floor, 
impressions on a piece of paper, cracks in a vial or the breeze through 
a keyhole , for example. If used in a versus test against Stealth y, 
Touch of the Devil counts as Observation. Craftsman and touch­
intensive Peasant skill s may root from Gray Perception. Whenever a 
character with this u·ait is wounded, he suffers an additional automatic 
Superficial wotmd. These count toward the " three Superficial wmmds" 
limit and toward incapacitation. 

Vile Language Char 

Broodlings learn a vile language of darkness from their mothers. They 
share this chittering tongue with Orcs, Trolls and Legion Wolves. 

Web-Sens 
So atttmed to the vibrations and vm·iations of the orb is she, that a Master 
of Orb's Spider Sense extends to the limits of her web. Thus, she may hem· 
an d feel everything that goes on in her web as if it were happening to her. 
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Special Spider Traits 
B1aded Tarsi Dt 2 pts 

The tarsi of this spider'~ two forelegs have grown into bladed ridges . 
These make excellent slashing weapons: +2 Power, VA 1, Slow, Shmt. 

B1asphemous Hatr.e.d Dt 3 p_t . .,_ _ _ _ 

This tTait t ransforms th e spider 's Hatred into a vehi cle for enormous 
power. lt is akin to Faith- an emotional attribute that grants dice to 
invoke magical effects. However, Hate-infused spiders are unable to 
tap their in nate power without Rituals. In this regard, Blasphemous 
Hatred acts like Gifted trait-allowing the Servant access to the powers 
of magic., but requiring a skill to make it manifest . Blasphemous Hatred 
replaces the Hatred emotional attribute. In ga me play, this attribute's 
exponent is rolled in combination with Rit uals for casting. It is also 
used to sustain spells (rather than Will), and is used to maintain a spell 
after a distTaction. See pages 217-223 of the Character Burner. 

Bright Pattern Char 1 pt 

F rom bright hues, to neons, to metallics, a spider's carapace may bear 
sharp and distinctive patterns and coloration. 

Bristles Dt 4 pts 

Th is spider is covered with patches of stiff bristles. These bristles are 
very sensitive to the touch and add + 1D to their Spider Sense trait. 

Bruta1 Fangs Dt 3 p_t.,__ _ _ 

This spider's fangs are long and wicked . Add + 1 Power to the spider's bite. 

Camouflaged Exoske1eton Dt 2 pts 

This spider 's exoskeleton mimics wood, din, leaves or rock (choose 
one). Character is +1D to Stealthy in his chosen environment. 

Chilll1o~~s ______________ ~D~t~---------5~p~t~s ____ __ 

This chitin covers the spider with Plated Leather-equivalent armor. 
Natural armor cannot "fail" and be damaged like standard armor; 1 s 
are not cotmted for this purpose. VA functions as per dJC standard rules. 
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Oaws Dt 5 pts 

Certain Great Spiders develop the metataTsi and tarsi of their forelegs 
into prodigious claws. These claws give an additional + 1D for Locking 
maneuvers performed by the spider. They also grant + 1 Power for 
foreleg-claw Strike attacks. However, they reduce the arachnid's Wall­
Crawler bonus for Climbing to + 1D. 

Coat of Fur C-O 2 pts 

This spider is covered in a short, thick, coarse fur. This coat protects 
the beast from the elements, particulaTly the cold and wet. This trait 
acts as a call-on for Health and Forte tests relating to cold and wet. 

Deadly Venom Dt 5 pt 
The most powerful of all spider venoms. Each dose of the poison takes 
one exchange to have effect and has the following effects: Obstacle 
penalty equals 6 minus victim's Forte exponent and does a B9 wound. 
This replaces the spider 's Virulent Venom. 

Du11 Fangs Dt 1 pt 
This spider's Fangs have gone dull over the years. He does not get the 
+ 1 Power bonus for biting with his fangs . 

Enlarged Venom Sacks Dt 2 pt.,__ _ _ 
Increase this spider's total venom caJTying capacity by two doses. 

Elongated Forelegs Dt 2 pts 

This spider 's forelegs are abnormally long for its size. His forelegs count 
as a Longer weapon. 

Hatred Dt 4 pts 

Great Spiders may be fo1·ced to drink specially prepared black blood 
from the Ore Servants. This blood opens up the Hatred emotional 
attiibute for the spider as described on pages 211-214 of the Character 
Bmner. 

High Speech Char 1 pt 
Great Spiders can easily develop the capacity to speak with Men, Elves 
and Dwarves. 
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Intoxicating Venom Dt 3-pt.;:t_ __ 

Intoxicating Venom causes severe disorientation, nausea and 
hallucination. Each dose of the poison takes one exchange to have 
effect and has the following effects: Obstacle penalty equals 8 minus 
victim's Forte exponent; B5 wound. This replaces the spider's Virulent 
Venom. 

Leaper Dt 5 pts 

Certain hunting spiders have developed th e ability to leap great 
distances. This ability grants + lD to all positioning tests and +2D to 
any Speed test to clear a gap or jump an obstacle. Any positioning 
test failed while using the Leaper trait causes the spider character to 
hesitate for his next action. 

Long-Legged Char 1 pt 

This spider's legs are long for its size. 

Mark of Fear C-O zpt,__ _ _ 
This is a bright, obvious mark that serves as a warning to other 
creatures . Call-on for Intimidation. 

Mother Ki11er Dt 1 pt 

Some, but not all, spiders devow· their mothers once they are grown 
enough to survive on their own. This act changes the spider. Mother 
Killers tend to be more independent, more hardened, and a bit more 
casual about bloodshed than other spiders . Some even harbor a certain 
anogant pride in their act. Great Spiders in general look upon Mother 
Killers with deep suspicion. However, Handmaidens of the Great: 
Undernest revere female Mother Killers as strong, worthy specimens 
of the race, while male Mother Killers are reviled, hunted and killed. 
Grants a lD infamous reputation as a Mother Killer. 

Natural Pattern C-0 2 pt 

This is a call-on for Camouflage or Stealthy Spiders may only take one 
trait to desc1ibe their carapace or fur, this may not be combined with 
other similar u·aits. 

Obsidian C-0 2 pts 

Call-on for St ealthy at night. Spiders may only take one trait to 
describe their carapace or fur, this may not be combined with other 
siniilar traits. 
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Parnlytk~ewn~o~rnUL ________ ~D~t----------~3¥pt~~------
This venom relaxes its victim's muscles . Each dose oJ the poison takes 
one exchange to have effect and has the following effects : Obstacle 
penalty equals: 5 minus victim's Forte exponent. Also, -2D to the 
victim's Power per dose. Acidic enzymes do an additional B5 wound. 
This replaces the spider's Vimlent Venom. 

Piercing Fangs Dt 2 pt.~----
This spider 's fangs a re particularly shmp. Add+ 1 VA to the spider 's 
bite. This may be combined with other fang traits . 

Powerful Che1icera Dt 3 pts 
Large and powerful chelicera drive the fangs into the spider 's victim. 
Add + 1 Power to bite attacks. This may be combined with other fang 
traits. 

Pronounced Fore-Eyes Dt 3 pts 
This Great Spider can see with a clarity near to men, but his all-around 
sight is all but gone. 

Rugose Flesh Dt 2 pts 
Rugose Flesh covers the abdomen and thorax in a thick leathery 
skin. This gives the spider Leather mmor equivalent protection in the 
abdomen only. This cannot be combined with Chitin or Stone Skin. 
Nattrral armor cannot "fail " and become damaged like normal mmor. 
1s are ignored for this pm·pose. VA works as nonnal on this rumor. This 
may not be combined with other annor. 

Shadeshifter Dt 4 pts 
A Shadeshifter's car apace changes color slightly to match its 
surrOtmdings. Add+ 1D' to all Stealth y tests. 

Short-Legged Char 1 pt 
This spider 's legs m·e short for its size. 

Silent C-0 2 pts 
Not a sound emerges as he treads. Call-on for SteaJ thy. 

Spiked Tarsus Dt 2 pt 
The spines at the tips of the foreleg tru·si have fused and hardened into 
deaclly spikes which may be used as weapons:+ 1 Power, VA 1, Fast, Short. 

1 pt 
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Spine_Cloud Dt 2 pts 

This trait requires the Spines trait. By rubbing his hind legs togeth er, 
the spider dis lodges his spines into the air. COLmts as t he longest weapon 
ir1 Fight! and as a throwing knife in Range and Cover with 2D optimal 
range dice. Make a Forte test vs Ob 4. Margin of failure is the victirn's 
obstacle penalty. This penalty lasts for one hom, or i1· may be treated 
like a Superficial wound with Surgery, Field Dressing or Herbalism. 

Creating the spine cloud wears away at the spiders own spines. Each 
lime the spine cloud is used, roll a Die of Fate. On a roll of 1, all of 
the spines on the hind legs have been rubbed off, and this trait may 
not be us ed again until the spider molts. Creating a Spine Cloud 
requires two actions in the exchange. 

$.pines Dt 3 pts 

Nettling spines sprout from the spider 's legs and body. These spines are 
shrup to the touch and can lodge themselves in the flesh of the tmwru-y, 
causing great discomfmt. Any creatme that get inside sttiking distance 
or otherwise comes in to bodily contact with the spined spider suffers 
a + 1 Ob to all tests rmtil the spines are removed. Natmal armor docs 
not protect against this tt·ait. Sp ines can be plucked out ir1 about a half 
hom or, may be tt·eated as a Superficial Wound with Field Dressing or 
Smgery. 

Stature Char See Below 

A player may increase the statu.re level of her spider character at a cost 
of 3 pts per level. Thus it is 3 pts to go from Diminu tive to Middling 
Stature. It costs 2 pts per level to decrease in size, so it is 4 pts to go 
from Massive to Diminutive Statw·e. 

Stone Skin Dt 7_p.t.,__ _ _ 
Cmtain Great Spiders develop a tough exoskeleton that protects them 
from all but the most egregious harm. This traits grants Chain mail 
equivalent annor protec1jon. Nanll"al anuor cannot " fail" and become 
damaged I ike normal rumor; 1 s are ignored f'or this pmpose. VA works 
as normal on this armor. 

Stout Char 1 pt 
This spider's fr=e is thick and compact. 

Weak Venom Dt 1 pt 
This is incffec1ual poison. Each dose takes one exchange to have effect 
and has the fo Uow:ing effects: Obstacle penalty equals 5 rninus victim's 
Forte exponent; B4 wound. This replaces the spider 's virulent venom. 



Choosing Skills 
Great Spiders abide by the standard rules for choosing skills in Bmning 
Wheel: They may only choose skills from the lifepaths taken . General 
points may be spent on any skill in their list. In addition, general 
points may be spent on the following skills: Anatomy, Aura Reading, 
Bloodletting, Conspicuous, Dance, Demonology, Engineering, History, 
Hunting, Intimidation, Knots, Persuasion , Philosophy, Seduction, 
Symbology, and Tracking, in addition to appropriate Wises. 

Though greatly agile, spiders may not use craftsman, weapon or 
sorcerous skills. Nothing that requires a thmnb! 

Spider Skills 
Arachnid Philosophy Root· Perception 

Mter accmnulating so many secrets, so much knowledge and so much 
power, Masters of Eight spend long days , months, and even years 
contemplating what they have learned and formulating an over arching 
philosophy to encompass it all. On the rare occasions that Masters of 
Eight meet, they love to share and discuss their attendant philosophies. 

Suggested FoRKs: Way of Eight, W)'I·ding Way, Philosophy, History 

Skill Type: Academic Tools: No. 
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BubbJe-Breather Root- Forte 

Sea Lords can not breathe water. Bather they are taught to carry a bubble 
of a:iT wit h them when they dive. The bubble is trapped beneath t he 
abdomen (at the opening of the trachea). A single bubble will last a spider 
1 h.rough a half hom of swimming and about an hom of just lying idle. 

Skill Type: Special/Mise Training Tools: No. 

Burrowing Root· Agili ty/Power 
Ground-dwelling spiders often dig bmrows in which to nest, rest and lie in 
wait for prey. The walls of these dens are suppmted by a fine layer of silk. 

Suggested FoRKs: Silken Construct 

Sample Obstacles: A spider with this skill may clear one cubic pace 
of earth per success per hom. For looser, sandier diTt, increase the 
number to two paces of earth per success per hom. For harder pack 
reduce that to a half pace. 

Skill Type: Craftsman Tools: No . 

.Cave-wise Root· Perception 
Dwellers in the Great Undernest know much about caves and what: lies 
hjdden wi1hln them. 

Skill Type: Wise Tools : o. 

Camouflage Root· Prrcrption/Agili ty 

This skill is the spider's art of disguise. Using it, t hey may take on the 
appearance of their smroundings and remain hidden. In the forest, this 
means covering their bodies with leaves and branches; in the swamp, 
spiders cover themselves with moss and stones; in the desert, grass and sand. 

Using this skill effectively requires that the spider remain relatively 
motionless whil e camoufl aged. Test this skill as a Stealthy or 
Inconspicuous type skill . Characters can use Observation to more easily 
spot the hidden spider. 

Suggested FoRKs: Stealthy 

Sample Obstacles: The spider creates an obst1;1cle for tl1 e Observation test. 
Obstacle is equal to number of successes rolled on Camouflage test. 

Skill Type: Forester Tools: No. 
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Oimbing Root· Speed 
Spiders are quite adept at climbing. Their extra limbs allow them 
munerous advantages over other creatm·es in this regard. 

Suggested FoRKs: 

Sample Obstacles: Climb ing a 70° rock wall , Ob 1. Climb ing a n·ee, 
Ob 1. Cliniliing a 90° rock wall, Ob 2. Cliniliing upside clown 
through rafters or branches, Ob 2. Climbing a 100° rock wall , 
Ob 3. Climbing across a smooth wooden ceiling, Ob 3. Navigating 
a smooth rock ceiling, Ob 4. Climbing an icy 100° rock wall, Ob 5. 

Skill Type: Physical Tools: No. 

CuJling Root· Perception 
Handmaidens practice an exacting ritual to cull out males who are 
unfit to mate and to keep those who are. As the Am·a Reading skill 
on page 229 of the Character Burner. This skill does not require The 
Sense, Second Sight or Celestial Sight to use . May only be used on 
Great Spiders. 

Suggested FoRKs: Male-wise, Spider-wise 

Skill Type: Social Tools : No. 

Hunter-wise Root· Perception 
Web-Stalkers learn the habits of the Masters of the Hunt-all the better 
to aniliush the hunters! 

Suggested FoRKs: Spider- wise, Hunting 

Skill Type: Wise Tools : No. 

Hunter's Dance Root· Will 

Masters of the Hunt have their own peculiar mating r it ual. This 
involves much dancing, bowing and gestming. If the mate is willing, 
he or she will join in the da nce. U he or she is tmwilling, or the Dance 
is clone poorly, the ritual may result in a brawl! 

Suggested FoRKs: Mate-wise 

Skill Type: Peasant Tools: No. 

Hunting Root· Perception/Speed 
Wolf spiders are constantly on the htmt to feed their voracious appetites. 
Spiders use different h unting tactics than men and wolves. Since they 
have neither the benefit of a bow nor that of a pack , they must rely on 
patience and stealth to bring tl1em close to their quarry. 

Suggested FoRKs: Prey-wise, Mimicry, Camouflage 

Skill Type: Forester Tools: No. 



The Web of Great Spiders 

Lariat Root· Agi lity 
Strand-Hunters learn the peculiar a:tt of using their webs like a lru·iat 
or lasso to snare their prey. The lariat is usuall y rather simple-a silk 
line whose end is coated with the spider's adhesive. This rudimentary 
device enables a Strand-Htmter to pluck birds out of the air and beasts 
off the grotmd. 

Suggested FoRKs: Snru·es, Throwing, Sleight of Hand 

Sample Obstacles: See the Lariat entry in the Web Spuming section. 

Skill Type: Martial Tools: No. 

Luring Ro_ol:_Eer_c_e_p_ti:an/_Agilit_)C--

Strand-Hunters know how to construct lures to b1ing prey within range 
of their lariats. These lmes are built from spider silk and ru·e hung neat· 
the hunter's perch to bring curious animals closer. Ambitious htmters 
have been known to sculpt false bii·ds, young deer and even effigies of 
children to draw prey in. 

Suggested FoRKs: Snares, Silken Construct 

Sample Obstacles: Small animals, Ob l. Birds, Ob 2. Large Aniinals, 
Ob 3. Two-leggers., Ob 4. 

Skill Type: Forester Tools : No. 

Male-wise Root· Perception 

F-hmter-Seekers are taught the habits, routines and rituals of 1heii· prey, 
male spiders. 

Suggested FoRKs: Spider-wise 

Skill Type: Wise Tools: No. 

Mate-wise Root· Perception 

Choosing 1he proper mate is very important. Spiders come to know tl1e 
signs of who will be compatible and who will just be downright murderous. 

Suggested FoRKs: Mating Rites/Rituals 

Skill Type: Wise Tools: No. 

Mimic..ry Root· Perception/Will 

Webstalkers learn to miinic the voices, footfalls and gesticulat ions of 
other sp iders. They pm·tietLlarly play off the fact that a spider's vision 
is none too good! 

Suggested FoRKs: Inconspicuous 

Sample Obstacles: Mimicking a type of sp ider, Ob 1. Mimicking a 
specific spider's movements., Ob 2. Mimicking a specific spider's 
gestm es or voice, Ob 3 . These obstacles assmne the mimic is of 
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the same relative size and disposition as the mimicked. Increase 
obstacles by + 1 for different size, and + 1 for different body type­
Hatched in Air vs Broodling, for example. 

Skill Type: Wise Tools: o. 

Orb-Wise Ro.ot_· P'-'e'"'J""·c""epp.t,_.i....,on....._ ____ _ 
Much can be discerned from the pattern of an orb-the size, gender 
and perhaps even identity of its maker. 

Suggested FoRKs: Weaving 

Skill Type: Wise Tools: No. 

Predator-wise Root· Perception 
The sea is a very dangerous place to hLmt. All manner of large predators 
compete with the Sea Lords, from dolphin , to squid, to shark. 

Skill Type: Wise Tools: No. 

Prey-wise Root· Perception 
Masters of the Hunt quickly learn what is viable prey and what isn 't. 

Suggested FoRKs: Hunting, Appropriate Wises 

Skill Type: Wise Tools: No. 

Rearing Root- Will 

This is the art of raising strong and keen hatchlings. It takes about 
two years for a newborn spiders to reach a size and ability where they 
can fend for themselves. Dming that time, the mother instructs her 
young on the ways of spider life . Use this skill to reduce time (1 0% per 
success) for teaching another as described on page 52 of the Bmning 
Wheel. 

Skill Type: Peasant Tools: No. 

Rituals of Blood Root- Will 

Secret Spinners are adept with the Orcish Rituals of Blood. In fact, their 
collaboration \vith the Ore Dark Servants has created a new ritual, the 
Secret of Eight. 

Suggested FoRKs: Rituals of Night 

Skill Type: Sorcerous Tools: No. 
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Rituals of Night Root- Perception 
Secret Spinners may learn the Orcish Rituals of Night. 

Suggested FoRKs: Rituals of Blood 

Skill Type: Sorcerous Tools: No. 

Sea-wise Root_· P'-'e"-'J"'".c""epp.tui.u.on....._ ____ _ 
Sea Lords are intimate with the sea they call horne. They know her 
currents, tides, pools, and her moods and habits. 

Suggested FoRKs: Water-wise 

Skill Type: Wise Tools: No. 

Silk Sailing Root· Agility/Speed 
Orb-weavers learn to create great sails of webbing and use them to 
catch the wind and glide over great distances. To use this skill, the Orb­
weaver must first create a sail. This requires about a day's work and is 
an Ob 3 skill test. Then the spider needs a height or a clear, windy area 
to lift him off. Great Spiders generally requ ire strong wind in order 
to get airborne. Once airborne, the spider has only minimal control 
ove r his journey-the winds propel him where they will. However, 
he can make slight adjusunents to-his com se- general direction and 
descent-by manipulating the sail with his hind legs. On a windy day 
a spider can easily u·avel 100-200 miles before being forced down by 
bad weather or lackluster winds. 

Suggested FoRKs: Weaving (For sail creation) 

Sample Obstacles: Getting airborne with a proper wind, Ob 2. 
Descending in a field, Ob 2. Descending on a road, Ob 3. 
Descending on a house., Ob 5. Altering general comse, Ob 3. 

Skill Type: Special/Mise Tools: Sail required. 

Silken Construct Root Agility 
Spiders with this skill may create walls, floors, tunnels and bridges 
from the[r silk. These constructs are solid and tend to be fuzzy white in 
appeamnce. A spider with the Silken Consuu ct skill may easily traverse 
such surfaces, but other creatures (including spiders) find these webs 
somewhat awkward to walk or1. All Speed obstacles are raised by +2 
while on the web. Thus walking is an Ob 2 Speed test, Jogging is an Ob 
3 test, and Sprinting is Ob 6. 

Suggested FoRKs: Weaving 

Sample Obstacles: Wall or Platform, Ob 2. Tunnel, Ob 3. Bridge, Ob 4. 

Skill Type: Artisan Tools: No. 
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Snares Root· Perception/Agility 

The snares skill teaches the spider how to create trips, u·aps and snares 
to catch her prey. This is nearly identical to the standard Trapper skill, 
except the spider creates all the tTaps herself from her own silk. See the 
Web Mechanics section for more on building snares and nets. 

Suggested FoRKs: Lures, BuiTowing, Lariat (for Netting) 

Sample Obstacles: Line Noose, Ob 2. Hanging Noose, Ob .3 . 

Skill Type: Forester Tools: No. 

Spider-wise Root- Perception 
It is useful to know the habits and patterns of other spiders. Not that 
one would use that knowledge to unfair advantage .... 

Skill Type: Wise Tools: No. 

Strand RituaJ Root· Will 

Orb Weavers have their own particular and peculiar mating ritual. The 
process is long and obscm·e-the comting mate must know the proper 
patterns to tap out on the web before even being allowed to approach. 

Suggested FoRKs: Mate-wise 

Skill Type: Peasant Tools: No. 

Swimming Root· Speed 
This training skill gives a spider a x2 Speed multiplier when swimming 
sub-sm·face . This is not for water-walking. 

Skill Type: Physical Training Tools: No. 

Tree-Wise Root· Perception 
An Orb-Weaver learns a great deal about various tTees in order to spin 
a elm-able web in a proper location. 

Skill Type: Wise Tools: No. 

~oid Embrace Root· Forte 

Neither Orcs nor Spiders are suited to the su·ain that Rituals cause upon 
the frame of the caster. This u·aining teaches the disciple of the Dark 
Blood how to mitigate the pain of Tax, and how to open his Hatred to a 
new, unholy world. Void Embrace Training is required to purchase the 
Blasphemous Hatred trait . 

Skill Type: Sorcerous Training Tools : No. 
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_W"ater-Wa1king Root· Speed 

Despite what some think, Water-Walking is not some bit of so rce ry 
that the Sea Lords possess. Rather it is a fin ely honed skill passed from 
generation to generation , from Great Fisher back down to the young 
hunting Skimmers. 

Th is skill allows spiders to walk on relatively calm water without 
di f'ficulty-they actually skate across the sw·face. Whll e on the smface, 
they are still subject to the dangerous whims of the sea-to wind and 
wave. 

Suggested FoRKs: Silken Construct 

Sample Obstacles: Walking on: choppy water, Ob 3; rough sea, Ob 5. 
Jogging on choppy water is an Ob 4 test; sprinting is an Ob 7 test. 

Skill Type: Physical Tools: No. 

Water-wise Root· Percrption 

Sea Lords lerun the nature of waters, flows, currents and tides. 

Suggested FoRKs: Sea-wise 

Skill Type: Wise Tools: No. 

Wave Rite Root· wm 
Sea Lords mate on the open waves. Their rituals are dangerous and 
arduous. 

Suggested FoRKs: Mate-wise 

Skill Type: Artisan Tools: No. 

Wa_)LOf.Eight Root· Percep•·ioo/Will 

The Queen-Mother set before her Handmaidens strictmes by which 
1 hey must abide in order that her legacy be preserved. Eight secret 
tenets did She pass down to Her most trusted dau ghters before She 
ascended to godhead. It is by these eight ways that the Handmaidens 
govern the Undernest-and would govern all of spiderdorn if they had 
their way! 

The Way of Eight is simultaneously a Doct:Tine and an Astrology skill. lt 
may be used in both capacities whenever appropriate. The divinations 
ru·e a ll done via web-casting and su·and-falling. The patterns in which 
the strands come to rest each represent a message from the Queen­
Mother. (May also be used like Ast!'Oiogy for FoRKs. See page 163 of 
the Character Bmner). 

Skill Type: School of Thought Tools: No. 
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Weather-wise Root· Perception 

Sea Lords must be very aware of the weather when hunting on the sea. 
Combined with their acute senses, Weather-Wise allows the spiders to 
make a fair estimate of what the coming weather will be. 

Suggested FoRKs: Sea-wise 

Sample Obstacles: Today's weather, Ob 1. Tomorrow's weather, Ob 3. 
Next week's weather, Ob 5. 

Skill Type: Wise Tools: No. 

Weaver Roor· Agility 

Weaving is the trademark skill of the Masters of Orb. It is this skill that 
allows them to create their beautiful and strong webs. Weaving is more 
like an engineering skill than a cloth-weaving skill. Orb-weavers learn 
how to create load-bearing strands, support strands, tension lines and 
trap lines-the portions of the webbing coated with adhesive to catch prey. 

A great spider with this skill may create a 5 pace area web in one 
minute. Extra successes reduce time as per the working quickly rules. 

A weh that stretches hetween two !Of tall trees stantfinj 12 faces afart 

woultf re1uire about 24 minutes to construct. (!Of x 12f= 120f area. 

120/Sf fer minute =24 minutes time.} 

Suggested FoRKs: Silken Construct 

Sample Obstacles: Base obstacle for a web that supports a Diminutive 
Stature spider is Ob 3. Add + 1 for Middling Stature and + 2 for 
Massive Stature-webs. 

Skill Type: Artisan Tools: No. 

Web-wise Root· Perception 

Web-Stalkers learn the nature of webs-which lines entangle, which 
are safe to walk on-so that they may have better access to their prey! 

Suggested FoRKs: Weaver, Silken Construct, Spider-wise, Orb-wise 

Skill Type: Wise Tools: No. 

Wyrd-Weaving Root- Weaving 
Wyrd Weaving is a training skill that unlocks the Great Spider's 
innate magical ability. Once this training is learned, a spider may then 
combine his Weaving skill and his Will stat in order to spin webs that 
have magical effects. See the Wyrd Weaving section for more on these 
spells. 

Suggested FoRKs: Way of Eight, Wyrding Way 

Skill Type: Sorcerous Training Tools: No. 
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Wyrding Way Root· Perception 
Web Wyrds learn the history of their art and .its attendant symbology. 

Suggested FoRKs: Philosophy, History, Symbology 

Skill Type: Academic Tools: No. 

Web Spinning 
Strength of Strands 

As stated under the Silk Spinner 1Tait, a strand of spider silk has these 
material statistics: Smface: B7, Breach B1 5, Destroyed B16, Strength 0, 
Integrity 1. Thus a few cuts from a sword or axe will break a strand, hut 
it requires tremendous force to snap a strand in one blow. 

Degradation of Webbing and Silk 
Great Spider webbing slowly dries out and weakens over time. 

Decrease its Breach tolerance by one for each day it hangs. Once the 
Breach rating reaches B7 (after 8 days) , reduce the Surface Scratch 
rating until it gets to Bl. At this point, the webbing is dry and 
crumbling and must he handled delicately lest it dissolve! 

Drag Lines 
As they walk, nearly all spiders spin out a drag line behind them. 

This is simply a long line of silk extending from the spider 's body along 
I he path it has travelled. The drag line is anchored at intervals to the 
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ground, wall , or ceiling. If a spider is forced to descend quickly from a 
verti cal su_rface, the drag line acts as a safety line. It is very rare for a 
spider to fall to his death. 

In Fight! , it requires one action to secLu·e a drag line. Spider characters 
may acid a " drag line" Instinct without taking up any of their three 
Instinct. slots. 

Trip Lines 
The simplest use of sp ider's silk to catch prey comes in the form of 

trip lines. These are straight lengths of silk stretched taut between two 
points. Usually, a htmting spider will sit at the anchor point of a trip line, 
monitoring it. 

Trip lines serve two pw·poses . First , they are a signalling system for 
a waiting spider. If a trip line vibrates, the spider knows that there 's 
something out there. Thus a spider can wait, hidden and out of sight, 
with a claw placed lightly on the line, and know when to pounce. 

The second function of tr ip lines is to impede prey as it tries to cross­
to trip them up ! If a character walks into a trip line placed at ankle level, 
it is an Ob 2 Speed test for him to stay on his feet. If the Speed test is 
failed, the character falls prone. Prone characters arc at +2 Ob modifier 
for all Natural Defenses tests. If a character nms or sprints i11to a trip 
line, the obstacle jumps to 3 and 6 respectively. 

Webs 
A web is simply a large, rather complex snare, that is ultimately ve1y 

st.Taightforwarcl in use. Once constructed in a suitabl e place, the spider 
waits for prey to blunder into his web. Such unfortunate creatures are 
then captured and eat~n. 

Using the Weaving skill, a spider may quickly build a web of its silk. 
5 paces (dia meter ) of webbing may be constructed in one minute. Test 
the Weaving skill to reduce time as per the working quickly rules . Webs 
must be constructed between suitable anchor points-having too few 
or inadequate anchor points weakens the web as a whole. Consnucting 
such a basic web is an Ob 3 Weaving test. 
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Blundering into u Web 
Characters (including spiders) who blunder into a web must throw 

aDOF: 

1-2: On the Web. Character is not stuck, but the web is on the character. 
Character must make an Ob 1 Speed test to get outside of the web. 
If the t.est is failed, ro ll again on this table. If the t.est is success ful , 
the character is off of and away from the web. 

3-4: Partially Entangled. The character is in a 2D Lock on the web. 
5-6: Entangled. The character is heav il y entangled on the web-4D 

Lock. 

Add+ 1 to the DOF roll if the character is jogging. Add +2 to t.he DOF 
roll if the character is sprinting. 

If an orb web is improperly constructed (built on a failed Weaving 
test ), subtract -1 from the DOF roll for entanglement. 

Characters who have blundered into a web may not move away 
from the web tmtil they have completely disentangled themselves. 

Disentangling from a Web 
A character may pull free from a web using his Power or Agility, 

or he may cut himself loose. PLilling away from Parti<~l E ntanglement 
requires an Ob 4 stat test. Pulling away from Entanglement requires 
an Ob 8 stat test. Gut.i:ing free from Partial Entanglement requires that 
three strands be cut. Cutting free from Entanglement requires that six 
strands be cut. That's very bad. 

Walking on a Web 
Spiders with the Orb Walker trait or the Web-wise skill may 

maneuver a nd position across webs as iJ they were solid grOtmd. Other 
spiders without this tnit are subject t.o a +2 Ob modifier to all Speed 
tests and other tests that require balance. 

Other two- or four-legged characters who are "on the web," but 
not entangled, are at +3 Ob modifier for just about. a ll physical tasks 
(except for escaping and the use ofthe Climb ing skiJJ ). 

lf a positioning or maneuvering test on a web is fail ed, roll the DoF 
on the previous table to see if the character is entangled. 
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The Strength of Silken Constructs 
It is an Ob 2 Silken ConstTuct test to create a solid wall of webbing. 

This creates a wall with the following stats: Surface B7, Breach B15, 
Destroyed G 1, Integrity 2, Strength 1. The spider player may increase 
the Destroyed result, Integrity or Strength of the wall by one for each 
success over the obstacle. 

The material Strength of the webbing also acts as a cushion for any 
characters who fall or are thrown into it. Subtract the Strength from the 
Power of any Throws or Pushes into webbing. If this reduces the Mark 
result of the thrown to BO or below, the attack does no damage. 

Walking on Silken Constructs 
Characters without the Silken Construct or Web-wise skill are at 

+2 Ob to all Speed tests and any other tests requiring balance while 
on the web structure. 

Strength of Adhesives 
A full glob of spider adhesive produced from the spinnerets is about 

the size of a man's fist and sticks with an equivalent B8 Power. More 
often than not, on webbing or netting, the adhesive is not properly or 
fully distributed, and its full strength cannot be applied. This is why not 
all webs, nets, lariats and traps stick with the force of the B8 grip. 

Adhesive that has attached to the skin can be very painful to remove. 
If torn loose, the stuff does a B6 wound to the attached flesh. Washing 
it or rubbing it with dirt or something similar can help dislodge it. See 
below. 

Degradation of Adhesives 
Adhesive is fantastically sticky when produced by the spider, but as 

it remains in air, it.begins to set. It loses one point of sticking power 
for every four hours it sits . If the adhesive is doused with water, it 
loses half of its cunent sticking power. This also reduces the wound 
suffered from tearing adhesive off skin to a B4. 

Detecting the Presence of Webs 
Silken Constructs are massive, gauzy white structures easily spotted 

by the naked eye. However, trip lines, snares and orbs are a bit harder 
to spot. Trip lines are an Ob 4 Perception test or an Ob 2 Observation 
test to spot. Hidden snares and traps are an Ob 5 Perception test or an 
Ob 3 Observation test to spot. An orb web is an Ob 2 Perception test or 
an Ob 1 Observation test to spot. 
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Strands-Ascent and Descent 
Spiders with the Strand Runner IJ·ait may ascend and descend single 

web strands without any Speed penalties-they move along them as if 
they were flat ground. 

Other characters rna y ascend and descend on drag lines (and other webs 
intended for climbing) via use of the Climbing skill . These webs do not 
have an adhesive attached to them, except at the anchor points. Non­
spider characters use these webs as they would any other rope. 

Eating Webs 
Characters with the Silken Construct or Weaving skill are privy a 

little known secret-webs are edibl e and recyclable. A spider may chew/ 
di ssolve/cut through one strand per action (or suck up about one pace 
length of a d.rag line strand in one action). No test is required. 

Web vs Flame 
Rather than bmn, webbing tends to melt or dissolve tmder the heat of 

a fl ame. A torch-strength flam e will bmn tlu·ough (create a breach in) 
webbing in two actions. A bigger fire ·will burn through more webbing 
at once, though it still usually takes about a full second for the webbing 
to melt. 

Nets and Lariats 
Netting 

Spiders using the Snares skill can build webbing nets which can then 
be thrown to ensnare prey. A net is an Ob 2 Snares test to build and 
ta kes one hour of time. Nets count as a Thrown weapon (darts and 
barbs) for pmposes of Range and Cover except it gets 2D at optimal. If 
the spider hits with the net, roll the Die of Fate: 

1-2: Minimal~y Entangled-1 D Lock 
3-4: Partial~y Entangled-2D Lock 
5-6: Entangled-4D Lock. 

Entangled characters may be dragged toward the sp ider. This is 
an opposed Power test (remember to remove di ce if the character is 
Locked). The character is dragged one pace per extra success. They 
may also be hoisted into the air if the spider is above them and in a 
suitable position to do so. This is a Power test for the spider. The obstacle 
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depends on the weight of the victim (for Men, Orcs, Dwarves or Elves the 
obstacle should be 2-3) . Nets on victims who are hoisted or pulled and 
are minimally entangled will pull off on a DOF roll of 1-2. 

Escaping from Nets 
Once a character is entangled in a net-web, it is difficult to escape. 

If a character is to cut himself free, he must have at least 2D of an 
appropliate skill available to do this (though no skill test is necessruy). 
For minimal entanglement, characters must cut through one strand 
of webbing. For partial entanglement, characters must cut through 
three strands of webbing. For full entanglement, characters must 
cut through six strands of webbing in order to be free of the net. 

A character may also attempt to struggle free of the web. Test his 
Agi lity or Power to escape from the net. The obstacle is twice the 
rating of the entanglement (obstacle 2, 4 or 8). Because the webbing 
is so pliable and sticky, these successes must be generated all at once 
rather than gradually knocked off as in the case of a normal Lock. 

Lariats 
Strand-Htmters leru·n the specialized art of lariat hunting. They cast 

single lines out to ensnare their targets, much like a lru·iat, lasso, bola or 
whip. Using the Lariat skill, the Strand-Htmter may Lock a target from 
a distance. Test the Lru·iat skill to throw the line. In Range and Cover 
a lariat grants 1D optimal, 1D extreme \vith a maximum range of 10 
paces. Tf the spider hits with the line, roll the DOF: 

1-2: The line is stuck on. The great spider may now Pull his target 
(as Throw). The line rna y be dislodged with a 1-success Agility, 
Speed or Power test. 

3-4: The line is .fixed. As above but requires a 3 -success Agility, Speed 
or Power test to dislodge. 

5-6: Entangled. The line is stuck on, and requires a 4-success Agility, 
Speed or Power test to dislodge. In addition, the target character 
must make a Natural Defenses Agility test to avoid being Locked­
extra successes from the Lru·iat test count as .if the Strand-Hunter 
had Locked his victim. 

Drawing a laiiat from the spinnerets requires one action. One lariat 
may be kept attached to the spinnerets so that the spider may continue 
to pay out line. Other, previously spun lariats must either be dropped or 
secured to a sm-face. It requires one action to secm·e a lariat, just like a 
drag line. 
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Traps and Other Snares 
Using the Snares skill, a spider may build conventional tJ·aps like nooses, 
nets, and pitfalls (in combination with Bmrowing). A noose trap is Ob 2. 
Once set, an y creature stepping into a nd then out of the noose must 
make an Ob 3 Speed test or be caught. The noose closes tightJy around 
the foot or ankle of the vi ctim and prevents him f'rom numing away. Any 
Speed tests (or other tests requiring mobility, like fighting) are made at 
+2 Ob while so ensnared. The qujckest way to escape is to just cut the 
mooring line and leave the noose attached. Mooring lines have the same 
stats as a standard strand of Great Spieler webbing. Line noose ~mares 
are easil y concealed in dirt or debris. If properly set, they are an Ob 4 
Observation test or an Ob 8 Perception test to detect. 

A spider may a lso use his skills to set a hanging noose (Ob 3 test). This 
snare is a loop of webbing strung loosely between two or three points 
at about. head height of the intended prey (usually 1.5-2 paces off the 
ground). It is often set on overgrown woodland paths where the hanging 
webs are very difficult to see before stepping into them . This t rap works 
the same as a noose- a victim steps into the noose withou t knowing it, 
and then steps forward , th ereby tightening the noose arotmd his neck. 
Victims of this nap must make a Speed test against Ob 4. Each success 
reduces the rating of the trap by one. If the intended victim manages to 
get four successes, he has ducked out of the noose befo re it could close. 
If the victim gets less than fom successes, th e margin of failure indicates 
the rating of the Lock the character is now in. 

If th e spider is watching and waiting nearby- perhaps from above 
or from its bmrow-it may trigger the trap at th e appropriate moment. 
Test Snares skill vs Speed. If the spider wins the test, the extra successes 
indicate the rating of the Lock. If the defender wins, he is free of the 
trap. If there is a tic, th e web is on the victim , but he is not ensnared . 
Jn the latter case, the spider ma y try to tes t: his Snares vs Speed again 
(2 actions) to entangle the victim. 

Burrows ami Pitfalls 
Using the Burrowing skill , a sp ider may dig concealed pits or 

tmdergr'Olmd hollows to trap prey. Sometimes a spider will wait in the 
trees above a pit to drop on entrapped prey. Other times he \vill dig a 
special jug-shaped hollow w:idt two entrances- one for the sp ider and 
one for the prey. He will sit a t: the top of the jug and wait for prey 1:0 

slide into the hollow beneath it. 
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A simple pitfa ll 
requires about an 
hom to dig. (Ob 1 
per cubic pace.) It 

~tf.J·~~~-~~j--L-_:: is triggered when 
"' / t h e in t end e d 

' victim st ep s on 
a makeshift r oof 
and crashes into 
the hole. Avoiding 

thi s is an Ob 3 
Speed test . Detecting 

pits dug and concealed 
with the Burrowing skill 

is an Ob 2 Perception t est 
or an Ob 1 Ob servation t est . 

Detecting pits dug by a spider with the 
Snares and/or Camouflage skill is an Ob 4 Perception test or an Ob 2 
Observation test . 

The jug-hollow pitfall requires about fom hom s to dig. (Ob 4 test.) 
(Imagine a teapot shaped space set just below the ground. ) The trap 
ent rance is in the spout-prey step on the pit ent rance then slide down 
into the main hollow. If the spider is at home, he usually waits at the 
top of the hollow for the prey to hit bottom, after which he rapidly 
descends before the victim can recover himself. Jug-hollow mouths 
are smaller and better concealed than standard pitfall s. If dug with 
the Burrowing skill alone, they are an Ob 3 Perception t est or an 
Ob 2 Observation test to detect . If d ug by a spider with the Snares 
or Camouflage skill, -they are an Ob 6 Perception test or an Ob 3 
Obse1vation test to detect. 

For the inexperienced character, being snared or falling into a pit is 
the perfect time for a Steel test to be made. 

WebWyrds 
Wyrd webs, Great Spider's spells, are cast like ot her sorcerous 
incantations. They use the spider 's Weaving skill plus his Will exponent. 
The obstacle mechanics are the same as for a normal spell: The test must 
meet the obstacle of the spell . Extra successes can be divided between 
effect and area. Time for these spells is detenn ined in actions rat:her than 
syllables; these spells are not spoken, they ar e woven. 
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The difference between wy:rds and sorcery, is wyrd-weaving is a written 
rather than spoken art. When a web wyrd wants to cast a spell, he weaves 
a web into a certain pattern. Depending on the type of spell, this can affect 
those in the web or those who are near the web. Another major difference 
is that all spiders are Gifted. The Wyrd-Weaving training skill teaches 
spiders how to unlock the magic in their innate ability to weave webs. 

The Webs of the W)Tds 
Because of their written form , many of the wyrd- spells last much 

longer than ordinary sorcery and can exist independentl y of the caster. 
Wyrd webs that use the Sustained duration gain an innate benefit due 
t:o the way they are woven: For all wyrd webs, the webbing counts as a 
Sustainer MatrL'i: . 

Sustainer Matri:r 
To use a sustainer, the wyrd simply casts a "Dm·ation: Sustained" 

spell and then states, "Tam putijng Wyrd-Cloak [or whatever] into its 
web. " The spell is then considered maintained by the sustainer. The 
wyrd-weaver does not have to allocate a Will die to hold the spell. 

The spell is sustained so long as the sustainer (web ) remains in 
contact with the wyrd. Note that the sustainer does not protect against 
Tax. The Sorcerer must still retest Tax as per "The Power Still Flows 
Through Him" rule on page 217 of t he Bm·ning Wheel. 

WyrdWebs 
Ga.hranizing Web Ob 3 s Actions 

A web wyrd may alter the strands of a web so that all those who look 
upon it shed their fears. While th e wyrd maintains the spell, any 
Hesitation within the area of effect: of this spell is immediately removed. 

Origin: Presence Area of Effect: Single Target/Presence 
Element: Anima Impetus: Influencing 
Duration: Sustained Resource Point Cost: 6 

Web of Fear Ob 5 14 Actions 

This spell causes all those who look upon the wyrd 's web to make a 
Steel test . 

Origin: Presence 
Element: Anima 
Duration: Hours 

Area of Effect: Single Target/Presence 
Impetus: Influence 
Resource Point Cost: 1 0 
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Web Stee1 Actions 12 

The web wyrd may increase the strength of his webs. Extra successes 
can be use to increase the Sw-face/Breach ratings by one (each success 
increases both) , increase the Integrity by one, or increase the Material 
Strength by one. Successes may be divided among all three options. 

Origin: Personal Area of Effect: Single Target-one web 
Element: Anima Impetus: Enhancing 
Duration: Sustained Resource Point Cost: 12 

Wyrd Ca11 Ob 5" Actions 1 5 

The wyrd spins a web that, when touched or when the wind passes 
through it, sends out a siren call to all those nearby and draws them 
hither. 

The spell causes any non-spiders within the area of effect to make 
a Steel test. If any Hesitation is generated, the character must move 
toward the spider's web. 

Once spun, this spell sends its call out for one how· plus one hour per 
extl'a success . Characters must make a Steel test for each exchange they 
remain within the sound of the CalL Spell successes may be allocated 
between Duration and Area of Effect. 

Origin: Personal Area of Effect: 1 Os of paces 
Element: Anima Impetus: Influencing 
Duration: Homs Resource Point Cost: 20 

W.)rrd Ooak Ob 4" Actions 13 

Spinning a weave of darkness and subteifuge, the web wyrd fades into 
the foliage like a shadow at midnight. Extra spell successes count as 
a Perception obstacle for those attempting to spot the cloaked spider. 
Characters without Observation suffer a double obstacle penalty. 

Origin: Personal Area of Effect: Caster 
Element: Heaven Impetus: Control 
Duration: Sustained Resource Point Cost: 16 

Wyrd Sail Oh 4" Actions 12 

By spinning special patterns into his silk sail the wyrd weaver may 
exert greater control over his flight. Add extra successes to his Silk 
Sailing skill. Extra successes can also be used to increase dmation. This 
spell must be cast as the sail is being created. 

Origin: Personal Area of Effect: Single Target-one sail 
Element: Air Impetus: lnJluence 
Duration: Homs Resource Point Cost: 16 
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Wyrd Shield ob 5A Action£J..6_ 

This spell allows the spider to cover himself in a protective web coating. 
T his Wyrd Shield acts as armor for the spider. The armor counts as 
a chainmail equivalent and count as armor protection dice for the 
cephalothorax. Extra successes may be spent to cover 1he legs location 
and abdomen location . T he spell lasts for one hom·, plus one per each 
success devoted to duTation. 

Origin: Personal 
Element: An i.Jua 
Duration: Hours 

Area of Effect: Caster 
Impetus: Enhancing 
Resource Point Cost: 20 

Wyrd Strands Oh 4A Actions 15 

A web wyrd may control web strands as if t hey were his own limbs. 
The web moves with a Speed and Agility equal to the caster 's W.ill plus 
one per cxtTa success. The web wyrd may perform martial actions with 
these enchanted strands. 

Origin: Presence 
Element: Anima 
Duration: Sustained 

W_)ITd TbraJJ 

Area of Effect: Single Target-one web 
Impetus: Control 
Resource Point Cost: 16 

Ob5A Actions16 

When in view of this wyrcl web, victims are susceptible to the spider 's 
suggesti ons. "Why not step a lit.tJe closer? " 

A web wyn{ must meet the obstacle of this Sf ell in order to correctly but!tf 
the web. E;xtra successes tfedr.catetf to the effect indr.cate the wt!l exl'onent 
that the web will affect. Thus t( a stitfer l'uts 4- extra successes into the 
effec~ creatures with a wt!l extonent of 4- or lower will be susceftt'bfe 
to his su!J!Jestions. 

The duration of this spell indicates how long the web retains its magical 
effects. After the allotted time, it degrades and grows useless. Ex tra 
successes dedicated to clm·ation increase the time by one hour per extra 
success. The suggestions themselves last as long as any other mundane 
suggestion would-they seem completely legitimate and like a fin e 
idea: "I'd love to join you in yom web!" 

Origin: Personal Area of Effect: Double Presence 
Element: Anima Impetus: Influence 
Duration: HOliTS Resource Point Cost: 20 
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New Ritual of Blood 
The Secret of Eight Ob 5 z Actions 

Combining the twisted knowledge of Ore rituals with the language 
of Great Spiders, some addled mind has created a spell to call forth 
spiders great and small from their dens-beckoning them to the caster. 

Origin: Personal Area of Effect: Leagues 
Element: Anima Impetus: Calling 
Duration: Instantaneous Resources: 10 

Spider Resources 
Spiders may spend their resomce points on relationships, affiliations and 
reputations like any other character. 

Relationships can form between other Great Spiders, either from the 
same nest or brood, or between other wandering souls. Spiders often 
form relationships with Orcs , Trolls and Wolves as they are thrown 
together in the Black Legion. But it is not unheard of for a Master Weaver 
to overcome the fears of Elves or Men and form bonds with them. 

Affiliations almost always come in the form of bonds from the brood or 
nest or hunting pack. Sea Lords are very clannish and put great pride 
in their pack affiliations. Spiders of the Undemest form cabals. Each 
cabal is headed by a Handmaiden. She knows all in her cabal by scent 
and name. Together these cabals protect the Undernest and perform 
dark deeds together. 

Wyrd Webs 
Spells for Web Wyrds are pmchased using resource points. The cost 

of each spell is listed with its description. 

Great Spider Tactics 
Though adaptable and skilled, not being able to use tools and weapons 
does limit a spider's options. Unless he is a St:rand-1-hmter, a Stalker or 
a Web Wyrd, a spider is going to have to grapple with his opponent/prey 
and subdue it from the Inside. 

On the Inside, a spider has access to his rather potent bite. The fangs, 
plus the spider's venom, make a dangerous weapon. Also, any spider 
with the Weaving, Snares, Lariat, or Silken ConsU'l.Jct skills may wrap 
its prey with webbing. 



The Web of Great Spiders 

Wrapping 
When a spider (with the aforementi oned training) performs a 

successful Lock maneuver he automatically " wraps" his victim. The 
mechan ics for the Lock are the same as listed on pages 159 of the 
Bm·ning Wheel, except that the Lock does not need to be maintained 
by the spider. The webbing does all the work. The spider can let go of 
his victim, but the Lock remains. Wrapping is an instinct for the spider 
and requires no extTa actions or thought-while their fore-limbs attempt 
to pin and hold their prey, their hind legs a re wrapping silk around the 
victim's extn miti es . 

Once wTapped, a victim cannot escape from the webbing by the 
normal means of Power vs Lock . To escape Jrom a spider's Lock, one 
must cut the webbing, burn it off, or make an Ob 8 Power test (the stuff 
is imposs ibl y stretchy, so pulling or tearing at it has little effect ). 

A common tactic is for a spider to Close, Lock/Wrap, Bite and then 
Withdraw and let the poison take effect. 

Molting 
When a spider grows, adapts or heals, its whole exoskeleton changes. 

The old shell is shed in favor of the new. Occasionall y, when wandering 
through a spider-inhabited forest, one will see these husks of "dead" 
spiders. They a re actually signs of a living, gro\ving being. 

A Great Spider molts when he has advanced two physical stats (o r one 
stat by two points); when he eams a new di e 1Tait or a trait that in any 
way alters hi s physical appearance or statme; or when he heals from a 
Severe, Traumatic or Mortal Wound. Any deep wounds, missing pieces 
or even lost limbs are completely restored in the process . 

If over the course of his career a Sfitler 's Ajt"!tly has risen from 86 to 88, 
then he must molt before he can benefit from this new abikty. 

Molting Time 
When it is time to molt, a new exoskeleton will form under th e old. 

The old exoskeleton will crack open, and the sp ider will climb out bigger 
and better than before. The time for .. this process depends on the physical 
stat points of the spider-the total physical stat points equals the nwnber 
of total clays for the process . 

A Sfitler with the stats: Aj 8 7, Sf 88, Po 84, Fo 84 wouM re'fuire 23 

days to coml'letefy molt. 
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The first three quatters of this time represents the internal processes. 
The last quarter of the time represents the spider 's emergence from its 
shell and the subsequent hardening of its new one. Dming this last stage, 
the spider is incredibly vulnerable-its limbs are rubbery and its fangs 
are useless (all physical stats drop by half during this stage and the 
spider has no natural armor to speak of). At the end of the required time, 
the spider 's shell hardens and he is better th an ever ! 

Molting pmposes can be combined. For example, if a spider has been 
wounded and has earned a new die trait, the process for both can be 
combined into one molt of the standard duration. 

Healing Time for Spider Wounds 
A spider 's alien physiognomy heals differently than other creatures . 

Listed below are modified healing times for the creatures . In general, 
these times have been reduced to reflect its resilient and bizane nature. 
However, for Severe, Trawnatic and Mortal Wounds a spider must also 
spend additional time molting after his woUIIds have closed. 

Spider Recovery Obstacles and Time 
HeaJth Ob Recovery Time 

~~;,;;;=-~----.,..,.,...;1 ...---..,..-.-;.1-"'5~~Xw.s --,...""~r-,.. 
~~~------~~2?-~_.~~3~-S~d~ay~s --~aa~ 

3 3-8 weeks 
4 1-2 months 
6 3-5 months 
7 7-12 moriths 

!( ouY Sfitfey from the fYevious examl'!e su(feYs a SeveYe wountl, he wouM 
heal in two months from the fain, shock anti 6/eetlin!J of the tYauma. 
A(teY which time he wpu/tl mo/t-(oY 23 days acconlin!J to his stats­
antl be coml'/etefy Yestoml. 

Since spiders will always regenerate external physical damage, it is 
important to note that Botched Recovery tests generally indicate that 
something has gone wrong on the inside-an organ or nerves were 
damaged. These things cannot be repaired by molting. The spider suffers 
from pennanent disability (from a failed Health test for recovery) like 
any other character. 

Botched recovery tests for Superficial, Light and Midi wotmds indicate 
that the wotmds will take the full amount of indicated time to close up 
and for the pain modifiers to go away. 
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Spiders In Play 
Spider Ingenuity 

It is important to remember to play your sp ider character as smart 
(or as dumb) as you would any other character. Just because they don't 
use tools , and don 't have a written language or live in houses, does 
not mean these creatw·es are not intelligent. Use yom· spider's inherent 
tools- namely his ability to climb and spin webs-to create interesting 
and innovative solutions to problems. 

Just because a garden spider sits around all day and waits for prey 
doesn 't mean you have to. Once yo u take over your Great Spider 
character, he can literally do anything you want him to: Learn new 
skills and earn new traits. Don't limit yomself. 

Spider Speech 
A sp ider does not have the same kind of r espiratory system as a 

mammal and its mouth is not designed to modulate sound in the same 
way oms is. Over the millennia, Great Spiders have learned to imitate 
High Speech. Th ey do this by sucking air through their mouth and 
modulating the sound with their palps. The result is a hissing, staccato 
and bizarre recreation of om· speech, but once you get used to it, it is 
reasonably understandable. 

Spider Spells 
The majority of the \Vyrd Webs are either Sustained or Homs dmation. 

This allows the Web Wyrd to cast his speiJ s and forget about them for a 
little while. Very useful! 

Spiders and Positioning 
Great Spiders a re the master positioners in combat. In a Fight! they 

are unparalleled due to the high Speed, high Reflexes, high multiplier 
and piles of traits and bonus dice. They control the fighting space. Even 
in Range and Cover, they can hold their own and close in before their 
opponent can get a shot off. 

Also, in Bange and Cover, a spider's web is something of a home base. 
Silken Constructs can be used as cover, and webs can be used to ensnal"e 
the unwary. If both parties are within optimal, and the spider wins a 
Maintai..rr action, he has hea.rded his opponent into one of his webs (or 
pitfall s) . Roll the die of fate to determine how stuck they become, etc. 
This trick can only be tried once per Range and Cover. 



Brute's Story 
His has,ul jot stuck in the thatcht'nj. t;rn. Why was this so tftf(icult? Brute 
thoujht to himself Its just sticks and stuff So thick. He tried to push throujh, 
hut it woufdn 't jive. 

Aln'!J said, "Let me help. "His friend leaned in and pushed his hands into 
the roof tw'!fs. He jOt stuck, too. Inside, there was notse-p'!fs, jOats, and 
1uestions: "whos there? Hello?" Aln'!J smckeretl, "Dinners talkil1j." 

"Shut up, sheeps wool. We'.s stuck, "jrumh!ed Brute. Now hts hand wouldn't 
come hack out. When he pulled, the whole cottaje creaked and shook. Tlus wasn't 
workinj. A doj started harkt"nj. Aln'!J was pusht"nj. 

"Quit pushil'lj and help pull, "jrowled Brute. Thts was jOil1j south fast. He 
was hul1jry andjust wanted toea~· he hoped that the sun dt"dn't come up early 
today, 'cause he'd he in trouhle. Aln'!J was still pushil1j. 

"!said, 'Pull!"' Brute jYUnted Aln'!J pushed The cottaje jroaned and swayed A 
h'!Jh-pitched scream whtstled out from the cracks in walls. "Pull, sheeps wool!" 

"!am, I am!" Aln'!J strained as he continued to push. Brutes hands were still 
stuck in the thatchinj. The more hts friend pushed, the t'!fhter the thatcht"nj s 
jrtp hecame. 

"Pull!" Brute roared 

"!am!" 5'fuealed Aln'!J defensively. 

A juicy little fijure darted from the cottaje and ran down the road Animals 
streamed after it. Brutes heart pounded in hts chest. Dinner was jettt"nj away! 
"Ain'!J!" he jerked hts h~ad and roared But hts friend dt"dn't see the escape, 
because he was too busy "pullt"nj" hts hands free. 

As Aln'!J leaned closer to jet a better jYtf on the thatchinj, Brute saw hts 
opportunity. He arched hts back like a catapult arm. When Aln'!J s head was in 
ral'lje, he let fly-smashinj hts bony horns into the st"de of hts friends skull. 

The colltsion made a terrific repor~ echoil1j across the sleepinj villaje. Aln'!J 
harely nottced Brute hit him with another one. Smack! Hts friend jruntetl, 
blt"nked and shook hts head, "Hey .. "Brute dt"dn't wait for an excuse, he hit him 
ajain. Thts was fun. Crack! Aln'!J stajjered back, and fell 5t"tti11j. 

Finally, Brute wrenched hts hands free of the thatcht"nj. He turned to his dazed 
friend Black blood oozed from hts dented temple. A sheep pranced by alol1j the 
road, just out of reach. Brute heard votce5, feet and metal amonj th~fouses. 
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''Ainij, I'm huMjry!" He kicked his friend in the chin. The troll was knocked flat 
from the force of the blow. "I'm hun!JIY, Alnij! I said, 'pull' antlyou push! Stupid, 
Alnij, stupid! I'm huMjry!" Brute heat his inchoate ra!Je into Alnij s face. 

Pantt'Mj with exertion, antlruite satisfied with the reworketllantlscape of his 
friends face-he particularly ft'lcetl how his rijht eye was huf!Jin!J open anti how 
the other was sealed shut-Brute looked up anti realized he hat! an audience. 

FlankiMj him was a crowd of stunned townsfolk; spears lowered anti torches 
raised In the distance, a !Joat bleated Brute slowly rose to his feet, attemptt'nj to 
maintain as fearsome a disposition as possible. There were dozens of spears. 

An enterpn'siMj se0eant threw ht's weapon at the loomin!J troll. It hit into ht's 
hide, stuck for a moment, then sadly fell to the !Jrountl with a dull clatter-one 
end anti then the other. Brute barely felt it, hut he knew there was worse to 
come. Without wastt'Mj a moment, he turned anti bolted Ht's trunk-like le!JS 
pounded the packet! vltrt, leavif'lj miniature craters in ht's wake. 

As soon as he turned tail, the vt11a!Jers let up a hue anti cry anti !lave chase. Not 
wantt'nj to he thou!Jht a coward, Brute pullet! up short, whippet! around, anti 
he/lowed menact'nj/y, "You were next!" Ht's threats were met with a hat1 of rocks 
anti torches, so he '{utckly took to ht's heels a_rjatn. Con!fratulatt'nj himself on how 
fast he cou/tl run, he fled into the nijht. 

Brute 
Stats- Wt: B2, Pe: B2, A!J: B4, Sp: BS, Po: B8, Fo: B7 

Attributes- Hea: BS, Ref B3, MW B14, Ste: B8 

PTt;S: Su: BS Lt: B8 Mt:· B11 Se: B12 Tr: B13 Mo: B14 

Traits- Clawed, Fanjet!, Nijht-Biootletl, Nijht Eyed, Massive Stature, 
Stones A!Je, Tou!Jh, Scaly Skin, Voracious Carnivore, Horns, Brute, Troll Savant 
anti Oafishly Charmt'n!J. 

Skills- Brawlt'nj B4, Forest-Wt'se Bl, Stealthy B2, Man-Wt'se Bl, 
Vt1/a!Je-Wt'se Bl, Intimidation B2 

IMS- Bare-Ft'stetl: I B4, M B8, S B12. VA 1, Fast, Short. ChaY!Jt'n!J Horns 
tlo tlama!Je as per hare-fisted, or atltl + 1D to Brawl. Heat! butt: I BS, M B 10, 

S B12, VA 1, Slow, Short. 

Armor- Scaly Skin: full hotly covered with plated leather armor eruivalent. 

lnsttncts- Clean anti sharpen horns a!Jainst rocks. Double check hattlefieM 
after com hat: No one survives. 
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Troll Lifepaths 
Wild Setting 

Name Time Res Stat J.eads 
Born Wild 

Skills: 2 pts: General 

Traits: 1 pt 

1 

Pit 

+lP Cave 

Skills: 3 pts: Brawling, Forest-wise, Stealthy 

Traits : 2 pts 

Skills: 2 pts: Bridge-wise, Intimidation 

Traits: 1 pt: Stubborn 

Mariimnter 

Skills: 2 pts: Man-wise, Village-wise 

Traits: 1 pt 

Skills: 3 pts: Torture, Extortion 

Traits: 2 pts: Boor 

Wild Notes 
1: Brute requires Bridge 1-Iatmt, Mine Haunt, Manhunt.er, Dwarf Hunter, 
Batte1ing Ram, or Mattock. 2: Bull requir·es Brute. 



Cavedweller Setting 
Name Time Res Sial l.eads 
Born to Dark Caves 5 yrs 2 Pit 

Skills: 2 pts: General 

Traits: 2 pts 

Dweller 4 yrs +1 p Wild 

Skills: 2 pts: Climbing, Rock-wise, Brawling 

Traits: 2 pts 

Mine-haunt 12 yrs + 1 M/P Pit, Wild 

Skills: 2 pts: Mine-,vise, Brawling 

Trait,y: 1 pt 

Dwarf-hunter 6 yrs 3 +1 M, P Pit 

Skills: 3 pls: Dwarf-wise, Throwing 

Traits: 1 pt: Stubborn 

Dread Stone' 30 yrs 4 +2P 

Skills: 3 pts: Camouflage, Stealthy 

Traits: 3 pls 

Cavedweller Notes: 
1: Dread Stone requires Mine- haunt or Dwarf Hunter. 
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Pit Setting 
Stat 

Skills: 1 pt: General 

Traits: 2 pts: Vile Language 

Tt~rtured 3 s 

Skills: 1 pt: (No skills: skill point must be spent on other lifepath skills) 

Traits: 3 pts: Tasting the Lash, Numb 

Ox 1 +1 p 

Skills: 1 pt: (No skills: skill point must be spent o~ other lifepath skills) 

Skills: 2 pts: Brawling, Throwing 

Traits: 1 pt: Heaving 

Skills: 3 pts: Hammer, Formation Fightingi 

Trait.Y: 1 pt: Brutal 

s 6 +1'M/P Wild 

Skills: 3 pts: Shield Training!, Intimidation 

Traits: 1 pt: Unflinching 

Skills: 3 pts: Torture, Lash 

Traits: 1 pt: Where There's a Whip, There 's a Way: Tough as Nails, 
Bellowing 

Skills: 3 pts: Command, Strategy: 1 pt: General 

Traits: 2 pts: Insidious Cruelty, Wickedly Clever 

Pit Troll Notes: 
1: Mattock reC[lrires Ox, Battering Ram, Dwarf Hunter, Manhunter or Brute. 2: lronshield requires 

Mattock or Brute. ~: Bellower reC[lrires Bull or lronshield. 4: Warlord reC[ltires Bellower. 

t Indicates Training skill. These skills cost two points to open and may not be advanced. 
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Stat Pools for Trolls b 

All Bets Are Off 
Considering how mentally and physically handicapped Trolls are in their 
maximum and m:inimum stat requirements, these characters may ignore 
Lhe starting character exponent 6 lintit: for Power and Forte. If desired, a 
player may start his Troll with its max:immns in Power and Fmte. 

Troll Round Up 
• Massive Stature: Stat maximum exponents: Per 6, Will 6, Agi 5, Spd 5, 

Pow 9, For 9. Minimum Power and Fmte of 4. 
• Claws: + 1 Power for damaging Locks. 
• Fangs: + 1 Power bite attack on the Inside 
• Night-Blooded: Tmned to stone by the sun 
• Night Eyed: No vision penalties for dim light or darkness. + 1 Ob in 

bright light 
• Tough: Round up for Mmtal Wound 
• Troll Skin provides full body leather armor equivalent protection 
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Mountains 
of Trolls 

Born of stone and sorcery in the dark ages at the 
dawn of time, these fell creatmes now roam the earth 
destroying and devoming anything that crosses them. 
They are simple of mind, have no craft save mmder, 
warfare and scheming, and are impossibly tough . 

In this age, Trolls are generally found in one of 
three places: Either in the lost and far-flung wilds 
hunting the unfortunate, in the caves and mines sunk 
deep into the earth, or in terrible black hosts allied 
with all that is corrupt and wicked-set upon the 
destruction of all civilization. 

Trolls in the wild will occasionally form gangs . 
These serve the dual purpose of efficiently ravaging 
outlying countryside while intimidating other Trolls 
into joining the pack. Inevitably, these gangs are loose 
confederations of a handful of lazy, and difficult to 
motivate indjviduals-so they dissolve as quickly as 
they form. 

When dwelling underground, Trolls are exclusively 
solitary. Perhaps it is the scarcity of food that drives 
them to dus behavior. Whatever the reason, Dwarven 
miners rarely report sighting more than one of the 
beasts at a time. 

There is a certa in breed of Trolls that forms a 
twisted society. These beasts are born and bred 
in great, dark pits where they are tortured until 
broken into obedience to their masters. From these 
violent ranks a real leader arises-a Warlord-who 
galvanizes h is host and chives them on to conquer the 
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mortal lands. F01tunately, such formidabl e leaders are ext-remely rare 
among Troll kind- often an entire age passes with no word at all from 
these creatm·es. 

Common Traits 
~ed ______________ ~---------------

Trolls typically have massive, craggy claws used for digging and 
tearing. They don 't often use their claws as a weapon , favoring the use 
of t·heir stone-like fists to subdue prey. However, if a Troll has another 
character in a Lock and chooses t:o do damage (rather than increase 
the Lock) add + 1 Power to the damage of the attack clue to the claws 
digging into the victim. 

fumg~----------~~-----------
A Troll's mouth is a mass of misshapen teeth and fangs . He may bit.e 
when on the Inside. +1 Power, VA-, Slow weapon, Shortest. 

Night B1ooded Dt 
Noctmnal by natme, Trolls typicall y shm1 the sunlight, for it willtmclo 
the sorcery which gave their night-stalking ancestors life. Exposure to 
stmlight causes the Troll's stony-roots to consume him and crush him 
from within. 

Night Eyed Dt 
Born of the stuff of night, Trolls can see perfectly well in the dru·kness 
and suffer no penalties for nighttime condjtions. However, rain and 
haze do affect them like other characters, and bright light imposes a 
+ 1 Ob penalty. 

Massive Statur_...__ ____ ---LL._L _ _ _ _____ __ 

Trolls are the definition of Massive Stattu·e. They are banel-chestccl, 
hulking beasts with long thick limbs and shoulders like towering 
cliffs. The largest: of their munber grow twice as t.all as men , but 
even the smallest adults arc rarely less than seven feet in height . 
Increase all weapon lengths by one. 

These great hunbering beasts must have a m inimum Power and 
Forte of 4. The maximum exponents for Power and Forte arc 
9. The rnarirnurn exponents for Agility and Speed a re 5 . Speed 
mult iplier is x3 .5 . 
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Stone's Age Dt 

Trolls were born of stone and sorcery and to these roots they remain 
closely tied. Though not immortal, these creatures age very slowly and 
are capable of living for long centLu·ies-iJ they can sm-vive their own 
violent tendencies. 

However, the weight of granite in their blood has detrimental effects. 
Their view of the world is dim and ponderous and their ability to intuit 
or empathize is minimal. A Troll may not have a Perception or Will 
exponent higher than 6. 

~~------------~------------­
Trolls are the embodiment of tough. Round up when factoring Mortal 
Wotmd. 

TroJJ Skin Dt 
Troll Skin is resilient and leathery. It provides full body coverage of 
leather armor equivalent protection. 

As be gets older, a Troll's flesh often hardens into a stony mass. Thus, 
the Troll Skin tmit maybe upgraded to Scaly Skin or Stone Skin for 
just a few trait points. See the Troll Special Traits list. This skin carmot 
"fail" and become damaged like armor: l s are discotmted in this case. 
VA works as normal against this arrnor. 

Voracious Carnivore Char 
Raw flesh is the favorite diet of Trolls. They require substantial intake 
of it to keep their cold blood flowing through their sclerotic veins. This 
flesh can come in nearly any form-Trolls are not picky so long as there 
is a lot of it. 

Choosing Lifepaths 
Trolls use the standard rules for choosing lifepaths. They must take 

the one year Lead penalty for changing settings. You'll also notice that 
trolls have no "Outcast" setting. They are all outcasts. 
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Lifepath Traits 
.Add1ed Char 

On occasion, a Troll finds himself in the middle of nowhere. After 
having wandered out to the fringes of somewhere and across a stretch 
of nothing, the Troll is completely alone and with little to do. It is 
during this time that a Troll comes closest to truly thinking. This is a 
somewhat disuu·bing process for the beast and tends t:o leave him a bit 
addled . 

Bellowin 
The sound of this Troll's voice is unimaginably loud. Use as a call-on 
for Intimidation and Command. 

Boor Char 

Bull Trolls have forceful personalities. Perhaps verging on the barest 
of leadership qualities, but mitigated by ill moods, bad jokes and a 
predilection for overbearing violence. 

Brute Dt 
This Troll is so tough (or alternately, SUlpid) that he doesn't know when 
to give up. When taking die penalties from wounds, mental slats do not 
count for the pwposes of incapacitation. 

Hauling C . .:..~- .L_ _______ _ 

Ox Trolls are the beas ts of burden in the Troll legions. They haul 
impossible loads for interminable journeys. Use this trait as a call-on 
for Power when pushing, pulling or hauling loads. 

Heaving C-O 

The lowest rung for Troll soldiers in their great legions is that of the 
Battering Ram. These massive brutes haul f01th great war engines to 
the walls of the citadels of their enemies and are even used themselves 
to batter clown walls. Use this trait as a call-on for Power when trying 
to break, smash or knock over something. 

Insidious Crue1ty Char 

Troll Warlords go to extra lengths to ens me that: the most pain, damage 
and destruction is caused by their efforts. 

Mind Numbing Work Char 
Digging, stacking, razing- simple ta sks in endless repetition that a 
Troll can do ceaselessly. 
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Numb D 

When they are just past pups, P it Trolls are taken to an ashen waste 
where they are tortured day and night for years- whipped, beaten and 
pierced. Th is is done by the Bell owers and Warlords to break down 
any sort of nascent resistance present in the young Trolls- designed to 
make them good servants. Such Trolls are hardened with scars from 
years of pain , and they may ignore the effects of Superficial wounds. 
However, three Superficial wounds still counts as -1D. 

S1ow Char 

Without t he pressure of everyday Trolllife-lnmting, killing, maiming 
and torturing-things just seem to slow down for a Troll. "What's the 
hmTy? What's the rush ? All the time in the world. Better not go out: the 
stm might come up ." 

Tasting the Lash Dt 
Great horrid lashes beat the backs of Ox Trolls. This trait negates 
Stubborn and Slow. A troll with this trait must obey one with the Lash. 
Also, see page 205 of the Character Bmner for more info. 

llnflinchbGg ____________ ~~-----------------
Iron Shields are the bodyguards and retinues of the Troll legions. They 
a re trained to stand guard and lay down their lives for their Warlord 
master. This t.rait reduces Hesita tion by 4. 

Wicked1y Oever Char 

Warlords quickly grow to understand that the world sees Trolls as 
mindless brutes, good only for absorbing and dealing devastation. 
Outsiders forget that Trolls can evince intelligence. Troll Warlords 
use this prejudice to their advantage-playing the part of the dumb 
automaton while sche~ring and plotting behind their thick masks. 

Where There's CLWhip_.....~----'-""-------------­
A Troll legion is run in a similar fashion to an Ore legion-through 
pain and feru·. Those with whip ir1 hand command, those without: obey. 
Characters who possess this trait can fo rce other Trolls tmder them to 
obey theiT will. If a Troll with the Where There's a Whip, There's a Way 
trait is lashing another Troll or group of Trolls (or Wolves or Trolls or 
human slaves) , and that individual or group fails a test, the Ore can 
force the character ( s) to reroll. Tlris effect is automatic so long as the 
plqyer is bellowing and flailing aroun d like he has a whip in his hand 
(and his character actually has a whip). Only one reroll per test is 
allowed. 
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Choosing Traits 
TroUs have a host of special traits exclusively available to them. They may 
also choose from the Ceneral Trait list, but they may not ta ke: AtLra of 
Innocence, Bodhisattva, Cadaverous, Chronologue, Diminutive Stature, 
Fa ithfu l, Farnily Heirloom, Fleet of Foot, Ciftecl, Joan of Arc, Maosive 
Sta!LU'e, Mister Lee! , Quick -witted, Sight of the Bat, or Street Smart . 



Special Traits 
Berzerker Dt 3 pts 

When he fails a Steel test or suffers a wound (that he can feel: Numb 
and Dead to Pain work against this trait) , the monster immediately 
and automatically shifts into Aggressive stance. There is no hesitation, 
even if he failed a Steel test. While em aged he will, (and must) attack 
any living (or seemingly living) thing arotmd him-starting with that 
which just hurt/enraged him. He then moves on to the next closest 
target, friend or foe. The Troll remains in Aggressive Stance even if he 
sprints. The rage lasts for exchanges equal to 10 minus the character's 
Will exponent. 

If the monster is ah·eady in Aggressive Stance when the above conditions 
are met, he must make a Steel test but with -1 hesitation. If the Troll 
hesitates, instead of standing and drooling, he may "roar and bellow." 
Two actions of roaring and bellowing count as an Intimidation test. He 
may only Intimidate (or run away) while hesitating. After he recovers 
himself, it's back to the smashin'! (Also, he does not lose his stance for 
hesitating). 

Brute Dt 4 pts 

This troll is so tough (or alternately, stupid) that he doesn't know when 
to give up. When taking die penalties from wounds, mental stats do not 
count for the purposes of incapacitation. 

Bull-Legged Dt 2 pts 

In place of his clawed feet, this Troll possesses a pair of bony hooves. 
These hooves give him a + 1 Power, VA 1 to kicking attacks, hut they 
count as a Slow weapon. The Troll also walks with a distinctive gait 
and makes quite a 'racket when treading on hard surfaces. Any Speed 
or Stealthy tests made while on smooth stone, ice or really hard, smooth 
wood are at a +1 Ob. (May not be combined with Webbed Feet.) 

Crushing Jaws Dt 3 pts 

This Troll 's jaws are massive, distended and terrible. Crushing Jaws 
count as: +3 Power, Add 2, VA 2, Slow Weapon, Shortest. Crushing 
Jaws replaces the Fanged trait. 
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Czy:stalline Spines Dt 3 pts 
A growth of crystall ine spines sprout from the back and shoulders of this 
1\·oiJ . The spines m·e sharp to the touch and break off and lodge themselves 
in dw flesh of the Lmwary, causing great discomfmt. Any creatm·e that 
ge ts inside sn·iking di stance or otherwise comes into contact wit·h the 
TruLl 's spines sttffers a + 1 Ob to all tests until the sp ines m·e removed. 

Spirws can be plucked out in about a half hom. If the Smgery or Field 
Dressirtg skill is used, they can be treated in the time it takes to tend to 
a Superficial wound. 

H the troll is forced onto his back-if he falls or is pushed-it is 
poss iJJle that the spines are crushed and flattened. Roll the DoF. On a 
1 th e spines are crushed and mmsable. It takes about a month for the 
cryst·ab to regrow. (They always regrow.) 

I2evourer Dt 3 pts 
Thi s Troll has a tendency to eat anything- soil, ston e, wood, metal 
and fleoh. He is indiscriminate in his choices, and i.n fact cannot help 
l1imself from sampling his smToundings. Add +1 VA to bite attacks. 

Earth Blood Dt 3 pts 
.\ u tn a tter how bacUy wounded, this Troll will a lways heal. Cuts will 
close, bones will knit and even lost limbs will regrow. This Troll can 
never fail a Health test l'or Recovery. (Though he can roll poorly, in 
whi ch case maxim tun healing time is required for the wotmd to close.) 
The onJy way to desn·oy this beast is to put hinl to the fire. 

Enemy of the Sun Dt 4 pts 
The greatest, most fearsome of Trolls have been bred to resist the 
bw·ning rays of the stm. They may tn.vel by day and not be tmned to 
stone as with the Night-Blooded trait. Enemies of the Stm do not suJfer 
penalties for dim or twilit light, but they can no longer see in complete 
cla rk (+4 Ob in pitch dark). 

Hammer Hands Dt 2 pts 
With hands like great mattocks, this Tro!J is best su.ited to brawling and 
ptmuneling. Add + 1D to the Troll's Brawling skill for pm·poses of bare­
fisted Block, Sn·ike, Beat m1d Push actions. The Troll sul'fers a +1 Ob 
t·o any other skill that requires manual dexterity (inclucling Throwli1g 
and weapons skills). 
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HookHand~~~~~~~D~~~~~~~~3~p~ts~~--
One of this Troll's hands has formed into a massive bony hook. This 
hook can be used as a weapon: +2 Power, VA 1, Slow, Short: may Great 
Strike. In fact, it is really too big and chunsy to be used for anything else. 

Horns Dt 2 pts 

Great stony homs protrude from the Troll's sku ll. Tn addition to being 
terribly in timidat ing., they also serve a somewhat practical purpose. 
When the troll charges another creature of relatively similar size, he 
may choose to add + 1D to his Charge Power or to do damage on the 
Charge as if he had been simuJtaneously Striking. Damage is +2 Power, 
VA 2, Unwieldy Weapon. The Strike is awkward and is an Ob 2 test. 
(In this case, the Charge action counts as the "set" for the Unwieldy 
Strike). The first two successes of the Charge attack count as an 
Tncidental hi.t to the victim . Fou r successes over the defender's Natural 
Defenses equals a Mark hit. Six over Natural Defenses is a Superb hit. 

Iron Hide Dt 6 pts 
This skin is as tough as iron and scaled like a shark . All incoming 
damage is reduced by -1 pip on the PTGS. Thus a Mark hit from a 
hunting bow would do a B7 rather than a B8. 

Malformed Char 1 pt 

Bent and misshapen. 

Mossy Coat C-0 2 pts 

Covered in a fur of moss and slime, this Troll blends in quite •.\Yell to 
forest or earthy surroundings. Call-on for Stealth y or Camouflage in 
forest or mjnes. 

Oafishly Charming Char 1 pt 
There is something about this Troll. No matter how bloody and cruel 
he really is, members of other races find him appealing and am iable to 
be around. 

Repulsive Blood Dt z pts 

This Troll's blood is noxious and caustic. If the Troll should be bitten for 
effect, the horrid liquid runs into the mouth of the attacking creature 
and causes great discomfort and nausea. Any creature that bites the 
Troll , achieves a Mark result, and penetrates the his armor, must make 
an Ob 4 Forte test. A11y successes missed equal an obstacle penalty that 
lasts for tlu·ee exchanges. 
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Ridged Bmw Dt 3 pts 

Protruding out over h is eyes is a stony brow like unto a craggy cliff. 
This provides + 1 D of armor to Troll's head . 

ScaJy Skin Dt 2 pts 
This scaling provides plated leather equivalent armor protection. This 
skin cannot "fail " and become damaged like armor: l s are discotmted 
in this case. VA works as normal against this armor. 

Stone Skin Dt 3 pts 
The hide of this creature is impossibly tough and unyielding. Stone 
Skin provides Chain mail equivalent armor protection . This skin 
cannot "fail " and become damaged li ke armor: ls are discounted in 
this case. VA works as normal against this annor. 

IrolLSa .... v.uawnu.t..__ _ _____ ......,ChJJJaLr _ _ _ _ _.14p.at _ _ _ 

This Troll has the uncann y ability to form complete sentences, 
understand what is said to him and possibly even comprehend what a 
written language, map or glyph could- if it were possible in the first 
place for scratchings on stone or leather to mean anything- represent. 
He is a mental giant among his peers, and is appropriately hated and 
feared. 

Iwk~------------~~------~~---­
This Troll's lower canine teeth protrude into formidable tusks. The 
beast may use these sharpened weapons to gore the unwary. Add 
+ 1 Power to the Troll's bite attack on the Inside . Thi s trait may be 
combined with Fangs or Crushing Jaws. 

Vestigia] Wings r'M 1 pt 

Two small, bat-like wings protrude from the Troll's shoulders. Flap, flap . 

Webbed Hands/Feet r:'o1 1 pt 

If the Troll didn't sink like a stone in water, he would swim very quickly. 
But everyone knows trolls can'l swim. They sink. 
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Choosing Skills 
In general, Trolls create nothing except misery and woe . This is 

reflected in their lifepath lists . However, they a re sentient creatures and 
not inexorably bound to this fate. They may, if given the opportun ity, 
break away from this. Therefore General skill points may be used to 
pLtrchase any skills from the skill list except: Automata, Enchanting, 
Nigromancy, Sorcery, or Summoning. 
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Troll Skills 
Bridge-wise Root· Prrception 

Bridge-haunts always know where the best bridges are. 

Suggested FoRKs: Man-wise, Dwarf-wise (where appropriate) 

Skill Type: Wise Tools: No . 

.Camouflage Root· Perception/Agilit)' 
Using this skill, a Troll may t.ake on the appearance of his surroundings 
and remain hidden . Dread Stone trolls love to build up false stone 
walls around themselves and then wait for an unsuspecting passerby 
to wander into reach. 

Using this skill effectively requires that the Troll remain motionless 
while camouflaged. Test this skill as a Stealthy or Inconspicuous skill. 
Characters must have Observation to easily spot the hidden troll. 
(Perception tests are at a double obstacle penalty. ) 

Suggested FoRKs: Stealthy 

Sample Obstacles: The Troll creates an obstacle for an Observation test. 
Obstacle is equal to number of successes rolled on Camouflage test . 

Skill Type: Forester Tools: No . 

.E.xtortion Root- Will/Perception 
Bull Trolls sometimes learn that it is more fruitful to let their victims 
live and continue to extort food and shiny bits from them over the 
years. This way they can get more than a single meal out of them ! 

Suggested FoRKs: Intimidation, Interrogation , Haggling 

Sample Obstacles: Obstacles are equal to the Will of the victim. 

Skill Type: Social Tools: No. 

Lash Root· Agility 
J3ellowers bear a massive lash wi th which they drive on their lessers. 
So tenible and huge is this whip that it may be used as a weapon. 

Sample Obstacles: As a melee weapon. See the Resources section for stats. 

Skill Type: Martial Tools: Lash. 

Mine-wise Root· Perception 
Mine-haunts know their way around the tunnels and delvings . 

Suggested FoRKs: Dwarf-wise 

Skill Type: Wise Tools: No. 
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Troll Resources 

Troll Gear 

Troll Gear 
Rags .... . 
Troll Shoes .. . 
Sack .. 
Chest or Footlocker . 
Trophies .... . . . . . . 
Shiny Trophies. 
Pile of Rocks . 
Troll Lash ... 
Mattock. 
Black Iron Shield . 
Cave Hole .. 

Bp Cost 
.. 1 

. ..... .. .. 1 
. .. 1 

.... 3 
..3 

.. .. 7 
.. .... . 2 

..... .5 
. .. 10 

.. .... .5 
. ...... . ... .5 

Troll characters may pmchase a small range of stmdry goods . There's 
really not much. 

Trophies- Trolls love to keep skulls or other k eepsakes from their 
favorite meals. These are then draped across the shoulders or strung 
from the wrists to let other Trolls know how well he has eaten. 

Shiny Trophies- Somewhere along the way, one of the Troll's meals came 
with some very lovely shiny bits. These are usually worn prominently 
about the neck or waist. 

Troll Lash- This dreaded weapon is used by Bellowers to keep their 
subordinates in line. Not only does it give access to the Where There:~ 
a Whip, There 's a Way trait, but the Troll whip is powerful enough to 
be used as an actual weapon. 

Lash: Base Power=Lash skill exponent. Weapon is +2 Power, VA - , 
Add 2, Unwieldy weapon, Longest. The Lash can only be used by 
creatmes of Massive Statm·e. 

Troll Mattock- A terrible weapon . Two-Handed: +4 Power, VA 2, Add 2, 
Slow weapon, Long, may Great Strike. One-Handed: +3 Power, VA 2, 
Add 2, Long, Slow weapon. This weapon is bujlt to suit the size of a 
Troll. It cannot be wielded by creatmes smaller than Massive Statme. 
Even for Trolls, it is heavy. Characters must have at least a B6 Power 
to use it properly. 



A Mountain of Trolls 

Black Iron Shield- This massive shield provides 3D of protection . Its 
sharp edge can also be used as a weapon: +2 Power, VA 1, Add 2, 
Slow, Sh01t weapon. 

Cave Hole- Even a Troll should have a little home somewhere- a nice 
romantic, stinking hole in the ground to call his own. This counts as 
property. 

Troll Relationships 
Trolls usc the standard rules ··for relati onships, r eputations and 

affiliation s. lrecommend Trolls on ly have three possible affiliat ions: 
The Black Legion, the Troll Legions or a Bull Gang. The first two are 
military affili at ions, and the last is an outcast group. 



The Jlous/N" Burner 

Trolls In Play 
Trolls are, on the surface, pretty straightfmward to play. The characters 
are tough and strong, and usuall y slow. A 4 LP Troll typically net s 
enough physical stat points to suck up quite a lot of pmlishment. But the 
great thing about Burning Wheel Trolls is that they are not confined to 
this stereotype. In character bmning, the options are linlited, but once in 
play there is no place for a Troll to go but up. The hardest challenge falls 
in the realm of social and acadenlic skills-but with enough pati ence, 
anything can be learned. 

Trolls are not indestructible. They m·e tough, but I've seen deternlined 
or even just well-equipped 3-4 LP characters bring them to their knees . 
Without the Brute trait, Trolls are vulnerable to incapacitation. Mental 
stats of 2 make getting knocked out a real danger. So, if you must be 
the indestructible kill machine, either take the Brute trait, or choose 
lifepaths that give mental and physical points. 

It's easy enough to integrate these characters into an Ore-based gmne, 
but they can fit equally welJ in any gmne that has a need for nine foot 
tall, anthropomorphic battering rmns. The real challenge when playing a 
Troll is to stay involved in the game. It's too easy to say, "I'm stupid and 
strong, so I just wait." This is an excuse. I encourage players to develop 
good Beli efs and Instincts that tie their Troll characters into the core of 
the situation at hand. If a player takes the "I'm just waiting for combat" 
approach, then their Troll character will never improve or go beyond 
the bounds oJ his starting concept. Breaking down such boundaries is 
possible and even encouraged in this system! 



Blood-of-Fire's Story 
What !food was she t( she couM not birth a tut who wouM stren!Jthen the tack? 
Blood-of-Fire's mother, Stlay- Tooth, had been the Dominant of the Rock-Otter 
tack. She was challen!Jed for her tosition as soon as it was discovered that her 
youn!J yearft"n!J was missiH!J. It was Breather-of-Clouds who rose ut a!Jat"nst her 
and cast from herposition. With herput !lone, Stlay- Tooth's wdl was broken. She 
submitted to Breather's domt"nance with a bowed head, and she never foYJot her 
son's abandonment and betrayal 

Two years later, Blood-of-Fire stole back t"nto the Rock-Otter territory. He came to 
tell his mother of the secrets he had learned from the Stirit-Hunters-came to 
tell her of the Way of the First Hunter. She wouM be proud, he thoU!Jht. But when 
he atproachetl, she shunned him and!JrowleJ. In a hisst"nj voice, she toM him how 
she was cast down when he left. He was the only tut she bore that season, and 
his detarlure was a !Jreat blow to the tack. Breather-of-Clouds was Domt"nant 
now. At frs~ his father had a!! reed to take her as a mate, but he couM not tolerate 
Breather's constant hartt"nj and tauntt"n!J about his last son. One nijht he simtly 
left the tack, takt"nj to the ht!ls and frat/s-a lonely wanderer-leavt"nj Stlay­
Tooth to suffer alone as Last Wolf 

Stlay- Tooth related the whole story to her wayward son, wht"nt"nj and beratt"n!J him. 
She called him a youH!J fool, "Selfish and foYJetful-adventun"n!J and cavorlt"n!J 
about the forest whde your family is cast down and trodden uton!" 

There was nothin!J he couM say. His mother was the last wolf of the tack now, and 
notht"n!J he couM do wouM chaH!Je that. Event( he challen!Jed Breather-of-Clouds 
and her new mate, the tack wouM never accett him as one of their own- he bore 
the tat"nt of the Stirit-Hunters. Crestfallen and shamed, he left his debased mother 
and retreated to the deet !Jfens his new tack haunted 

A; he walked the loH!J mdes he recalled the btjt"nnt"nj of his soft"tary Journey. One 
summer nijht he was awakened from his rest-roused by the call of a distant 
wolf It was a sava!Je and brutal call-a stark warnin!J. Comtelletl, he hat/ 
'fut"etly sllfted out of the tack and tried to fnd the source. Days tassetl, and he 
was lost and mortifetl. The youn!J wolf wouM hear the cry deet t"n the nt:Jh~ but 
he was unable to fndds source. Months tassetl, audit was wt"nter. Shiven"nj, he 
stumbled and fell t"nfo a snow bank, cerlat"n that he wouM die there. An t"nsistent 
tat"n burrowed throu!Jh his warm shell of death and brou!Jht him back to the coM 
ltjht. A titch-black raven sat on his shouMerand tecked at his skull He croaked, 
"This way" and took (fijht. The mercurial bird lead him down a wt"ntft"n!J tafh t"nfo 
a deet, shadowed vale. 



Blood-of-Fire scented death on the wind Crestt"nj a ridje andparlinJ a dry thicket 
he looked down into the bowl of the valley and saw two massive st!ver wolves 3ravely 
perched over the bodies of two other 4reat Wolves. 4ore and entratls adorned the { 
valley floor; but the wolves refrained from eatil1j. 

The raven alljhtedin the cleani-tj and be3an to peck at the eyes of one of the carcasses. 
The st!ver wolves paid him no mind Instead, the elder turned to Blood-of-Fire, 
''come youl1j one, present yourself to us." Beckoned by the deep 3rowls, the lost wolf 
descended into the cleariny, head heM low and tat1 dr«jjt'nj. As he approached, he 
cau3ht scent of one of the bodies and realized that this dead wolf at his feet was of 
the same pack as the two survivors. What's more, the dead st!ver wolf had not been 
Mled by the ;aws of an animal, rather he was struck tn the skull by an unlikely 
fallt'nj branch-his bratns lay dashed tn the snow. 

The elder wolf came forward and drank deeply of Blood's scent. ''!(you can follow, 
I shall tel/you such a story that you wdl not be!teve. "The feedt'nj raven looked up 
from the ra33ed corpse and seemed to nod at Blood His heart raced, but uncerlatnfy 
tujjed at his ltmbs. Who were these wolves? Were they the fabled Dire Haunts his 
mother had warned ht'm about? Should he flee? They cerlatnly were not of a pack 
Me his-the Domtnant tftfl not even ask for Blood's submission. Were these the 
wolves whose howls he had been followt"nj? The elder tftf!not wat't for an answer. He 
and his companion abruptly turned and bolted across the rocks and snow. Without 
another thou3ht or rt:jrd, Blood-of-Fire dashed after them, ea3er to hear their tale. 

Blood-of-Fire 
I 

Wild Wolf Spirit Chaser 

Aje:4yrs 

Perception: 84 (B6}, wi/f.. B4, Ajikty: B4, Sped B6, Power.· B4, Forte: BS 

Reflexes: BS, Health: BS, Mortal Wound B10, Steef.. BS 

Skills: Pack Eti1uette B2, Territory-wise B2, Brawlinj BS, Stealthy BS, 
TYackinj-BS, Pn'mal Bark B3, The Way of the First Hunter 83 

Traits: Wander/us~ Chosen One, Raven Friend, Rash 

Relationships: Pitch (Raven}, Frostbane (Spirit-Chaser}, Splay-tooth (Mother; 
Antipathetic Last Wolf} 

Instincts: Always Stealth. Assess for the Odor of Spirits and Stink of the 
Ancient. Avotf! hooves. 

Beliefs: Chosen to serve: I am destined to ;'oin the First Hunter, 4reat 
4randfather. Fell-Ancients corrupt the Wood with their presence, I shall 
drive them out. My mother must be made to love me «Jain. 

l, ~ I 



(jreat Wolf 
Lifepaths 

Wild Pack Setting 
Name Time Res Sial (,earls 
Born to the Paf!k 1 yr Captive 

Skilis: 2 pts: Genera l: 2 pts: Howling 

Trai/8: 2 pts 

Yearling' 1 yr 3 +1 P Captive. Outcast 

Skills : 8 pts: Pack Etiquette , Stea h·hy, llunting., 

Tracking, Foraging, Brawling 

Trait.~: 1 pt 

Hunter 1 yr 3 +I P Captive. Outcast 

Skills: 7 pts: 1-l11nting, Hoof- wise, In timidation, 

Brawling, Begging, Scent-wise 

Trait.~: 1 pt: Submissive 
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1 yr 6 +1M,P Ca tive, Outcast 

Skills: 5 pts: Intimidation, Command, (Nursing) , Brawling 

Traits: 1 pt: Dominant 

' '/, Y! 3 + 1 M/P Ca tive, Outcast 
----~~ .. ~--~~~-

Skills: 4 pts: Nursing, Pup-wise, Scavenging, Begging 

Trait.Y: 1 pt: Submissive 

3 +1 M/P Cap,tive, Ou(c;.;;;a;;.st;...;. ___ ....,. __ _. 

Skills: 4 pts: Rearing, Pup-wise, Scavenging, Begging 

Traits: 1 pt: Submissive 

Elder3 2vr 3 + 1 :M Outcast 

Skills: 7 pts: Begging, Man-wise, Ore-wise, Elf-wise, Forest-wise 

Traits: 1 pt: Submissive 

2 

Skills: 2 pts: Begging, Pack-Etiquette 

Traits: 2 pts: Submissive, Stained 

Wild Pack Notes 

'"I 
mw 

1!JI 

1: Wolves taking this lifepath must be 1 yr old. 2: Dominant requires Yearling, Aunt, Uncle or Last 
Wolf. Dominant Wolves are the pack leaders. They may be male or female. Female Dominants of 
3 years or older may take the Nursing skilL Males may not take this skill at alL 3: Must be 7 yrs or 
older. 4: Any wolf from any other setting must take Last Wolf to enter the Wild Pack setting. 

Slave to the Legion Setting 
Res Stat 

Skills: 2 pts: General: 2 pts: Howling 

Traits: 1 pt: Vile Language, Demented 

Ca£ed and Beaten ' 

Skills: 3 pts: Pack Etiquette, Begging, Cage-wise 

Traits: 2 pts: Submissive, Tasting the Lash, Deranged 

Skills: 8 pts: Stealthy, Tracking, Trail-wise, Ore-wise, Scavenging, 

Intimidation, Rider Training\ Begging 

Truits: 1 pt: Submissive, Tasting the Lash 

Wa)'ward1 '(YI. 2 Outcast 

Skills: 6 pts: Hunting, Foraging, Brawling, Stealthy, Howling, Escape Artist 

Traits: 1 pt 

Nmsing, Rearing, Pnp-wise, Scavenging, Begging 



The Way of the Great Wolf 

tlowling Beast' 

Skills: 7 pts: Rider Trainingt, Motmted Combat\ Savage Attack, lntirrridation 

Trait.Y: 1 pt: Howl of Doom 

Black Destroyer• 2 yrs 2 

Skills: 4 pts: Rider Trainingt, Mounted Com.batt, Savage Attack 

Traits: 2 pts: Intense Hatred, Great Cunning, Fearless, Cold-Blooded, 
Brutal, Dominant, Submissive 

Ebon J'yrant5 +lM,P 

Skills : 5 pts: Conspicuous, Command, Skirmish Tactics\ Strategy 

Tmits: 1 pt: Donllilant 

Dark Friend' 3 yrs 4 +1M Outcast 

Skills: 5 pts: Stealthy, Tracking, B1·awling, Rituals-wise, Poisons-wise 

Traits: 1 pt: Obedient, Loyal, Fearless 

Legion Notes 
1: Wayward requires Shadow-Chaser. 2: Bitches must be at least 3 yrs old to bear pups. 3: Howling 
Beast requiTes Shadow-Chaser. 4: Black Destroyer req1J ires Howling Beast or Ebon Tp·ant. 5: Tyrant 

requires Shadow Chaser or Black Destroyer. (J: Dark Friend requires Caged and Beaten. 

t Indicates a Training skill. This costs two points to open and may not be advanced. 

Outcast Wolf Sub-Setting 
Name Stat I.eads 
Lone Wolf' Any except Legion---~~-

Skills: 4 pts: Territory-wise, Pack-wise, Scavenging 

Tmits: 1 p t: Wanderlust 

Scavenger' 1 yr 3 

Skills: 5 pts: Scent-wise, Village-wise, Dog-wise, Scavenging 

Traits: 1 pt: Scavenger 

Outcast Notes 
I: Lone Wolf requires Yearling, Last Wolf, Capnu·ed, Wandcting Lost, Ancient Journeyer, Wayward 
or Dark Friend . 2: Scavenger requires Lone Wolf, Captured and Broken or Captured and Beaten. 

Captive Sub-Setting 
Name Time Res Siai I.eads 
CapturedandBroken'/, yr 3 Legion, Outcast 

Skills: 3 pts: Begging, Cage-wise, Man-wise 

Trails: 3 pts: Broken, Submissive · 
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Spirit Hunter Sub-Setting 
Stat I.eads 

Skills: 5 pts: Primal Bark\ Hunting, The Way of the First Hunter 

Traits: 1 pt 

~~~--~1 yr 4 +~1~M~/~P--~,~~~.~.~~~~~~~­
Ancestral Jaw* 

Traits: 1 pt: Ancestral Taint, Spirit Ears 

Skills: 3 pts: Grandfather's Song! 

Traits: 1 pt: Spirit Nose 

Spirit Hunter Notes 
1: Spirit-Chaser requires Lone Wolf and the Chosen One trait. 2: Spirit-Howler requires Spirit­
Chaser. 3: Spi.rit-Htmter requires Spirit-Howler. 

§Indicates that this is a Wolf-Song and costs 2 skill points to open up. 

Ghost of the Deeping Wood Sub-Setting 
Time Res Stat 

~~~~~~~~VLfr M 
Skills: 2 pts: Natme of All Things 

Traits: 1 pt 

Skills: 3 pts: Tongue of the Ancient One 

Traits: 2 pt 

+1M 

Traits: 1 pt 

Fell Ancient' 2 rr""s"-""""'~"....,..;;;..,;,;;0;2..:;:.-,~--"'-"'-~"'---'--·""--~ 
Skills: 3 pts: Ancient Ways 

Skills: 6 pts: Wolf-wise, Spirit-Hunter-wise, Legion-wise, Path-wise, 
River-wise, Pack-wise: 1 pt: General 

Traits: 2 pts: Preternaturally Calm, Watchful , Piercing Gaze, 
Stink of the Ancient 

Ghost Notes 
1: Wandering Lost requires Last Wolf and Lone Wolf. 2: Dire Haunt requires Wandering Lost 
3: Ancient]ow·neyer requires Last Wolf and Lone Wolf. 4: Fell Ancient requires Ancient Joumeyer. 
5: Chost of the Wood requires Dire Haunt and Fell Ancient. 



The Way of the Great Wolf 

Stat Pools for Wolves b 
Mental Pool 

6 pts 
7 ts 

Wolf Trait Round Up 
• Crushing Jaws: +3 Power, VA 2, Add 2, Short, Fast Weapon. May Lock 

and Strike on the same action 

• Great Lupine Form +2D to the Charge action rather than + lD 

• Wolfs Snout: + lD to Perception tests ( c01mts toward Reflexes) , + lD to 
!-hurting and Tracking. Can also detect emotion and determine ident il.y 
via scent: 

• Woodland Ear: +lD to Perception tes ts (connts towm·d Reflexes) , +lD 
to Hunting and Tracking, cmmts as Observation and allow~; the wolf 
to determine a type of animal by its call 

• Wolfs Eyes: Reduce darkness penalties by one 
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Way of the 
(jreat Wolf 

Wolf Life 
Though being a wolf is the grandest miracle of all, 
it is not necessari~y enough. You must be a skilled 
waif to survive ... 

-'-Roger Caras, The Custer Waif 

In the deep wildemess, far beyond where the lesser 
wolf packs roam, hunt the Great Wolves. These 
massive creatures are the descendants of the first 
wolf, the most Ancient Great Grandfather. 

The Great Wolves ' voracious appetites drive 
them to the fringes of the world-a single wolf must 
eat nearly 100 lbs of meat in a week. Even just a 
handful of Great Wolves require vast hunting ranges 
spanning hundreds of :miles to feed their collective 
appetite. Thus they are highly territorial creatures. 
Such teiTitoriality precludes being close neighbors 
with other large predators, namely Men. 

Great Wolves are not naturally hostile to men or 
other creatures, but they are fierce competitors in the 
race for survival. In the wilds of the deep tundra and 
dark forests, life is always a struggle. The wolves will 
always do what they feel is necessary to overcome. 

Wolf Packs 
Just like lesser wolves, Great Wolves have a 

complex social structure built around family. A wolf 
pack is a single family lead by a Do:r:ninant male and 
female pair, and consists of their offspring from the 
past few years. Very rarely do they allow outsiders 
into the pack. 
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Lesser wolf packs usually contain seven to fifteen members, but Great 
Wolf packs are much smaller, with perhaps only three to six wolves. The 
Dominant wolves are generally the strongest and largest in the pack, but. 
this is not always the case. Smaller, wiser wolves have been known to 
lead very successfully. 

Dmninants rule by intimidation, fem and physical pmJ.ishment. Rarely 
will they kill a member of their own pack. Often they will simply wrestle 
their kin to the ground and force them to submit to their will. 

Submitting to the will of the Dominants is a trait that other wolves 
learn through experience. To attribute human pride to this behavior is 
to mistmderstand . This is never seen as debasement in the pack's eyes; 
it is a natural thing. Submission is necessary to survive. 

Below the Dominants, the pack consists of second-tier wolves who 
help with the hm!t and raise the pups. Larger packs will also have a "last 
wolf," an unfortun ate beast who is singled out as the scapegoat for the 
pack 's frustration and anger. Also, any "foreign" wolf entering a pack 
must prove himself as a last wolf before even having the opportunity to 
aid in other roles in the pack. 

Pups 
Since life is so precarious in the deep wilds, raising pups is one of 

the paramount activities in the pack's life-second only to hun ting. 
Dominants mate in the la te winter, and the pups are born in the early 
spring. Usuall y the litter of Great Wolves is very small, only one or 
rwo pups. Once born, the whole pack then participates in rearing the 
pups, not just the par ents. All contribute to bringing food , minding and 
playing with the yo ung wolves. Occasionally, a member of the pack vorill 
step forward as an Aunt or Uncle, taking special interest in the pup 's 
upbringing and doing what he or she can to help the mother so that she 
may better recover from the mduous birth process. 

Choosing Lifepaths 
Wolves do not sufferfrom lead p enalties when jomneying fTom setting 
tu setti:r1g. The lifepaths recp.J.irements for wolves are so strict, and their 
cho ices so limited, that lead penalties have essentially been built into the 
system for these ereattLres . 

When using the Great Wolf lifepaths, it's possible to earn the SubnJ.issive 
or Dominant trait twice. Take each trait once, the points earned on 
subsequent paths can be spent on additionallifepath traits or special 
t raits . 
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Common Traits 
Crushing Jaws Dt 

Great Wolves have powerful jaws honed into deadly hunting weapons. 
Crushing Jaws count as: Pow +3, Add 2, VA 2, Short, Fast weapon. 
May Lock and Strike oq the same action. 

rree~.~------------~---------------
Heavy and thick fur protects Great Wolves against the cold of their 
harsh environment. They can tolerate extremely cold temperatures, 
whereas extended times of hot weather tend to agitate them. This 
trait allows the wolf to ignore penalties/tests relating to cold weather. 
However, extended time in hot weather causes + 1 Ob to all tests. 

The color a wolf's pelt can range from pure white, to pure black, to 
mottled gray, to brown, to sandy, and even to reddish and ochre. 
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Great Lupine Form Dt 

Great Wolves possess the basic form common to wolves . They have a 
rangy, muscular body set on h igh and powerful legs with large, well­
padded feet. They have long snouts and massive, protruding jaws. Their 
fm is a crown of coarse guard hairs supported by a nigh-impermeable 
layer of soft under-fm. Their most prominent featm e is, of course, their 
mass ive size. Great wolves stand three to five feet at the shoulder and 
can weigh 200-600 lbs. 

Great· Wolves have a maxim um exponent of 6 for Agility (from their 
lack of hands) , other stat maximums are 8. 

Wo lves Charge in F ight ! with a +2D bonus rather than the standard 
+lD. 

Lupine Intellect Dt 

Without a doubt, Great Wolves are inte!Jigent creatmes. They possess 
a personality and intellect equivalent to that of Men and Orcs. Never 
assume that just because he doesn't live in cities, write with a pen or eat 
with a knife, the wolf is a dmnb brute. Far from it . ln fact, many would 
attest to the fact that wolves possess a superior cul tme to that of Men! 

Even so , Great Wolves are not tool-us ing creatures. Though they 
understand a great many things , they generall y don 't use (or even 
need ) tools to accomplish the tas ks in their daily li ves . Any wolf 
attempting to use tools like hammers, swords or scissors should suffer 
quarh·uple obstacle penalties . 

Long-Legged Dt 
Great Wolves have a Speed multiplier of x7. 

Wolf's E:¥J.....,_ _____ _____.._,"------ ---
Though vision is not their strongest sense, wolves do possess the 
advantage of being able to see well in low light. Wolves reduce obstacle 
penalties for dim light, darkness and haze by one step. 

Wolf's Snout Dt 

Wolves have an exceptional sense of smell. Wolf's Snout grants + lD to 
Perception for assesses, and + lD to Tracking and Hw1ting skill tests. 
This bonus is also added to Perception for determining Reflexes . This 
trait counts as Observation when. combined with Woodland Ear. 



Woodland Ear Dt 
Wolves have extTaordinary hearing. The Woodland Ear allows wolves 
to discern different animal calls and add + 1 D to Perception tests for 
assesses, Tracking and Hunting. This bonus is also added to Perception 
for determining Reflexes. This trait counts as Observation when 
combined with Wolf's Snout. 

Lifepath Traits 
Ancestral Taint Dt 
Spirit Hunters are said to b e the Chosen On es of the Great 
Grandfather- chosen to take up his eternal struggle against the spirits, 
speech-twisters, and demons that seek to overcome wolf-kind. Once a 
wolf begins to sing the howls of the Spirit Htmters, he grows closer to 
the Great Grandfather; in fact he begins to take on a bit of his essence. 
The more the Spirit-Howler sings the ancient songs, the more the Taint 
grows within him . See the Ancestral Taint Mechanics in the Spirit 
Hunter section for more on this. 

Broken Dt 
Wolves who are captmed by Men or Orcs are broken into the ways 
of their new masters. More than just being submissive, wolves with 
the Broken trait obey the strange laws and requirements of their new 
Dominants. -1 to Will exponent when accepting commands or a Duel 
of Wits from a Dominant. 

Brutal C-0 

Black Destroyers react to challenges with a ferocit y and brutality 
far above what is necessary or even appropriate. This brutality has 
garnered them quite a ~;eputation both within the Legion and without. 
Use this trait as a call-on for Intimidation. 

Demented Char 

Wolves born to the Legion are different from their wild brethren. They 
are twisted and unbalanced-quick to anger and too quick to kill. Wild 
Wolves find them distmbing and uncouth. 

Dominant Dt 
There are only ever two Dominants in a pack, a male and female pair. 
These two serve as tbe mother and father of the group, guiding them to 
new htmting grotmds and producing more offspring to strengthen and 
expand the pack. This trait grants a 1D affiliation with a pack and a 
1D reputation witbin that pack as a Dominant. 
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Great Cunning C-O 
Ebon Tyrants are the Dominants of the vast Black Destroyer packs . 
More than just savage1y and brutality are required to attain this rank. 
Great Cunning is a necessity. This trait acts as a call-on for Strategy, 
Tac1jcs, and any "wise" tested for insight. 

How1 of Doom Dt 
Together the wolf and rider howl, stabbing their victims with cold fear 
as they charge. The Wolf can howl and force his enemies to make a 
Steel test- add +4D to the Intimidation test when using the Howl oJ 
Doom. This Howl requires 2 actions to perform and cannot be done 
on the charge-it must be done beforehand. In Range and Cover, it 
positions with 2D. In Fight! it counts as d1e Longest weapon. 

Obedient Char 

Wolves who are chosen to become Dark Friends tend to be particularly 
obedient. While their masters can be extremely generous- feeding 
their wolves much fresh meat-they are also extremely violent and 
punishing. Rarely do they hesitate to kill a clisobedient wolf. Lastly, a 
Dark Friend has an intuitive understanding of the powers the Blood 
Summoners \vield-he knows the might of success and the calamity of 
Jailure. It is far better to aid the former and prevent the latter. 

Odor of the Spirits Cb 
This woiJ stinks of spirits. The packs shun him, and the Spirit Hunters 
harry him. Only die Haunts and Ghosts accept him. 

Piercing Gaze C-OlD 

The eyes of Ghost of the Deeping Wood burn like glittering coals. This 
trait is a cali-on for Intimidation. Also, anyone attempting to deceive 
the wolf (using Falsehood, Persuasion, Soothing Platitudes) is at a 
+ 1 Ob. Burning flames flash implacably behind hjs eyes and hint at 
the terrible fate of liars. 

PretematuraJly Ca1m Dt 
Ghosts of the Deeping Wood possess a calmness that rivals the most 
serene glade on a sUuTy summer night. Reduce Hesitation by 2. 

Scavenger C-O 
This wolf has a nose for finding all sorts of odd bits. This is a cali-on 
for the Scavenger or Foraging skills. 
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Spirit Ears Dt 
Spirit-Howlers become attuned to the spirit world as their Taint 
grows. A wolf with this trait has the ability to hear those of the spirit­
nature. Counts as Observation for detecting the movements of spirits, 
demons and other creatures of spirit natw·e. Obstacle to detect spirits 
is 10 minus their Strength. Wolves may use their Woodland Ear in 
combination with this Trait, but not their Wolf's Snout. 

Spirit Nose Dt 
The Taint suffuses the Spirit Hunter. Using his Spirit Nose he may add 
his Wolf's Snout to detect spirits (as Spirit Ears above). Also, Spirit 
Nose allows Spirit Hunters to Track spirits, even those who leave no 
marks or do not touch the ground. Use the obstacles listed with the 
Tracking skill and be creative. 

Stained Dt 
The Last Wolf is the scapegoat of the pack. All of the anger and 
frustration is taken out on his hide. No matter how he elevates himself 
throughout his life, the Last Wolf always bears this stain on his very 
heart. This nait grants a 1D reputation as a Last Wolf. 

Stink of the An dent Dt 
Great Wolves can smell a Ghost when he is near. His scent is distinct, 
a mix of Ancient Ways and twisted speech that covers his coat like the 
blood of the htmted. This stink causes fear, u ·epidation and even haned 
in Creat Wolves. They do not look kindly upon one who so tampers with 
the \vill of the Grandfather. This trait grans a 1D infamous reputation 
among the packs as a Ghost of the Deeping Wood. 

Submissive Dt 
Wolves learn to submit 'to a Dominant wolf at a very young age . Any 
wolf in the pack who is not part of the Dominant pair is Submissive. 
These wolves follow the lead of their superiors and often beg for 
certain permissions, including permission to eat from a kill . Being 
Submissive in the pack connotes no weakness. It merely shows that 
the wolf tmderstands the natmal order of things. This trait grants a 1D 
affiliation with a pack or a free relationship with a master/dominant 
character. 

Prominent Submiss ive behaviors include: looking away from the 
Dominant's gaze, crouching with head to the ground before the 
Dominant, rolling over and exposing the belly to the Dominant, and 
nibbling or licking the Dominant's chin. 
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Lastly, wolves may possess both the Dominant and Submiss ive u·aits. 
T hese wolves will rule their pack a~ they rightly should, but might also 
suJmtit to sn·onger Dominants-be they wolf, Man or Ore. 

Tasting the Lash 
Ju~t like gobli ns and chattel, wolves of the Legion a re taught to fear 
the lash. When a wolf with this trait is wh ipped, he must obey the 
command given. Period. 

Also, this n·ait allows Great Wolves to benefit from Ore commanders 
with the Where There's a Ff/hip, There's a Wa:Y n·a i t described on page 
205 of the Character Burner. 

~ile Language Cbnr.~~~~~~~-
Pups born to the Legion are taught the foul language of dark ness. They 
may speak without difficulty to those of similar heri tage. 

Wanderlu . ..,_.._ _ _ _ _ __ ____,_..W<U... _ ____ _ _ _ _ 

Lone Wolves tend to be overtaken by a wanderlust when they leave 
their packs. They roam the deep and dark woods, h igh mountains, 
lonely tundms and long paths in ~earch of a mate, a territory or even 
darker secrets. 

Watchfu1 Char 

Ghosts of the Deeping Wood always prefer to watch from afar before 
revealing their presence. 

Special Wolf Traits 
Creat Wolves may choose any of the n·aits listed in the General Trait List 
of the Character Bumer, e.x:cept Aura of Holiness, Am.bidexn-ous, Aura of 
Mmtyrdom, Bodhisattva , Dexteri1 y of the Cat, Divine Wind, Dog-Faced 
Boy, Faidtful , Lou is Wu, Reverent, Ski:n of an Apple, and Stt·eet Smmt. 

They may also choose from following special, wolf-only n·aits. When 
choosing a trait for the wolf's fu r, remember that only one n ·ait may be 
used to describe thi s feature. For example, Fro~t Coa1 and Changeling 
Coat cannot be taken together. 

Aura of Terror Dt 6 pts 
Ancient fear roll s off th is wolf in waves . Add +2D to Tntintidation tests. 

ChangeJjng:_Caat ____ .J.LL. _ ___ -'-t'...,__-~ 
This wolf was born 1 o be a ttickster. I lis coat sh ifts pa1 terns and colors 
at will. Add+ 1D to Stealthy and Inconspicuous te~ts. 
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Chosen One Dt 3 pts 
Only ceti:ain wolves are chosen to become Spirit Hunters . On ce11:ain 
nights in the dead of winter, the Spirit Hunters will come to the 
territories and seek out lone wolves. Those who are chosen receive a 
special scent and are marked to become Spirit Hunters . This trait is 
required to be able to take the Spirit-Chaser lifepath. It grants a lD 
affiliation with the Spirit Hunters. 

Fearsome Beast C-O 2 pts 
There is something odd and unsettling about this wolf-something 
very old and frightening. Use this trait as a call-on for Intimidation. 

Frost Coat C-O 2 pts 
The pelt of this wolf is like glittering ice. Use this trait as a call-on for 
Stealthy when stalking the tundra and arctic wastes . 

Ghost Coat C-O 4 pts 
This wolf's coat shifts subtly from dark to light, from mottled to clear, 
depending on what land he stalks and haunts. Use this for a call-on 
for Stealthy in any terrain. 

Mangy Coat Char 1 pt 
This wolf's fm·is rough, tangled, tmkemptand even balding in some places. 

Mark of the Ancient Dt 5 pts 
Some pups are born with a certain mark, which is often considered 
shameful by the packs. Such rare wolves are descendants from the 
Ancient, the first wolf who created the world. The packs believe such 
wolves are cursed and destined for a life of mayhem. This trait is 
required for using the skiiJs Tongue of the Ancient and Ancient Ways. 

Formidable Bark C-O z pts 
The voice of this wolf is strong and clear, easily piercing the dense 
woods and cutting through dampening fog. Use this trait as a call-on 
for Howling and Command. Combined with Fearsome Beast, this trait 
adds + 1 D to all Intimidation tests. 

Dt 1 pt 
Wolves and ravens have a special rela1ionship. Not only do they aid one 
another on the hunt-ravens will circle a herd to mark it for wolves, 
and wolves will allow ravens to feed at theil' kills-they are also great 
friends. Wolves and ravens enjoy taunting each other and playing 
endless and dangerous games of tag. This trait grants either a free 
relationship with a raven or a 1D affiliation with a conspiracy of ravens. 
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This trait signifies a wolf who is especially fond of ravens and who is 
well thought of by the birds. While the whole pack may play, he is the 
only pack member who can understand the quacks and squawks of 
raven speech. 

Shadow Coat C-O 2 pts 
The fm of this wolf is perfectly suited to stalking in the shadows of the 
woods. Use this trait as a call-on for Stealthy when stalking the forests 
and valleys . 

Choosing Skills 
Wolves abide by the standard rules for choosing skills- they may onl y 
acquire skills found on their lifepaths. General points may be spent on 
an y skills ·within this chapter. In addition, wolves may spend general 
points on the following skills: Animal Husbanch·y, Brawling, Climbing, 
Command, Conspicuous, Falsehood, Foraging, Hunting, Inconspicuous, 
Intimidation , Interrogation, Orienteering, Persuasion, Philosophy, 
Running/Sprinting Training, Seduction , Soothing Platitudes, Stealthy, 
Survival Training, Tracking, Ugly Truth, and other appropriate wises 
(w ises specific to your game, especially ones not listed in these rules). 
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Wolves ma_y not purchase craftsman skills, sorcerous skill s, weapon 
skills, or anything that requires a tlnunb to use. 

Wolf Skills 
Ancient Ways RoU'ou.rl.:·...rP:..te"-rucegpnt.llionn.~....._ ____ _ 
It is said that the Great Ancient spoke the 1Tue names of the water, 
loam, wind and prairie fire. Closely guarded, these powerful names 
have been passed from generation to generation of Great Wolves 
descended from the last wolf of the ancestral pack-Fell Ancients 
who bear 1he Mark. 

This skill is the equivaJent of 1he Spirit Binding skill. Wolves must have 
the Mark of the Ancient trait to use this skill . 

Sample Obstacles: See the Summoning chapter, available as a pdf 
download at www.bmningwheel.org. 

Skill Type: Sorcerous Tools: No . 

Begging Roor· Will 
Begging is the Wolf's version of the Persuasion skill. This skill may be used 
as Persuasion in a Duel of Wits between Great Wolves or their friends. When 
a submissive wolf wants something, whether it be food or permission, he 
must beg the Dominant for it. Begging is not humiliating to a wolf; it is 
part of their natme. Sometimes the female Dominant will even need to 
beg when she is nursing her pups- she begs the pack to bring them food. 

Sample Obstacles: Most tests are based on the Will of the Dominant. 
Begging food for pups, Ob 1. Begging food from a kill, + 1 Ob. 
Begging into a pack, +3 Ob. 

Suggested FoRKs: Pack Etiquette 

Skill Type: Social Tools: No. 

Cage-wise Roor· Perception 
A wolf learns quickly the nature of his confinement-knowledge best 
used for the escape! 

Suggested FoRKs: Escape Artist 

Skill Type: Wise Tools : No. 

Dog-wise Roo'"'"rL.· ..... P...ce<.L.rc'""ectpL.Lt.LlioL.LnL.-. ____ _ 
Wolves who live close to Men inevitabl y come to know the ways of dogs. 

Skill Type: Wise Tools: No. 
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£1£-wise Rom· Percep1u· !ll_ _ ___ _ _ 

Some Great Wolves journey to the Elves and speak with them awhile 
about the passing of the seasons. 

Sample Obstacles: Proper etiquette for entering Elf-lands, Ob 4. 

Skill Type: Wise Tools: No. 

Escape Artist Rom· Perreption/Agility 
Wolves can learn nearly anything. When trapped or caged, they quickly 
learn the mechanics of their captivity and devise a method of escape. 

Sample Obstacles: Collars, Ob 1. Leashes, Ob 2. Traps, Ob 3. 
Cages, Ob 4 and up. 

Suggested FoRKs: Cage-wise, Trap-wi se 

Skill Type: Special Tools: No. 

Forest-wise Rom· Perception 
The knowledge of the forests of the region-their paths, their pools, 
their glens and dens. 

Sample Obstacles: Knowing a good den, Ob 2. Good hunting grounds, Ob .3. 

Suggested FoRKs: Territory-wise 

Skill Type: Wise Tools: No. 

Hoof-wise Rom· P r.r rept ion 
Wolves learn the habits and nat tu·e of their prey. 

Sample Obstacles: Species (Horse, Deer or Elk), Ob 1. Judging the 
health of intended prey, Ob 2. Age-and gender of prey, Ob 3. 
Prediction of herd location, Ob 4. 

Skill Type: Wise Tools: No. 

Howling Rom· Will 
Wolves love to howl, and they do so for many reasons. It is the 
combination of the Singing, Oratory, and Conspicuous skills. 

Sample Obstacles: Sing discordantly, Ob 1. Sing for joy, Ob 2. Howl 
for the lost, Ob 3. Howl for warn ing, Ob 4. 

Skill Type: Social Tools: No. 

Hunting QO"'-T·'--'1'--')ew.l-"''C""epp-tuiu.or..._J _____ _ 
Wolves hunt for their prey in a different manner than Men, Elves, 
and Orcs . Use the sample obstacles below to see how much prey a 
pack can bring dowrJ over the co m·se of a week. When pack-hunting, 
be sure to use the Helping rules on page 39 of the Bmning Wheel. 
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The Dominant is always the primary for this test. Last Wolves, 
Pups, Elders, and mu·sing Dominants may not help in this test-only 
Htmters, Atmts, Uncles and Yearlings. 

Sample Obstacles: Adequate kills to feed a pack of up to three is Ob 4 . 
Adequate kills to feed of pack of three to five great wolves is Ob 5. 
Adequate kills for a pack of six to seven is Ob 7. Plentiful hunting ground 
reduces obstacle by 1. Wild land gives neither a bonus nor penalty. 
Barren land is + 1 or +2 obstacle depending on just how barren it is. 

Suggested FoRKs: Tracking, Scent-wise, Territory-wise, Forest-wise 

Skill Type: Forester. Tools: o. 

Legjon-wise Roor· Perception 
Ghosts are wise and knowledgeable; even the ways of the Black 
Legions are not unknown to them. 

Sample Obstacles: Location of worgs in a Legion march , Ob 2. Frequency 
of Legion patrols, Ob 3. Command structure of Ebon Tyrants, Ob 4. 

Skill Type: Wise Tools: No. 

Man-wise Roor· Perception 
Certain wolves learn the ways of Men. 

Skill Type: Wise Tools: No. 

Mounted Combat Roor· Perception/Speed 
Bearing a rider on a journey and bearing him into combat are two very 
different skills. A wolf must be trained to modify his fighting style in 
order to coordinate with his rider and not roll him or throw him. For 
detailed information on using this skill, see the Mount Burner (available 
as a pdf download at www.bmningwheel.org). 

Skill Type: Martial Training Tools: No. 

Nature of AU Things Roor· Perception/Will 
This wolf knows the his tory of the trees , the stream s, the rocks, 
and brush. He knows why the snow falls and why the sun rises . He 
tmderstands 1bat the sharp tooth of the wolf lengthens the stride of the 
hoofed-ones. He comprehends, vaguely, the interconnectedness of all 
things. This skill can be used as a FoRK for nearly any other skill (except 
Martial skills) just like the Astrology skill. This skill is not open-ended. 

Suggested FoRKs: Appropriate Wises. May FoRK into any other wolf-skill. 

Skill Type: Academic Tools: No. 
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Nursing Rom:__Eer_c_e_pJ:ionLWi.JJ_ 
This is the delicate process of weaning pups off the teat and slowly 
introducing them to meat and forage. Also, this skill may be used like 
Field Dressing (as described on page 202 of the Bmning Wheel). 

Suggested FoRKs: Rearing 

Skill Type: Special Tools: No. 

01d World-wise Rom· PPn·r.ption 
This wolf knows the Old Ways from before time. He knows of a world 
before Men, before Orcs, Dwarves, and even Elves-a time when only 
one wolf stalked a single, great, vaulting forest. 

Sample Obstacles: Location of ancient dens, Ob 2. Guessing the age of 
a tree, Ob 3. Predicting the severity of a regional season, Ob 4. 

Suggested FoRKs: Way of the First Hunter, Nature of All Things 

Skill Type: Wise Tools: No. 

Ore-wise Rom· Perception 
Wolves who live with Orcs learn their tormentors ' culture and 
lifestyle. 

Sample Obstacles: 21 ways to kill an Ore, Ob 2. 11 ways to kill an Elf, Ob 3. 

Suggested FoRKs: Legion-wise 

Skill Type: Wise Tools: No. 

Pack Etiquette Rom· Perception 
This is crucial knowledge of the laws of the pack-what behavior is 
appropriate at what juncture. 

Sample Obstacles: Feed order at a kill, Ob 2. Approaching the pack as 
a foreigner, Ob 4. 

Suggested FoRKs: Begging 

Skill Type: Social Tools: No. 

Pack-wise Rom· Perception 
To know a pack by their habits and their trails; to know where they 
would hunt and den. 

Suggested FoRKs: Wolf-wise 

Skill Type: Wise Tools: No. 

Path-wise Rom· Percept.u.. LU_ ____ _ ~ 
This skill reflects a wolf's knowledge of the many paths through 
the forests , prairies and swamps. Path-wise wolves often know the 
quickest way to get from here to there . 

Suggested FoRKs: River-wise, Forest-wise, Hoof-wise, Orienteering 

Skill Type: Wise Tools: No. 
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Poisons-wise Rom· Perception 
Dark Friends learn to know poison a by its scent. 

Skill Type: Wise Tools: No. 

Pup-wise RoOT· Perception 
A wise uncle can always tell the difference between troublesome pups 
and well-behaved ones . 

Skill Type: Wise Tools: No. 

Rearing RoOT· Permption/Will 
This is the wolf's instructional skill. Good Uncles and Aunts pass on 
the knowl edge of the hunt and the n aditions of the pack to the yotmg 
pups. When a character with the Rearing skill is teaching another 
character a skill (via the Instruction rul es on page 52 of the Burning 
Wheel), test this skill. Each success after the fi rst reduces the overall 
time per test by -10%. 

Suggested FoRKs: Way of the First Hunter 

Skill Type: Social Tools: No. 

Rider Training Rom· Power/Speed 
This traini ng teaches a wolf how to subordinate itself and accept 
commands from a rider. For deta iled information on using this 
skill , see the Mount Burner (avail able as a pelf download at www. 
burningwheel.org). 

Skill Type: Physical Tra in . Tools : No. 

Rituals-wise Rom· Perception 
The Dark Friends learn to know the Rituals of their bloody masters. 
They can tell the com i.ng effect by the intonation of the Summoner 's 
voice and the amount of blood he spills. 

Sample Obstacles: Telling a real ritual from a fake, Ob 1. Knowing 
a Ritual of Blood vs a Rit ual of Night, Ob 2. Knowing the precise 
Ritual by the sound of the first few syll ables, Ob 3 . 

Skill Type: Wise Tools: No. 

River-wise Rom· Perceptio 
The depth , breadth and length of the rivers, streams and creeks that 
run through the pack's territory. 

Suggested FoRKs: Forest-wi se, Path-wise 

Skill Type: Wise Tools: No. 
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S.axag_e_.Attad< Rom· Agilicyr./S4pllie-""ed.L_ ___ _ 
Orcs tra in wolves to fight savagely and wildly. Wolves with Savage 
A /lack have access to all of the Martial Maneuvers . (Unlike most 
Great Wolves, who only have access to the Brawling maneuvers.) 

Suggested FoRKs: Brawling 

Skill Type: Mmtial Tools: No. 

$~avenging Ro~o~T~·~P~e~n~·e~pwtiwo~o __________ __ 
A player using his chm·acter's Scavenging skill may stutc what he is 
looking for·~it can be any typ e of item, but it cannot be a specifi c or 
1tniquc thing. A successful roll indicates that the character has fotmd 
a reasonable facsimile of what he set out to look for. 

Sample Obstacles: Cormnon household goods are Ob 2. Hard to find items 
are Ob 3. Rare objects are Ob 5. Obscm e or out oJ place items are Ob 7. 

Suggested FoRKs: Village-wise 

Skill Type: Forester Tools: No. 

Sc.ent:wise Rom· Perception 
Thi s wolf is particularl y wise in the ways of scent and smell. He keeps 
a catalog of scent and identity in his head. 

Sample Obstacles: Recalling a scent from years past , Ob 2. Detecting 
fum ilial relations via scent: alone, Ob 4. 

Skill Type: Wise Tools: No. 

S.pirit Hunter-wise Rom· Pcrcepti 
Chosts of the Deeping Wood eventually come to know their enemies 
and pmsuers, the Spirit Hunters. 

Sample Obstacles: Discerning the natme of a howl- song, Ob 2. Telling 
the difference between a Chaser, Howler or Hunter, Ob 3. Knowing 
where the Spirit Hunters roam, Ob 4. 

Skill Type: Wise Tools: No. 

Yi11age-wise Rom· Perception 
Wolves can learn the ways of the villagers and peasants. Where they 
keep their cattle and trash is of paramomrt importance. 

Suggested FoRKs: Man-wise 

Skill Type: Wise Tools: No. 

Tracking Rom· P<'n·epl ion 
Wolves track in a slightly different manner than Men, E lves and 
Orcs--they rely on scent and sound more I han sight. 



Sample Obstacles: Tracking fresh scent on dry eru:th, Ob 1. Recognizing 
a known creature by scent trail, Ob 2. Picking up day old scent: 
Ob 3. Following fresh scent from nearby prey on the wind, Ob 4. 
Tracking fresh scent in new, light rain, Ob 5. Tracking quarry that 
has crossed through a stream, Ob 6. Tracking a!i:er rain, Ob 7. 

Suggested FoRKs: Scent-wise 

Skill Type: Forester Tools: No. 

Tongue of the Ancient One Rom· Perception 
It is said that the Great Ancient whispered his secrets to his last pup 
before he passed on from this world. He taught his outcast and hated 
child how to speak the true speech, how to make his words have 
power beyond understanding. 

This skill is the equivalent of Sorcery for Men. Great Wolves with 
the Mark of the Ancient trait may use this skill to cast spells. 

Sample Obstacles: See Incantations on p. 119 of the Bmning Wheel. 

Skill Type: Sorcerous Tools: No. 

Ih~_of..the FirslHunte.LR.oor· Will/Perception 
This is the Spirit Hunter's history of the world . 

Suggested FoRKs: Old World-wise, Nature of All Things 

Skill Type: Academic Tools: No. 

Wo1f-wise Rom· Perception 
The venerable Ghost of the Deeping Wood comes to know all that can 
be known about the ways of the Wolf. 

Suggested FoRKs: Pack-wise, Territory-wise 

Skill Type: Wise Tools: No. 

The Great Divide 
"Swirling mists becamefi.Lries I Rolling clouds became wolves I 
Howling wolves and unearth(y cries " 

-Steve Von Till, The Wild Hunt 

StandiHJ swayin!J in the cleaYin!J, the Fell Ancient communed with 
his ;wofane aY~ distuYhin!J the onleY of natuYe. Blood-of-FiYe sensed 
the whods of the violation. Even the felt of the Ya!J!Jed soYceYeY stank 
with tYeachery. {iYeat {iYandfatheY whisfeYed to his Sfin't Hunter, 
1'cYush his thYoat and Sf ill his hlood He thYeatens ouY way with his 
mad howlin!Js. "Without ceYemony oY waYm·11!J, Blood-of-Ftre descended 
ufon his 'fuany. 
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With a bound, the S;irit Hunter lea;t from behind anti lunJetf for the 
Fell Ancient's neck. But the snow underneath his s;layetf ;aws sltj;etl 
im;ossib/y, anti he stumbled, skit{tft'HJ into the cleani-tJ. The Fell Ancient 
merely turned his neck so his heat! huHJ down over Blood-of-Fire, !t'ke 
a Jhoulish moon. It was then that the S;irit Hunter cau3ht another 
scent, a rich anti earthy musk, masket! by the corru;tion anti stink 
of the s;eech -twister. Swirls of it etfdt'etf out of the traitor's eyes anti 
tlri;;etf from his jaws. The beast hat! conjured a s;in't to save him! With 
a snarl anti bark, Blood-of-Fire too~ to hisi&Js anti let fly the most tyimal 
of howls. He flunJ forth a staccato flurry ofJuffuralnoise-/ike the 
crackinJ anti falliHJ of 3reat trees, !t'ke the rushiHJ of ice-laden rivers. 
The Fell Ancient's s;irit-slaves 'fuaveretf anti fled before the threats of 
the Cireat Cirantlfather. 
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He was moYe confident now, hut stdl wary. Blood-of-FiYe c/yc/ed his 
'fuayry slowly, suckin!J aiYfast his teeth, testin!J (oy moYe foul tYeachery. 
The summoneY tanted and whined, naYYowt"nj his !faze on the Stin"t 
HunteY. Faintly, Blood-of-FiYe cou/tl heaY evanescent !Jhosts of the wood 
and stone dYawin!J (odh, 6eckoned6y the tYaitoY's 'futd call. He mustn't 
let him conjuYe «.jat"n! Like a shadow cast from (lutten"nj wt"njs, the Stin"t 
HunteY leaft on his 'fUaYry. He hit like the fiYst stone of an avalanche .... 

Among the wolves who walk the ancient and forbidden paths, there are 
two different packs, the Spirit Hunters and the Ghosts of the Deeping 
Wood. As their name implies, Spirit Hunters guard the forests from 
wayward and malignant spirits, both Named and Nameless . In fact , 
th ey believe it is their sacred duty to do so. This duty, and the formidable 
magic that accompanies it, was taught to them by the first wolf, Great 
Grandfather, who hunted and guarded the first forest of the world. 

Spirit Hunters despise the Ghosts of the Deeping Wood. They call them 
traitors and polluters. They beli eve the Fell Ancient's art of smnrnoning 
can bring no good, for it torments spirits and drives them to acts of 
madness. It is plainly against the nature of both the wolf and the world 
at large to speak in so foul a language and disregard the natural law. 

Ghosts of the Deeping Wood, on the other hand, were taught the true 
language of creation by the first wolf, whom they call Great Ancient. 
The Ghosts believe Great: Ancient was not merely the first hunter, but 
the creator of the world-forest. Before he disappeared into the mists, 
Great Ancient took his youngest son, the most despised of the pack, 
on a winding journey across all the earth. On the walk, Great Ancient 
instructed his son on the name of every rock, tree, cloud, river, and 
lightning-sparked fire .. Once he had imparted his secrets, Great Ancient 
told his despised son, the last wolf, to rule and keep the world well , for 
he would retmn one day to judge him and all his offspring. 

Ghosts, Dire Hatmts and Fell Ancients consider the Spirit Hunters 
blind in their devotion to a rnism1derstood ancestry. They righcl y fear 
the wrath of the Spirit Hunters and avoid them at all cost, but ultimately 
they hold them in disdain. 

Spirit Hunters 
Lone wolves who wander certain paths-lonely winding paths through 
impenetrable brambles and across cutting shale-might find themselves 
one night confronted by a wolf of eerie, shining fur. The wolf will 
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nod and lock eyes once with the lone one, yet he neither submits nor 
dominates . Mter his assessment, the glittering wolf turns and runs full 
bore, hmtling along the hidden paths of the forest. lf the lone one gives 
chase, and if he can keep pace-perhaps even catch him before the gray 
dawn sweeps the ni ght from the sky- then he is deemed Chosen and 
inducted into the Spirit Htmter pack . 

Once chosen, he is brought before the great Spirit Htmters and taught 
to sing the Song of Great GrandJather, which is the history of the wolf, 
the world and the spirits. Once he has mastered the Song, he becomes 
a Spirit-Chaser and htmts for the spirit-pack . He and the other chasers 
patrol the woods seeking out wayward spirits or those malignant wolves 
who tomtent spirits . On the hunt, his fellow chasers teach the new wolf 
Grandfather's first bark-a bark so powerful that even spirits fear it. 
H he can master this spirit bark, he is further embraced by the pack 
and taught more complex howl-songs so that he might directly combat 
spirits himself. 

Ancestral Taint 
Spirit Hunters gain their power from the knowledge passed clown from 

Great Grandfather through the generations. The duty to serve Great 
Grandfather is an honor and the power granted is mighty, but its end 
is tragic: No wolf who accepts the power will have a natmal death-he 
shaiJ either be killed by violence or he shaiJ pass on into the spirit realms . 

The greater the Spirit Hunter, the closer he comes to succmnbing to 
the great spiiit. Once the Ancestral Taint reaches exponent 10, then the 
wolf passes on. 

Starting Ancestral Taint 
Ancestral Taint is an attribute like Faith or Grief. Wolves with the 

Chosen One tmit beaT the Tamt. The shade of the Taint is tlte same as 
the Wolf's Will. Add to the exponent, counting up from zero: 

-If a wolf has the Ancestral Taint trait, add 1. 
- If a wolf knows the Primal Bark, add 1. 
-Jf a wolf has Spii·it Nose, add 1. 
-lf a wolf has learned Ancestral Jaw, add 1. 
- If a wolf has leam ed Grandfather 's Song, add 1. 
-Tf a wolf has the Stink of th~ Ancients trait, add 1. 

Advancing Ancestral Taint 
Ancestral Taint is exactly like Elven Grief in regards to advancement. 

Whenever the wolf in question meets one of the criteria listed below, 
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he emns a test towm·d advancement. Ancestral Taint is never rolled. 
When a Spirit Hunter finally gives in to tl1e Spirit Natme (advances 
the attribute to exponent 10) , he is no longer playable as a chm·acter­
he has gone on to join Grandfather. 

Note that the actual in game obstacles of Grandfather's Song are 
irrelevant for Ancestral Taint tests. Use of these abilities has a fixed 
obstacle on the following scale. 

If a player wishes to halt the advancement of his wolf's Taint, he 
must make different choices for the character. The conditions are 
clearly set; can the wolf avoid fulfilling his natme? 

Obstacle I 
Howling for Spirit: .Jaws (see Ancestral Jaw below). Confronting a 

Lesser (Strength 1-5) Nmneless spilit. 

Obstacle 2 

Howling for Preternatural .Jaws (see Ancestral Jaw). Confronting a 
Dire Haunt or Lesser Named spiJ·it. Receiving a Superficial or Light 
wotmd from a Nameless spiJ·it. 

Obstacle 3 
Howling Jor Fox-Luck (see Ancestral Jaw). Howling for Silent Voice 

(see Grandfather's Song below). Confrontillg a Greater (Strength 6-10) 
Nmneless spilit. Confronting a Fell Ancient. Receiving a Superficial or 
Light wound from a Lesser Named spirit. 

Obstacle 4 
Howling for .Jaws of Lightning (see Ancestral Jaw). Confronting 

a Greater Named spirit. Receiving a Midi-Traumatic wound from a 
Nmneless spilit. 

Obstacle 5 
Howling for Power of the Avalanche (see Ancestral Jaw). Receiving 

a Superficial or Light wmmd from a Greater Named spirit. 

Obstacle 6 
Howling for Spirit Unseen (see Grandfather's Song). Consuming 

the corpse of a creatme with the Ancestral Taint trait. Slaying a Lesser 
Named using Ancestral Jaw. 

Obstacle 7 
Slaying a Greater Named spiJ·it with the Ancestral Jaw. Receiving 

a Midi-Traumatic wound from a Greater Nmned Spil·it. Consmning a 
Lesser Nmned. 
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OfJstacle 8 

Howling for Celestial S ight (see Grandfather 's Song) . 

Obstacle 9 
Consum ing the corpse of a Greater Named. 

Obstacle 10 

Howling for Spirit Nature (see GrandJather 's Song) . 

Earning Spirit Ears and Spirit Nose Traits 
If a character doesn't start the game with Spirit Ears or Spirit Nose, 

these traits may be "learned" in play. When a wolf-character learns the 
An cestral Jaw song, she may add Spirit Ears to her trait list . When a 
wolf-character learns Grandfathers' Song, she may add Spirit Nose to 
her trait list . 

Remember, learning these skills and gaining these traits can add to 
the Spirit Htmter 's Ancestral Taint. See above for the mechanics. 

Spirit Hunter Songs 
Spirit Hunter Songs are skills-they are rated, rolled and advanced like 
a skill. However, each one has a magical effect tied to it, and all howl­
song tests are open-ended. They are not combined with Will when rolled, 
and do not cause Tax or have special spell-failure rules. 

Primal Bark Will 2 Actions 

This ferocious and formidable bark comes from deep \vithin the wolf. 
Channeling 1he essence of his snarls and barks, the wolf speaks as Great 
GrandJather once did. This howl acts like the summoner 's Abjure spell. 
Roll the wolf's skill vs the Spirit's Strength. If the wolf wins the test , the 
spi1it is abj u.red and driven off. It will not return while the wolf remains 
in its domain. If used against a Named spirit , the obstacle is equal to 
the victinl's Will. Success means the creature must pass a Steel test. 

If used against a creature of non-Spirit Nature, then the Primal Bark 
causes a Steel test to be taken . The wolf t ests his Primal Bark skill 
and each success after the first is added to the victim's Hesitation. 
Any animal forced to hesitate frotn this bark will break a nd "Run 
Screaming." Characters may choose their own fate as per the standard 
Steel test results. 
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T he Primal Bark is impossibly loud and penetrating. 1t can be heard 
over a great distance-for dozens of miles on a quiet night. The sotmcl 
of it will summon forth any Sp iri t Hunters in the vicinity, who will 
come to the aiel of their breduen. 

Duration: Instantaneous 

Ancestral Jaw \Vj]] x1 Actions 

It is a matter of debate among the Sp irit Hunters and the Elven 
Wanderers as to who taught whom to sing. The Great Wolves attest that 
the Elves learned to sing from listening to Great Grandfather howl. The 
Wanderers say otherwise, it was their creator who taught Grandfather 
how to howl in chord and var y his pitch . 

Regardless of who is correct, this song is very similar to the Elven 
Sword Song. It allows the Spirit Howler to summon ancient power into 
his jaws, transforming them into a spirit weapon, or worse. 

Ob 1: Spirit laws, jaws become a sp[rit weapon. (This is the most basic 
form of this howl. All subsequent forms count as Spirit Jaws in addition 
to tbe howled for power.) Ob 2: Preternaturaliaws, extra successes add 
dice to the wolf's Brawling or Savage Attack skills. Ob 3 : Fo.1·-Luck, all 
Brawling, Savage Attack, Speed and Natural Defenses dice become 
open-ended. Ob 4: .Jaws of Lightning, + 1 to Reflexes for the duration 
of the combat. Ob 5: Power of the Avalanche, d1e wolf may double his 
dice on the Charge. 

Duration: Exchanges equal to Will exponent. 

Grandfather's Song AncesJn] Ta in1 Actions· See below 

This powerful and dangerous song all ows the wolf to take on the traits 
of the very spirits he hunts. The danger in this howl is that it brings 
the wolf closer to jo ining Great Grandfather in the spirit realms­
Grandfather's Song· causes the Ancesn·al Taint to spread more quickly. 

Silent Voice Ob: 5 minus AncestJ·al Taint . This pa1t of Grandfather's 
song only requires a short ( 1 action) bark. Thenceforth wh ile under the 
spell's power the wolJ may speak direcd y to the minds of those within 
his presence. 

Spirit Unseen Ob: 7 minus Ancesn·al Taint. The Spirit H unter may go 
tmseen to mortal eyes . Th is abibty acts as a 7 -success Chameleon spell 
a round the tumter. 3 actions to cast. 

Celestial Sight Ob: 8 minus Ancestral Taint. The Spirit Hunter may 
see as the spirits do. Comb ined with his Spirit Ears and Spirit: Nose 
traits, this puts the Spirit I-hmter's senses enti rely within the realm of 
the spirits. 4 actions to cast. 
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Spirit Nature Ob: 10 minus Ancestral Taint. The wolf may walk as the 
spirits do. Time does not affect him so greatly, nor does gravity or other 
ea1thly bonds- shade shift the wolf's Speed one step to the right. Also, 
the wolf cannot be burned by mortal fire or cold , and mortal weapons 
do not harm him. When Grandfather 's Song is called upon for Spirit 
Natme, Celestial Sight and Silent Voice are granted as well. 5 actions 
to cast. 

When these song obstacles become zero, the ability becomes automatic­
essentially the wolf has earned the trait. 

Duration: Homs equal to Will exponent. 

Ghosts of the Deeping Wood 
Ghosts know the truth. What the Spirit Hunters fail to acknowledge is 
the superiority of their great heritage over all others-Men and Elves 
included. Great Grandfather was not merely the first hunter to prowl 
the first forest, it was he who created the world and all its forests, rivers 
and valleys. He is much older than the benighted Spirit Hunters can 
conceive, not merely Grandfather, but the one true ancient creator. 

The Great: Ancient took h is most wayward son and gave to him these 
most precious gifts, which have been passed down from last wolf to 
last wolf since the dawn of time. It isn't merely a privilege to speak this 
magic, it is a wolf's right. 

In order to become a Ghost of the Deeping Woods, a wolf must forsake 
the pack and all that it entails. He must go alone into the world and seek 
not a mate, but look for the empty and forlorn places. He must wander 
lost: and hopeless, listening t:o the speech of the brook and the song of the 
wind-the natme of the world and its great history whispered across the 
backs of suO\'\')' pines. 

Once he has given himself over to the truth of the world , a shadeling 
voice comes to him and brings light to his gloaming eyes . Some say it is 
the Great Ancient himself who comes and teaches his pups, others say 
it is the forest and ravens conm1andcd thusly by the Ancient, and still 
others believe in the power of the unseen Dire Haunt choosing his pupil 
and imparting him with feverish knowledge. 

Dire Haunts 
Among wolves, Dire Haunts arc seen as tricksters and troublemakers; 

among Men, they are considered terrible and frightening creatm·es who 
lmk in the deep woods ancllme the lost to their graves. 
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A Dire Hatmt learns the speech known as the Tongue of the Ancient 
One. This is the equivalent of the Sorcery of Men and is governed by 
exactly the same rules. 

Wolves who start with the Tongue of the Ancient One skill may 
choose from the following spells: Ancient Grip (9 rps) , Chameleon (12 
rps), Trackless Path (8 rps), Fear (4 Ips) , Blue-Blooded Hea1t (8 rps) , 
Waterwalker (8 rps), Witch Flight (16 rps), Howl-Caster (as Voice­
Caster, 4 1ps), High Speech (as Low Speech, replace "Dogs" with Men, 
Orcs and Elves. 8 rps) , Grey Cloak (6 rps), and Dark of Night (8 rps) . 

New Dire Haunt Spells 
Ancient Grip Oh ~>-'i 2 Actions 

The wizard calls upon the deep strength of roots, branches, blades and 
vines to reach fmth and pull down the unwary and weak. Ensorcelling 
grass and brush is Ob 2; vines and hangers are Ob 3; small branches 
and saplings are Ob 4; large thick branches are Ob 5. 

This spell causes available plants and trees to Close on and Lock 
the Haunt's target. Ancient Grip's Speed is equal to the caster's Will: 
+ 1 D for grass and vines, +I- OD for small branches and -1D for large 
branches. The Power of the Crip is the caster's Will: -2D for grass, -1D 
for vines, +I- OD for saplings, + 1D for large branches. Grass and vines 
act with a Reflexes of B6, branches act with a Reflexes of B4, and large 
branches with a Reflexes B3. They will attempt to Lock and subdue 
their victim for as long as the wolf sustains the spell. 

The spell affects a nmnber of targets equal to half the Wolf's Will. 

Origin: Caster 
Element: Earth 
Duration: Sustained 

Area of Effect: Presence 
Impetus: Control 
Resource Points: 6 

The Trackless Path Ob 3" 4 Actions 

When ensorcell ed \vith this spell, the traveller leaves no trace of his 
passage. For each extra success, add + 1 Ob to anyone attempting to 
Track or similarly follow the Great Wolf. 

Area of Effect: Caster or Single Targ. 
Impetus: Influence 

Duration: Sustained Resource Points: 12 
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Fell Ancients 
Fell An cients kn ow the Great Ancient's deepest secrets . They speak 

directly to the land and sky and command it to their will. Fell Ancients 
are taught the Ancient Ways. This is the equivalent of the Spirit Binding 
skill in every respect. 

Fell Ancients consider themselves the guardians of the packs. Though 
viewed quite superstitiously by their benighted brethren, they believe it 
is their duty to aid the packs as the Great Ancient would have. Thus, in 
thi s capacity, they calm storms, abate the snow and wind , clear paths 
and even CLu·b the wildfires that erupt in ch-y summers. All so that the 
packs might flomish and another one who bears the Mark might joumey 
fo rth into the deeping wood and take up his ancestral role. 

Territory, Packs and Pups 
With their limited resources, players may pmchase pups, packmates and 
fri ends for their wolf characters. These wolves hunt and travel with the 
player-character wolf. Hunting territory and a reputation may also be 
pmchased. Lastly, a deli tiona] contacts from outside of the pack may be 
purchased . Wolf relationships may be powerful , impmtant or minor as 
per the rules on page 24 of the Character Bmner. 

Territory Bp Cost 

TEIUIITORY (PROPERTY) 

Plentiful Range ..... . . . . . . . . 15 
Wild Grounds . . . . . . . . . . . . 10 
B;uTen Lands ...... .. . .. .. ... S 

Pack Affiliations 
if a wolf wishes to be associated with a particular pack, he must 

pm·chase an affiliation with it. Wolves who wish to be affiliated with the 
Legion can pay for an affiliation there as well. 

Pack Mates 
A wild pack consist s of an Aunt or Uncle, one or two Dominants, 

a Hunter, a Yeru·ling or two if the pack is healthy and a Last Wolf if 
the pack is large. But the most important member of the pack are the 
pups. 
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Pups 
The most precious rcsomce of any pack is the pup. Without pups, 

the pack cannot suJ"Vive. When the pups are born in the spring, the 
entire pack devotes its energies to hunting for them and nursing them 
into health. A Great Wolf pup does not reach full matmity tmtil he is 2 
years old, but by the end of the first year, he is usually strong enough 
to fend for himself. 

Purchasing a pup relationship gives the PC wolf a 2-8 month old 
wolf. This young wolf cannot travel far or hunt for itself. It must be 
taken care of, but if it reaches adul1hood, it can become a new pack 
member, a possible mate, or a deadly enemy. 

Wolf Friends 
Raven 

Wolves may purchase a raven as a traveling companion. This is a 
single dedicated raven who travels with the wolf on his journeys . 

Dog/Lesser Wolf 
Occasionally a dog or lesser wolf will be inducted into a pack and 

allowed to htmt with them awhile. Even more rarely, sometimes a lone 
Great Wolf will adopt a lesser wolf or dog to accompany him on his 
long treks. 

Territory 
Wolves may pm·chase their home territory as part of their resources. 

This territory is occupied, marked and patrolled by the wolf and his 
pack. Great Wolf tenitories tend to range for hundreds, if not thousands, 
of square miles. The three grades indicate how plentiful game is in the 
wolf's home territory. 

Wild grounds indicate forests , tundra and prairie with a natural 
abundance of both predator and prey-enough for the pack to survive, 
but enough competition and scarcity to keep them in check. Plentiful 
grounds provide more game and subsequently lower obstacles on 
Hunting skill tests for feeding the pack. Conversely, barren grounds 
raise the obstacles for hunting. See the Hunting skill for the mechanics. 

Certain wolves are known amongst the packs, ravens and herds as 
prodigious hunters and masters of their realm. Some wolves are so well 
known that their Jame spills even from the lips of Men and Orcs. Certain 
wolves are utterly infamous among their own kind-Ghosts and Spirit 
Hunters are especially reviled. 
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Barding, Collars and Spikes 
These items may onl y be bought by Wolves whose last liJepath is in the 
Black Legion setting. 

Wolf Barding locations Dice Cost 
Plated Leather Chanfro:n Head/Face 3D 3 rps 
Leather Collar Neck 1D 2 rps 
Plated Leather Body Armor Breast, Body, Rump 4D 6 rys 
Leather Grieves and Cuissarts Fore or Hind Legs 1D 2 rps 

Clumsy Wei ht fol' Wolf Armol' 

Penal if-
Torso Armor + 1 Ob to Fatigue tests 
Blade or Claw + 1 Ob Speed tests. 
Chanfron + 1 Ob Perception 
Grieves and Cuissart -1 D Speed 

Not So Defensive Weapons 
These modifications all cost + 1 rp to the piece of armor being modified. 

Spiked Collars 
Any character striking with his bare hands (or mouth or claws) for 

1he neck of a wolf who is wearing a spiked collar takes an Incidental 
hit factored using his own Power. In addition, a spiked collar raises 
all obstacles to Lock said wolf by one. The neck, being the most 
vulnerable point for lock ing, is well-protected and making holds all 
the more difficult. 

Spiked and Studded Armor 
\Vol£ barding may be fitted with spikes and studs in order to 

increase the impact of the creature's charge. When performing a 
Charge while wearing such armor, the beast does damage in addition 
to knock down. Factor IMS for Charge using the bare- fi sted damage 
for the creattu-e. 

Spikes and studs make great handholcls, too. Anyone attempting to 
Lock, Push or Th1·ow a beast so adorned gains a + 1 D advantage. 
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Blades and Claws 
Paws may be fitted with special steel blades to enable the creature 

to slash and cut with its limbs. Blades allows a Wolf to attack with 
their paws as a +1 Power, VA-, Slow, Shortest weapon. Blades must 
be fitted to cuissarts on the animal. 

Wolf Tactics 
Whether they are bringing down hoofed prey, subduing a wayward 
pack member or killing a stray wolf of an opposing pack, fighting is 
commonplace in any wolf's life. Great Wolves have a particular way 
they engage in combat. 

They prefer to fight in packs, but do not have to do so. If at all possible 
a wolf will attempt to gain on his opponent with stealth and attack from 
surprise. If spotted, the wolf will lock eyes with his enemy and attempt 
to intimidate him into running. If the quarry does break, the prowling 
wolf will instantly leap to the pursuit, taking his opponent down with a 
savage bite to the midriff or head, if possible. Wolves avoid the legs of 
their quarry. They know well that a kick to the face may kill them! 

If quany does not break from intimidation, a pack of wolves will attempt 
to encircle it and harry its flanks. If it doesn't nm, then they are usually 
at a stand-off. Great Wolves hunt massive prey-huge caribou and moose 
that could easily smash them with their sha1p hooves and deadly horns. It 
is imperative that they catch them on the nm, when they are vulnerable. 

Obviously, Legion-Born wolves are taught to fight somewhat 
differently. The Shadow-Chasers hunt in slithe1ing packs, and they fight 
like wild wolves. Howling Beasts and Black Destroyers are taught to 
fight in armed formations , taught to lance charge, and most importantly, 
taught to obey the c01mnands of their riders. Where a wild wolf would 
be patient and cunning, a legion-wolf must charge into the fray and 
glistening steel. Still, the Black Legions have been shaped by the presence 
of the Great Wolves. Many an Ore wanior has been taught the benefit 
of lmking quietly in wait and attacking from ambush by his Great Wolf 
companion. 

Locking Bite 
A wolf really only has one weapon to speak of-its powerful jaws. 

Used for eating, foraging and hunting, these are an all purpose tool 
rather than a simple weapon. Even so, they are supremely effective 
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when used with the Lock action. Using hi s Crushing Jaws, a wolf may 
Lock and Strike simultaneously (on the same action). Once he does 
successfully Lock his quarry, he is considered to be on the Inside. 

Blood-of-Fire Strikes the Fell Ancient with a Lockil1j Bite. He rolls three 
successes. That's a Mark result for tfamaje flus it's a 3 -success Lock. The 
Fell Ancient takes the tfamP.je anti notes it on his PT(1S. Now he must roll 
his Natural Defenses/ Power or Brawlinj in ortfer to font! off the Lock. 
(This roll is unmoclt(ietf by the tfamaje of the Strike-it's simultaneous.} 
He rolls one success, anti thus the Fell Ancient is now in a 2D Lock, in 
atfclt'tion to a whole lot of fain. 

Positioning on Four Legs 
Due to their Great Lupine Form, wolves Charge i.n Fight! with a 

+2D bonus rather than the standard+ 1D. So st.al'ting a fight outside of 
Striking Distance and then dashing in to pounce is a wolf's best tactic. 
They have a supremely high Speed multipier-x7-and often have the 
higher Reilexes. That's +2D to position right. there. Charge in and that's 
+4D total. However, wolves cann<?t benefit from weapon length, so their 
opponent will always have an advantage there, too. Of course, if the 
wolf' can get inside his striking distance or disarm him, then the fight is 
over. 



Wolves in Play 
When envisioning these wolves, think Jungle Book, Animal Farm or 

Princess Morwrwke. 

The eas iest use of a Great Wolf in play is as a mount for an Ore. This 
can be done with one player undertaking the role of both characters, 
or splitting the duties between two players. It's important to remember 
that these wolves are not simply animals. These mounts argue with their 
master s, offer advice and can often kill their riders should they grow 
enraged. So compromise or a whip is reconunended. 

Dark Friends also make great additions to an Ore Servant of the dark 
Blood campaign. Also, adding a Great Wolf Shadow Chaser to an Ore 
band can really liven things up . 

On the non-Ore side of the coin, wolves make full and rich characters. 
They usually enter play with a goodly amount of skill and stat points, 
though limited in experience. This strong base allows for fast expansion 
and development. 

Though not as tough as a heavily armed and mmored warrior, a Creat 
Wolf is also a terrifying opponent in combat. However, some caution 
should be taken in this m·ena. Wolf characters are vulnerable-one good 
shot usually takes one down. So stealth and ctunting m·e more in order 
than brute strength (all of which they have plenty). 

Lone Wolves and Scavengers make interesting additions to any party 
and they come replete with dark secrets and back story. Elements that 
fu el in teresting play! The al)ove suggestions usually play out best with 
a 4-5 LP· character. 

Lastly, there are the Spirit Hunters and the Ghosts. These are potent 
individuals but notably more limited in scope than a Sorcerer or Sword 
Singer. With 5 LPs, these characters are really just beginners-most 
skills, spells and songs will be learned in play. 6 or 7 LPs gives them a 
good foundation of skills, but the stats do start to suffer at that po int. 

lt should be noted, though, that the Fell Ancient's ability to swmnon 
a nd bind Nameless spirits is not to be underestimated. A clever 
player can make much of such power ! And the Spirit Hunter howl, 
Grandfather 's Song, is possibly t he most powerful character-affecting 
spell in the game. 
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Illuminations 
The following section contains two dozen monsters 
built using the Monster Burner mechanics described 
in the 100 Questions section. They are provided here 
as a quick and dirty reference for GMs and players 
alike to use in game. 

Missing Details 
I have intentionally left a few details out of the 
following monster descriptions. While I tried to 
provide a sketch of everything you need to run the 
monsters, I also kept things vague to help fire the 
imagination and leave you room to flesh out the 
beasts for your own games . While there is a lot of 
information provided, the Illustrated Bestiary is not 
a perfect quick reference. It might require a small 
amount of prep t ime on your part. However, I'm 
confident there is enough information packed into 
each entry to jump-start a scenario right away. 

Elements of a Monster 
Described below aTe the various facets of the monster 
entries in the Illustrated Bestiary. 

Concept 
Each entry begins with my concept. I strongly 

believe that this is the most impo1tant pmt of monster 
burning, and I hope these short ideas help you get a 
better grasp of what I was after. 

Hook 
Each entry has a short description of what the 

monster is about. More importantly, the hook offers 
ways to incorporate monsters into yotrr games. 
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Some hooks are obvious- "Do th is to the characters and see what 
happens. " Other hooks are more subtle and open, describing a variety 
of possible scenarios surrounding the monster-its bizarre home, its 
strange eating habits, its duties and philosophy. Campaigns are often 
wild and variegated things. When I'm running a game, every so often I 
need less of a "do this" mentali ty and more of a "wouldn 't it be cool if" 
situation. Monsters like the Hsigo, Crayman, Satyr and Uncle Voclnik are 
in this vein . These definitely lean away from one-shot, kill-them-and­
take-their-stuff scenarios and more toward integrating these monsters 
into the game on a long-term or permanent basis. 

Hooks are ultimately provided to offer simple and vague details in 
order to spark the imagination so players and CMs can better integrate 
these monsters into their games. 

Beliefs and Instincts 
Each monster is listed with a set of Beliefs and Instincts. These 

are based on my concept and are sometimes quite specific. GMs are 
encow·aged to modify the Beliefs and J nstincts to better suit the needs of 
their particular games. 

Traits 
At the top of the ri ght hand page of each monster is a short list of 

traits I used to describe my concept. These were created ·with brevity as 
the prime guide. lf you find them lacking, then you have a concept for 
yow· own monster right there. Alter the concept to suit yom· tastes and 
add in the traits you feel are missing. 

Parenthetical '/}aits 
If a trait is listed in parentheses, it's deemed optional and up to the 

GM whether or not thi:s pmticular specimen possesses it. 

Stats and Attributes 
Stats and attributes are listed in what is hopefully an easy-to-read 

format. ln some cases, the monsters m·e mJique and the stats m·e fi."{ed 
as stated. In other cases, like with the Chiropterans, Odonata, Opludia 
or Satyrs, what I've described is simply the optimal average. These m·e 
possible specimens from this stock. In fleshi:ng out these peoples, a GM 
may find it uscfu.l to vary, tweak and alter stats for the vm·ious members 
of the different societies . The basic fram ework has been given, it's yoms 
to alter. 



Parenthetical Stats 
lf a stat or attribute is in parentheses, the value in parentheses has 

been modified by the existence of a trait. In most situations, GMs and 
players test using the higher value. The lower value would be used it 
situations where the modifying trait isn't applicable. 

Physical Tolerances Grayscale 
Each monster is listed with its PTGS based on the stats provided. If 

the stats arc tweaked, make sure to modify the PTGS accordingly. 

Also, the simplified format of the PTGS is designed so that GMs can 
copy out those pages and mark them up dming play. 

Skills 
The monster's skill list. I tried to keep it short. 

Parenthetical Skills 
If a skill is listed in parentheses, it 's deemed optional and up to the 

GM whether or not this pa1ticula.r specimen possesses the skill. 

IMS 
The IMS damages for the monster's various methods of attack. Though 

every monster is listed with an IMS, not every monster is simply meant 
to be fought or will go willingly into a fight. Also, assume all of the 
monster weapons have an Add of 2, unless otherwise noted. 

Armor 
Some creatures are listed with armor. Be sure to note whether the 

armor is gear or natural armor. 

Natural Defenses 
Some monsters arc listed with a Natural Defenses categor y. This 

usually just highlights the effects of some of the monster 's traits. Whether 
or not. they can be affected by ce1tain weapons, or if IMS damage against 
them is modified in anyway. 

Some monsters arc listed with a brief description of the possible 
material goods in their possession. The exact details of such stuff is up 
to the GM. Most monsters aren 't listed with Resources, as it isn 't central 
to their concepts. 
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Spells and Magic 
Sorcerous and spell- casting monsters are listed with spell titles , 

obstacles, syllables and brief descriptions. Modify the list to suit yom 
tastes . 

Trait Descriptions 
I have attempted to describe in the barest of detail the traits and 

abilities that I think are central to playing each monster. This is by no 
means a definitive list; it simply highlights important ideas for quick 
reference. Use the Monstrous Trait List to fully flesh out the creatm·es. 

Sample Script 
Lastly, where 1 could fit it, I provided monsters 'vith a sample melee 

script to aid players and GMs in n.uming the beast in play. I hope it helps. 
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Amoeroth 
Concept 
AU-conswning, infectious, 
Lovecraftian shuggod1-type 
creatine. 

Hook 
Amoeroth are evil , 
infectiou s, a lien 
space blobs. 
There are 

many hooks. • !!:)~~ £~..t.._:;ifll~l..:.l:;..=;.:;fj~;::,o~~~~~~~ 
For example, Amoeroili could infest someplace important, like a temple. 
The mystery? All the priests and staff just disappeared one night. Gone. 

o trace. What happened? (They were absorbed!) 

Or these sinister creatures could be crawling into windows at night and 
dropping presents into sleeping people's mouilis. It looks like everyone 
in town has the flu, but a few weeks later, at the annual banquet, people 
begin getting sick and vomiting up some honible swprises. 

Or an amoeroili could be living at the bottom of a well, twning a once 
noble fatnily into its living eggs. 

Or a summoner could be trying something incredibly dangerous, and 
rather than getting what he expected, he's presented wid! this looining, 
gray-green mass of jelly that doesn't obey any of the rules and doesn't 
run away when he beats it with a broom. 

Personally, I think it's much scarier when these types of creatures are 
intelligent and possess ilieir own alien agendas. The mindless blob has 
been done to death. The evil, sinister, scheming, infectious blob-now 
that's something we all need more of. 

Beliefs 
It's really quite simple: They don't know what I am or what I'm capable 
of, I'll use that against them. Obviously, I'm the higher life fmm. 

Feign weakness/ineptitude and allow self to be attacked/inspected; once 
they touch me absorb them. Attack orifices in order to infect hosts . 
Stealth/Camouflage when being hunted by angry villagers . 



Traits 
Amoeboid 
Blind 
Mute 
Keen Touch 

Stats 
Wi 

Attributes 
He a 

86 

Pe 

Ref 

84 

Membrane 
Phagocytic 
Relentless 
Alien 

Ag Sp 
83 

MW Ste 

814 8S 
Hesitation: 7 actions ( 4 with Heartless} 

Po 

86 

The Illustrated Bestiary 

Gnawi11g Hunger 
Infectious 
Unfeeling 
Heartless 

Eo 

CiS 

Su: 0 0 0 8S; Li: 0 00 8'1; Mi: 000 BIT; Se: 0 0 0 812; Tr: 0 0 0 813; MW: 0 00 814 

Skills 
Brawling B4 
Tracking B4 

IMS 

Stealiliy B4 
Camouflage B6 

Pseudopod: B2, B4, B6, VA-, Slow, Long. 

Membrane 
The membrane of the amoeroth protects it from the elements and from harm . 
Should anything penetrate the membrane (B9 wound or higher), the creature 
may attempt to absorb it into itself. This is a versus Power test and happens 
instantly; no actions need be expended. 

Phagocytic 
Amoeroth eat by sm rounding their prey and absorbing it. This means the amoeroth 
will attempt to Lock and subdue living creatures. Once subdued, the victim is 
pulled inside. After a number of exchanges equal to the victim's Forte, he begins to 
be digested, taking a B9 wound each exchange nntil all stats are reduced to zero. 

Amoebic Infection 
Amoeroth reproduce by dividing. Even a tiny drop can grow into a full- sized 
amoeroth . They enjoy putting these drops into the mouths of other organisms. 
Once inside, ilie amoeroth will grow in the stomach. The host will feel ill and lose 
his appetite. T hen one night at dinne1·, he'll vomit up a head-sized surprise. 

The host loses -1D Health die per wee!<: for four weeks. After that time a young 
amoeroth \vill spring fortl1 with stats of exponents 2-4. The host tJ1en recovers 1D 
of Healtl1 per day. If Health drops below zero, tl1e host dies. 

Unfeeling 
T he amoeroth can only be incapacitated when its Powe1· reaches zero. 



The Jlmu;h'r Burm•r 

Ancient Seneschal 
Concept 
Tree-man-stern forest guardian. 

Hook 
He is called by many titles-green 
man, god, even demon-but he is 
simply the age-old guardian of the 
forest. 

When trees begin to bud in the 
spring, and until the time they 
begin to shed in the fall, he walks 
the wood tending to his green herd. 
In the winter, he rests-sinking his 
roots deep and gathering strength 
for the next season's tribulations. 

His duties include clearing dead 
wood, disentangling disagreements 
between the oak and the elm, 
unblocking streams so all may 

drink, and guarding the forest from axe and flame. 

In all of his duties he is stem and unflinching-never brooking excuse 
or protest. Trespassers are ejected from the forest, and wayward trees 
are given stern lectures . With the trees, he's always lenient. Not so with 
trespassers, interlopers or violators. If they transgress a second time, the 
Ancient Seneschal will dutifully turn them into fertilizer. 

I think the best hook for the Seneschal is as opposition for characters 
who cannot confront him physically. Force the players to face him as a 
thinking and social entity. For example, a group of refugees, of which 
the players are part, set up their camp in an old forest and begin to build 
new homes . Corne spring, they are visited by a terrifying entity who 
issues the warning, "Leave or pay the consequences ." What to do ? 

Beliefs 
I am the Seneschal and I speak for the trees. My obligation is to guard 
this verdant herd and ensure it's survivaL 

Always act with care and patience. Consult with the forest. Stand in the light. 



'fraits 
Tnmked and Branched 
Bark skin 
Sapped 
Ringed One 

Stats 
Wi Pe 
87 83 

Touch of Ages 
Speech of Ages 
St.rength of Oaks 
Sun Drinker 

Ag Sp 
83 83 

Speed Multiplier: .x3.S. 

Attributes 
Hea Ref MW Ste 
B1 83 (415(16) 87 
Hesitation: 3 actions 

The Illustrated Bestiary 

Roots Run Deep 
Ponderous 
Flanunable 
Stern 

Po Fo 

Su: 000 81; Li.: 000 Ci2; !Vli: OOOc;rr; Se: 000 813; 'li: 000Ci14; M\V 000Ci16 

Skills 
Herbalism B6 
Carnou11age B4 
Orienteering B6 
Conspicuous B4 

IMS 

Philosophy B6 
Tree-wise B7 
Fores t-wise B7 
Old World-wise B5 

Earth-wise B4 
Stern Debate B5 
Cmshi.ng Pw1y Humans B5 

Smashing Branch: B6, B11 , B16. Add 2, Slow, VA 2, Longer 

Barks kin 
Chainmail equivalent armor covering the full body. 

Trunked and Branched 
The Ancient Seneschal is a walking, talking, gigantic-statured tree ( + 1 MW) . 
All of his tmits derive from this magical essence. All of his skills are considered 
natmal magic, and are therefore open-ended. Additionally, since he is a force of 
natm·e, this trait grants him access to the Devastator n·ait. 

Sun Drinker 
The Ancient Seneschal, though powerful, must sleep in the winter. Tn the cold 
dark months, aU ph ys ical stats drop by -2D. 

Roots Run Deep 
Whenever he sets his roots clown in the forest floor, the Seneschal is never obliged 
to move. Even if he should fail a Steel test, he will always stand. He may never 
Run Scream ing. Also , he cannot be knocked clown from a Charge or Push 
action- the attacker 's successes are simply ignored. 

Touch and Speech of Ages 
The Ancient Seneschal speaks the tongue of trees, rocks and streams. Given 
time, he can extract all of the knowledge they possess. 



The Jlous/('1' Burna 

B'hemah 
Concept 
Beast of the apocalypse, harbinger 
of the end; variation from 
the creature in Jewish 
mythology. 

Hook 
\'\!hen the end is ~~-
near, the B'hemah 
come forth and wreak 
terrible havoc. They 
are the harbingers of the 
apocalypse, sent to herald 
the coming end with terror 
and destruction. 

B' hemah are shambling monstrosities of enormous strength and 
durability. Their heroi c Power and Forte, combined with their Brass 
Skin, makes them all but indestructible. In apocalyptic or "the end is 
nigh" campaigns, B'hemah are meant to walk the earth as one of the 
signs of the coming armageddon-a tangible and ugly symbol reminding 
the player characters to hurry up with saving the world before these 
things tear it apart. 

There are 930 B'hemah. Once the end has finally come to pass, and all 
the destruction has been wrought, the chosen few will sit in the halls of 
the divine feasting on the flesh of these beasts . For, contrary to what one 
might think, their meat is soft and sweet-tasting. The 9.'30 carcasses shall 
feed the nations of the chosen so that they might gather their strength 
for the coming next age. 

Beliefs 
I am an agent of God's will, I do as he bids. I bring the end. 

Instincts 
Crush- topple standing structures. Kill-always fi ght in Aggressive 
stance. Destroy- charge into combat. 



Traits 
Massive Stature 
BuJJ-Headed 
Semi-Biped 
Brute 

Stats 
Wi 
B2 

Pe 

NLUnb 
Brass Skinned 
Unflii1ching 
Devastator 

Ag Sp 
B4 

Speed Multiplt'er: xS. 

Attributes 
Rea Ref MW Ste 

BS B4 412 46 

Po 

47 

Hesitation: 8 actions (4 with Vn(fincht'nj} 

The Illustrated Bestiary 

Tusks 
Stinkii1g 
Sweet-Fleshed 
Devourer 

Eo 

Su: OOOB6;Li: 000812; Mi: 00041; Se: 000410; 'll·: 000411; MW: 000412 

Skills 
Brawlillg B6 
Climbing B3 

IMS 

Conspicuous B5 
lntilnidation B7 

!;rushing Hooves of Armageddon: B5 , B9, B1 3 . VA 1, Slow, Long. 
Goring Tusks: B5, B10, B15. VA 1, Slow, Short. May be used to Strike on the 
Chm·ge action. Sprint penalty to Strike reduced to + 1 Ob. 

Armor 
Hrass Skin: Equivalent of heroic plated-cham covering whole body ( 3s!). 

Semi-Biped 
Simila r to bears, a B'hemah may shamble along at a walk-rate whi le on its hind 

legs. For faster movement, it drops onto all fours. 

Devastator 
Ever y hit from the B'hcmah causes two breaches in materia l structures. If armor is 

damaged from a B'hemah hit, two dice are lost instead of one. 

Sample Script 
Volley 1 
Chm·ge 

Volley 2 
Strike 

Volley 3 
StTike 
S1Tikc 



'l'ltl' Jlmv;ler 

Bishop Fish 
Concept 
Based on the myth of the same name, but 

with a twist. An intelligent, non-verbal, 
giant squid. 

I'm not going to lie to you, the Bishop 
Fish is just plain weird, and hooking 

him into the game isn 't easy. He 
doesn't attack ships, capsize boats 
or steal babies from the shore 
(at least not very often). Smaller 

he 's an intelligent, bizarre 
creature who lives beneath the waves. 

A lon3 time a3o, a feasant fisherman 
hauletf a Bishof Ftsh ashore in one of hts nets. Astomshed by what he'tf 
found, he fUt the srruid in a tub of Salt water and hauled if into town 
to the cathedra/. The srruid's conical head reminded him of a btshof 's 
mdre, and the btshof haffened to be in town. No one had ever seen such 
a bizarre creature before, and the fisherman was shown the eminence 
promtt/y. The oM fn"est took one look at the fish and 3ave the si_gn of 
the cross, "Dear Lord, what on earth ts thts?" The Btshof Ftsh smartly 
mimicked the oM triest's movements. Shocked, and convinced the creature 
was (rt."_ghtly} intelltjent and {wronj/y} Ciod-(earinj, the btshof blessed 
the fish and had it released Once a3ain, the Btshot Ftsh imitated the 
3estures of hts caftors: 3ivin3 the si_gn of the cross and wavt"n_g 3ood-bye. 

Such an incident could be included in your game, especially if the characters 
are playing clergy. The question for the players: What do you do with such 
a thing? Alternately, the Bishop Fish could come forth as a messenger from 
the deep , t1y ing to warn of some catastrophe or war down below. (While 
interesting, there is a profound danger of too much miming in this.) 

Beliefs 
The world above is fascinating. Men are often rash. 

Scavenge for food. Min1ic gestures. Squirt ink when surprised. 



Traits 
J\l[assive Stature 
Squid Body 
Tentacles 
Suckers 

Stats 
Wi 

84 
Pe 
B4 

Poor Eyesight 
Ink 
Fleshy 
Pallid 

Ag Sp 
86 85 

Steed MuftijJ/ier: x3.S. 

Attributes 

Po 
86 

The Illustrated Bestiary 

Curious 
Em path 
Mimic 
Mute 

Eo 
85 

~H~eua __ JB~ewfL·--~~~VViL ____ S~t~----------------

84 85 811 84 
Hesitation: 6 actions 

Su: 000 83; Li: 0 00 85; Mi: 0 0 0 87; Se: 000 81; '11-: 000 810; MW: 000 811 

Skills 
Scavenging B4 Fish-wise B5 
Mim.icry B6 Sea-wise B5 
Underwater Stealth B4 Atla11tis-wise B5 
Brawling B5 Lost Atlantean-wise B4 

IMS 
Biling Squid Ucak: B3, B6, B9. VA 1, Slow, Shortest. Tentacles are Longer. 

Tentacles 
The Bishop Fish 's tentacles are supple, strong and agile. With them, he has 
+2D to Lock. However, the tentacles are also nimble and dextrous enough 
to allow him to form them into myriad shapes. Using his Mimicr y skill , the 
Bishop Fish can perfectly imi tate any ges ture. For example, if you make the 
sign of the cross at the Bishop Fish, he' ll make the sign of the cross hack to 
you. His Mimicr y is his only chance of communicating with other in telligent 
creatures, as this squid cannot speak. 

Ink 
One squirt fills three cuhic paces of water with pitch black ink. A II sight obstacles 
are at +4 Ob. Also, the stuff stings unprotected eyes: Addi tion al+ 1 Ob, just like 
a Superficial wound . Bishop Fish contain 2x For te exponent in squir ts of ink. 
They regenerate one squir t per hour. 

Sample Script 
Volley 1 
Avoid 

Volley 2 
Avoid 
Get Inside 

Volley3 
Cou.nterstrike 
Lock 



'11u• llow;/a Burm•r 

Chiropteran 
Concept 
To make a "great " bat, in the 
same style as the Great Wolf. 

Hook 
Chiropterans are not "bat­
men." They are 5 '-6' tall bats 

(looking much like the "fl ying 
fox" variety) , intelligent, verbal 

and cultured. These magnificent 
people live in roosts with one to three 

other members of their family. They prefer 
to take up residence in old-growth forests, 

unused temples and large caves . (Rumor has 
it, there is even an ancient Chiropteran city 
out there somewhere!) They are nocturnal, 
hunting by night and sleeping b y day. 

They are not vampires; in fa ct, they're omnivores, eating anything 
they can get their jaws arotmd, including bugs, birds, bats, frui ts and 
especially young Great Spider Hatchlings. Mmm! 

When not out h1m1jng, Chiropterans delight in discussing and nrrninati..ng 
on the natm·e of sound and tones. They are acutely attuned to sound, 
and see the world in ways that Men and the rest can't quite comprehend. 
Occasionally, an entire forest of Chiropterans will join together in 
a massive, squeaking, echoing song. In this song, they are not only 
listening to the cacophony, but watching the patterns the sound makes . 

Chiropterans can be quite social with other peoples. However, they 
utterly loathe being accused of the common misconceptions that 
surround them. Calling them blind is an insult. Accusing them of being 
mm·derous, vampiric or monstrous is enough to earn an enemy for life. 

A possible hook is to give the Chiropterans the answer to some mystery 
or the possession of a macguffin so the players must go interact with 
their strange cultme. 

Sound is just as vivid as light. Hwnm is important, but jokes in poor 
taste and at my expense will not be tolerated. Life is full of mysteries . 

Assess (Listen first, ask questions later). Hunt at n ight. 



Traits 
Really Big Bat 
Keen Hearing 
Echolocation 
Bat Wings 

Stats 

Noctmnal 
Clumsy Walker 
Expressive Face 
Brown-Black Fur 

The Illustrated Bestiary 

Powerful Jaws 
Arcane 
Low Speech (in addition 
to the clef a ult High Speech ) 

Wi Pe Ag Sp Po Fo 
83 85(7) 8S 8S 84 8S 
Speetl Multiplier: Frin!} ;<TO; Crawlii1_J, xf. 

Attributes 
He a Ref MW Ste 

86 810 84 
Hesitation: 7 actions 

Su: 000 83; Li: 000 85; N6: 000 87; Se: 000 88; 'll·: 000 8'1; M\V: 000 8To 

Skills 
Htmting BS 
Stealth B4 
Climbing B4 

IMS 

Brawling BS 
Bat-wise B6 
TeiTitory-wise BS 

Vicious Bite: B3, B6, B9, VA - , Fast, Shortest . 

Echolocation 

L1sect-wise B4 
Fruit-wise B4 

Bats possess the ability to project and hear sound beyond the range of human 
hearing (requires Keen Hearing to detect). They also have specially adapted 
ears (and noses!) that a llow them to hear "pict ures" of sound and thereby 
locate creatures, objects and obstacles in the complete absence of light. They 
can't see color or fine detail , but in complete darkness, bats can tell size, 
distance, movement and altitude. They suffer no penalties for darkness and 
reduce penalties for weather and smoke by two. Counts as Observation versus 
the Stealthy skill. 

Bat Wings 
Bats, like bir·ds and many insects, possess the ability of powered or "true" 
flight. They are not limited to gliding; by flapping their membranous wings, 
they can gain altitude and momentum. Though not as speedy as some birds, 
bats are quite acrobatic and graceful in air, capable of hairpin turns and wild 
loops. 

Sample Script 
When hunting: 
Volley 1 
Assess 
Assess 

Volley 2 
Swooping Bi te 
Swooping Bite 

Volley 3 
Avoid 



Thl' ,llmu;/l~r Burner 

Deem on 
Concept 
Child of Hell, enemy of Seraphim; 
shapeshifter and speech-twister. 

Hook 
The Dremon is a powerful servant of 
the throne of Hell. In his own realm 
and time, he fights for his Master in 
the Hidden War. When encotmtered in 
the mortal world, he is often doing the 
bidding of a powerful smnmoner. Due 
to the eternal laws governing Heaven 
and H ell, Dremonim cannot travel 
to the mortal realm under their own 
power. When he does get a chance 
come forth, the Dremon will often use 
the opportunity to fmther his own 
and those of his Master. 

One way to bring the Dremon into 
is to place the players in opposition to :~3i;; 

his goals. Often he's acting at the behest 
of his smmnoner, acquiring wealth or committing mmder. Characters 
could stumble upon his presence and attempt to thwmt him indirectly. 
(To confront him directly, without the aid of a powerful summoner, is 
ce1tain death). 

The second way to incorporate the Dremon is to have him to seek the aid 
of the players' characters to break his pact with his smmnoner. A Dremon 
cannot act against the promises he is bmmd to, but others can interfere 
and intervene. Typica!J y,· he will promise his conspirators great wealth 
and power to unbind him. An unbmmd Dremon may exist for 555 days on 
the mortal plane, acting completely mtder his own will. (Very, very bad. ) 

This is a very powerful creature . He dwells completely in the heroic realm 
(aside from his lack of Hands of Stone) . Combined with his shapeshiJti ng 
and mind-twisting abilit ies , h e is simply not to b e trifled with. 

Beliefs 
We are righteous; dissent is no crime. We will be avenged. Men are fool s 
and are to be used. 

Instincts 
Always use The Tongue. Always appear as another. Always offer to be 
botmd in chains as a show of good fai th. 



n·aits 
Lawbreaker 
lnunortal 
Celestial Sight 
Spirit Nature 
Dremon 's Skin 

Stats 

lron Hide 
Slashing Claws 
The Tongue 
Cift of Babel 
Misshapen 

The Illustrated Bestiary 

Doppelganger 
Named 
Membranous Wings 
Aura of Fear 
Resistant to Fire 

Wi Pe Ag Sp Po Fo 
t;S {16 {14 {16 t;S t;S 

Steed Multi;Jier: Walkin!} x3.S; Fjtil1!j x!O. 

Attributes 
I-lea Ref MW Ste 
t;S t;S {111 

Hesitation: 3 actions 

Su:OOOB~Li:OOOBro;Mi:OOOct8,Se:OOOct1; '1f:OOOc;ro;M\\!000ctTT 

Skills 
Aura Reading G7 
Stealth G6 
Rargaining G8 
Persuasion G6 

IMS 

Inconspicuous G6 
Conspicuous G6 
Etiquette G6 
Falsehood G6 

Slashing Claws: B5, B9, B1 3, VA 1, Fast, Short. 

Iron Hide and Spirit Nature 

Symb ology C5 
Demonology C5 
Ancient/Obscure Hist01y G5 
Brawling G6 

Iron Hide: -1 pip to all incoming damage. Spirit Nalurc: Cannot be harmed by 
mortal weapons, only spirit weapons; cannot be b01md by mortal chains. 

Lawbreaker and Dremon's Skin 
When a Dremon is nea1·, a.U mam1er of weird phenomena transpire-birds sing 
backward , clocks stop ami windows crack. Also, to touch a Dremon is to be 
burned-its skin is like burning coals. Any character who is not resistant to fire 
who touches one suffers a B7 wound. 

Doppelganger and its Telltale 
A Dmmon rnay assume the shape of another. lf another character would like to 
penetrate the guise, test the Dremon 's Will vs the character's Observation. lf the 
chUl'acter generates more successes, he notices that something is amiss and tllis 
ereature is not who it says it is. 

Gift of Babel and The Tongue 
A Dremon can understru1d and speak ru1y language. Combine this ability witl1 
I tis Tongue and he's very dtmgerous: He may use his Will as per the Persuasion 
spell on page 181 of the Character Burner (there's no Tax for tl1e dremon). 



I 

A Dra go n i s th e e mbodim ent 
in satiable hunger and greed. Though h e m ay seem 

~;,SOJ)hJBtlca·ted in his ways, he is truly an atavistic creature 
cannot overcome his own base instincts. 

e dwells on the fringes of society and at the edge of the 
imagination. When h e comes forth , he radiates waves oft 

terror. Not due to any enchantment, but because there is 
defense against him-one gout of flame, and the world begins 

to crumble. 

However, such all-consmning greed must be confronted. If left 
un~hecked, it devours all life; heroes must rise up among the people 

and save them from this devastation. They must confront this living 
embodiment of fear and defeat it. It is an impossible task-for dragons 
are clever and wary of tricks, and unbeatable in battle- yet it must be 
accomplished without fail. 

An interesting note about Dragon's blood: It is what drives them. 
It creates the hunger. As it eats out their insides they must feed to 
replenish themselves. As it corrodes their lair, they must bolster 
themselves with the indestructible-gold. Dragon's blood creates their 
fire, flight and stench .. . and is rightly a prized treasure itself! 

Beliefs 
I must have gold and gems for my bed, they comfort me. Nothing shall 
come between me and the satisfaction of my hunger. I toy with them 
because I grow weary witlJ boredom. 

Instincts 
Always go head first. Hoard gold. Burn first. Mesmerize the curious. 



Traits 
Gigantic Statl.ll·e 
Lizard -like Skull 
Arched, Lean Body 
Membranous Wings 
Talons 
Scintillating Sca les 

Stats 
Wi 
Ci6 

Attributes 

Pe 
Ci7 

Luminous E:yes 
Stench 
Keen Sight 
Keen ll eaJ·ing 
Keen Touch 
Devastator 

Ag Sp 
84 86 

Po 

Cito 

The Illustrated Bestiary 

Dragon 's Blood 
Dragon 's Breath 
Dragon 's Flight 
Mes rneri zi11 g Gaze 
Armor-Pla ted Skull 
Insatiable C reed 

Fo 

t;to 

_HULCnB __ ~R~c~tL• --~~~~-UL'----------------

CiS 86 Wt 8tO 
Hesitation: 2 actions 

Su: 00081CJ, Li:OOOC?t;Mi: 000413;Sc:000415;Tr: 000416;M\V.OOOw1 

Skills 
Observation C6 
Stealthy B5 
Brawling B7 
Intimidation ClO 

IMS 

Persuasion B6 
Obscure Histo ry C7 
Dragon- \\rise G5 
Cold-wise C6 

Dwarf-wise C7 
Treasm·e-wise G7 
Sorcery- wise C6 

Talons: B7, B14, C4. VA 3 , Fast, Long. Jaws: BS, 131 5, G6, VA 3 , Fast, Long. 

Armor/Natural Defenses 
Armor-l'latcd Skull: Gray fu.li plate-mail (eyes, t·oo ). Scintillating Scales: Chainma.iJ. 

Resources 
A cave in the wastelands, a comforta ble bed of gold ru1d aJ1 enchanted sword. 

Dragon's Breath and Mesmerizing Gaze 
Fiery llreath : B6 (open-ended skill ), Ob 1, 2 Actions. Power = Forte (C10): I G5, 
VI C1 0, S C15 . Determin e IMS with DOJC. VA 4. 50 pace cone, as Natural E ffect 
( ~D ) . Each breath requ ires Ob 6 forte tes t, margin of faihLre red uces Power of 
breath on subsequent uses. Mesmerizing Gaze: Tes t victim's Wi ll vs Ob =Dragon 's 
Wi ll (exr 6 + 2 Gray= 8 ). Margin of fajiLu·e tempora ril y red uces Wi ll and raises 
a ll ph ys ica l action obstacles . Wi ll reduced to zero = dumbfounded, yo u just 
stand there. For those partiall y affected, a ll attacks must· be directed at the gaze. 

Sample SwoOt}ing Script 
Vo lley 1 Volley 2 
Assess Brea 1'11 e 
Assess Fire 



The llonslt~r Burner 

Formian Guardian 
Concept 
A pony-sized ant/termite-warrior creattu·e 

Hook 
The Formian Guardian is 
pa1t of a massive hive of 
ant-like creatmes . He is 
what the outside world 
is most likely to 
encounter should 
they get too close 
to the Formian 
nest . 

These alien creatures infest wilderness areas and simply devour the 
SLUTOLmding cotmtt-yside. Formian Drones chew up material and return 
it to the hive-it is embedded into the superstructme to expand the hive. 
Forrnian Guardians keep watch over the Drones to enstu·e they are not 
distu rbed in their work. 

An infestation hegins with a single Formian, the Queen. She alights after 
a long flight from the previous hive. For her own safet-y, she chooses a 
remote or inaccessible position. She then lays SL"X eggs-two of these eggs 
grow rapidly into Guardians, the others into Drones. From these htunble 
beginnings, the hive grows and expands. Soon, there are hundreds of 
Drones and dozens of warriors all working in concert under t he hive 
mind with a single directive: Consmne. 

Obviously, Formians are.a tru·eat to all li vi ng creatmes in the area- they 
will devom everything organic they can get their mandibles around. 
Wasteland grows around the hive like an infection. 

Eventttally, the hive will bLu·n it self out, but only after exacting a tenible 
price on its environs. Even then, a new Queen emerges and takes flight, 
looking to start the cycle anew. 

Must protect the hive. Must protect. t.h e Queen. Must protect the drones. 

Watch Drones (hi ve or Queen , depends on situation). Prot.eef Drones 
(Queen , hive) . Always incapaeit.ate prey. 



Traits 
Big Ant 
Hive Mind 
Antem1ae 

Chitin ous Carapace 
Pheromones 
Poor Vision 

Stats 
Wi Pe Ag Sp Po 

B4 B4(S) B4 B6 B7 
St eed Mufti;J!t'er: x3. 

Attributes 
Rea Ref MW Ste 
BS BS 812 B7 
Hesitation: 6 actions (no hesitation from f ain} 

Th e Illu strated Bestiary 

Spider Sense 
Envenomed Stinger 
Tough as Nails 

Eo 

B6 

Su: 000 84; Li: 0 00 87; Mi: 0 0 0 81; Se: 0 0 0 810; 11::000 811; M\V: 0 0 0 812 

Skills 
Brawling B6 ClimhingB4 Track ing B5 

IMS 
Grasping Mandibles: +2 Pow. VA 1. Slow, Shor test. B4, B8, B1 2. He may Lock 
and Bite on the same action . Mandibles gnull +2D to Lock . Stinger: B3, B6, B9. 
VA l. Unwieldy, Shortest, Venom (see below ). 

Venom 
A Formian Guardian wi ll knock hi s opponents down, Lock them up and then 
attempt to sting them. On a Mark resu lt , the stinger injects venom. The victim 
mu st make a Health test vs Ob 5. Margin of fa ilure is temporarily subtracted 
from Speed and Power exponents. Victims are meant to be incapacita ted and 
dragged back to the hive. 

Hive Mind and Pheromones 
Forrnians can communicate instantaneously across distances with one 
another. Essentially, this ab ility broadcasts an Instinct, such as Protect Hive. 
This triggers the Instinct for every Formian in t.he colony-no matter where 
t hey are located. Also, Formians can trade or switch tasks between them 
without delay or explan ation , both creatures know instantly what the other 
was do ing. Las tly, they can leave invisible pheromone markers (requires 
Pheromones 01' Keen Smell trait to detect) t.o provide information for other 
Form ians-like direction, location of danger or food. 

Sample Script 
Volley 1 
Tackle 

Vollcy2 
Lock 
Lo<.:k 

Volley 3 
Lock 
Sting 



Th,• lions/ er 1/u rner 

Giant 

mon ster is 
modeled after the 
Giants found in 
Welsh mythology, 
spe cifi ca ll y t he 
Mabinogi . These 
Giants are taller an·d 

stouter than men, 
but not colossal. And, 

though terrifying and 
mighty, the giants of the 

Mabinogi are vulnerable to 
the hero's blade- and guile. 

These Giants keep comts and vassals 
much as men do. They hold feasts for their 

kin and will even reluctantly welcome visitors. However, once a guest of 
a Giant hall, a man is peiil of his life. Often these Giants will demand 
tests of skill, strength or cl evem ess as payment for their hospitality. The 
price of failme is nothing less 1ban dea1b ! And even those who succeed in 
impressing their hosts often find themselves locked into an endless SITing of 
binding oaths, committed to ca:nying out more and more outrageous acts. 

The Giants are so arrogant beca use they know that they can destroy 
those who oppose them: Strike an oath with a Giant at yom own pe1il. 
However, incautious bravado has lead to the death of more than one 
Giant when he underestimated his opponent. 

Beliefs 
My daughter 's hand is my most precious possession. One must satisfy 
my binding oaths. 

Instincts 
If they come within reach , crush them; if they stay out of reach, hit 
them with a stone or a spear. Guard my daughter 's hand. Bind every 
agreement with an oath. 



Traits 
Gigantic Stature (15') 
Tremendous Strength 
Tremendous Endurance 
Ponderous 

Stats 

Vain 
Bitter 
Oath-Maker 
Misshapen 
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Hands of Stone 

Wi Pc Ag Sp Po l<o 
B6 B4 B4 B3 
Speed Multip!t"er: x3.S. 

Attributes 
He a Ref MW Ste 

t;7 B3 c;rs c;s 
Hesitation: 4 actions 

Su: 000 B'l; Li: 000 {{2; Mi: 000 {{12; Se: 000 {{14; 11-: 000 {{15; MW: 000 {{16. 

Skills 
In timidation B6 
Haggling B6 
Oratory B4 
Ugly Truth B5 

IMS 

Poen-y B4 
Local-Area-wise B6 
Marriage-wise B2 
Myth-wise B5 

Brawling B5 
Throwing B5 
Spear B4 

Bare-Fisted: G5, C9, G1 3. VA 1, Fast, Long. Stone-Hafted Spear: C6, G11 , 
C16 . VA 2, Fast, Longest. Thrown Stone (shatters on impact) : DOF: 1-3: B6, 
4-5: Bl2, 6: G2. VA 1. 

Armor 
Occasional chainmail armor. 

Resources 
A forlorn forn·ess wi th a great, lavishly appointed ha ll , a store of n·easures 
taken from his foolish guests, a beautiful young daughter, a giant crown, and 
a cache of stone-hafted spears, situated next to his throne. Occasional.ly, Giant 
lords posse.ss beautiful suits of fin ely-crafted chain mail. 

Sample Script 
Vo lley 1 
Charge 

Volley 2 
Lock 

Volley 3 
Strike 

Or, using his first Instinct, he's got a spear in hand at the start of the exchange: 

Volley 1 Volley 2 Volley 3 
Lob Intimidate Intimidate 



Grayman 
Concept 
An agglomeration of various 
yeti myths. 

Hook 
These brooding creatmes 
roam the forlorn tracks 
of little-used mountain 
paths. They are, 
in fact , servants of 
the great mountain 
sp irit. Wandering 
the slopes, they clear choked 
streams , build sacred cairns, 
aid lost travellers, and hinder 
or kill those who maliciously 
ITespass or destroy. 

They grow to seven feet tall 
and bear fur ranging from 
reddish to , most commonly, 
coal-gray. Thusly called Graymen, they a re subj ect of 
myriad myths and superstitions, and are often portrayed as 
evil tricksters by ignorant townsfolk . They do little to dispel 
such misconceptions. In fact , they seem to further embellish 
them by hm·ling rocks at travellers or scaring them witless with the cloak 
of fear bestowed upon them by the God of the Mountains. 

Truth be known, a Cra)'rtna:n could not explain himself if he wanted to. 
Whether it be curse or nature, his voice is ill- suited to speech , and he 
must coinmLmicate with hands and signs. But on occasion, the Grayman 
will journey at night into mountain villages he knows to be fri endly. 
Once there, he will beg for somed goat's milk or other alcoholic drinks. 

Beliefs 
The mountains are sacred. The will of the mountain spiri t is my guide. The 
world clown below is benighted, and travellers are ignorant of their IJ·espass. 

Instincts 
Always Stealth . Grab a rock if there's danger. Tf' confronted, hit 'em with 
the Aura of Fear/Horror. 



Traits 
Massive Statme 
Deep F w· 
PritJ'litive Featu res 
Long-Litnbed 
Hecl usive 

Stats 

Taste for Alcohol 
Sworn to the Mountain 
Am a of Fear 
Keen Smell ( + 1 D) 
Keen Hearit1g ( + 1 D) 

Wi Pe Ag Sp Po 

84 85(7) 85 
Sreecl Multipker: x4. 

Attributes 
~HULeaa __ ~B~ewfL_ ___ ~VV 

85 8{, 813 
Hesitation: {, actions 

8{, 

Sje 

85 
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Non-Verbal 
Optiunaltrait: 
Horrific Aura 

Eo 
87 

Su:OOOB4;li:OOOB7;Mi:000BtO:,Se:OOO B11;cli':OOO B12;MWOOOBt3 

Skills 
Stealth B8 
Climbing B8 
Brawling BS 
Htmting BS 

IMS 

Fishmg B2 
Throwing B4 
Intilllidation B4 
Sprmting Trai:nit1g 

Bare-fisted : B4, B8, Bl2, VA-, Fast, Shortest. Thrown Rock: BS, B9, B13, 
VA-. llurled Boulder: B6, B11, B15, VA 1. 

The Horror of the Grayman 
Certain Cray:me:n are more terrifying than others. Some say these fTightful ones 
are those who guard defiled or profane places. At the GM's prerogative, he may 
replace U1e Crayman's Aura of Fear with the Ama of Horror. This trait extends 
to 10x Wi ll in paces. Add the Crayman's Will to the victim's Steel/Hesitation 
obstacle. 

Sample Script 
Craymen prefer to h ml rocks from a distance 
Volley 1 Volley 2 
Acquit·e Throw Object 
Tlnow Object Crah Rock 

Or if engaged: 
Volley 1 
Avoid 
Strike 

Volley 2 
Avoid 
Get Inside 

Vo lley 3 
Grab Rock 
Acquire 

Volley :3 
Block 
Throw (person) 



Great 
Eagle 

Concept 
A soldier in Tolkien's 
Great Eagle army 
from the Lord of _ .... llliiijli_,a . IIi 
the Rings 

Hook 
These tremendous creatures 
mountain eyries, usually one nest of two per mountain. 
They hunt deer, wolves, Great Spiders , Orcs and nearly anything 
else big and edible. (In the past, Eagles have had a favorable 
relationship with Men and Elves, so they tend to be off the menu.) 

One of their natmal enemies is the soaring Dragon. If a Dragon takes its 
roost near Great Eagle eyries, the cries will go out and a host of Eagles 
will gather, taunting the Dragon. When the great wyrm sallies forth , the 
Eagles will engage him in a whirling aerial dueL Many Eagles fall in 
such brutal battles, but so great is their hatred for the defiling Dragon, 
they are willing to make the sacrifice. Using clever tactics and steeley 
bravery, the Eagles can eventually exhaust an inexperienced Dragon and 
bring him down. 

The greatest gift of the Great Eagles is their incredible eyesight. They 
can see for miles, detecting movement and prey on the ground while 
they soar high above. The bonus to Perception reflects their incredibly 
sha1p vision. 

Personally, I think Eagles would make great player-characters. Not too 
powerful, but with some interesting quirks and abilities. Bar1ing that, 
Great Eagles can be involved in the game as NPC guides and fonts of 
wisdom. Also , it's rumored that on occasion Great Eagles have been 
taken as mounts by brave Men and daring Elves . 

Beliefs 
None are so noble; we are the lords of the sky. Dragons are detestable. 
Corruption and evil shall not flourish under my vigilance. 

Instincts 
Always on the look out. Screech on attack run. Always position the 
attack run to swoop in from behind. 



Traits 
Massive Stature 
Avian 
Talons 

Stats 

Terrible Beak 
Terrifying Screech 
Sight of the Eagle 
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High Speech 

_VV~i ____ pLLP. ____ _aA~g~--~S~pL_ __ _JP~oL_ __ __uFo___ 
83 86 (8) 84 8S 86 8S 
Speed MultipleY: Hoppi11j, x2, F/yt"nj x14. 

Attributes 
He a Ref MW 

84 8S 811 86 
Hesitation: 7 actions 

Su: 000 83; Li: 000 85; Mi 000 87; Se: 000 8'1; Tr: 000 810; MW 000 811 

Skills 
Observation B7 
Eagle-Fu B5 

IMS 

Ugly Truth B4 
Eagles-wise 135 

Far away places-wi se B4 

Talons: 134, B8, B1 2. VA 1, Slow, Short. Beak: 135, B9, B1 3 . VA 2, Fast , Long. 

Soaring 
Eagles can soar for ho11rs, using updrafts to stay a loft without expendirure of 
much energy a t all. They can mainta in tl •i s a ttitude for hours equal to their Forte 
exponent. Afterwm d, they must alight and rest for hours equa l to half the tjmc 
they were up. 

TerrifYing Screech 
An eagle's screech is piercing and unnerving enough , but coming from a specimen 
as big as a man with a 30' wingspan , it's especially re1Ti fying. The target of tl• e 
screech must immediately take a Steel test. The only ava ilable reaction is Stand 
and Drool; w1less a Belief, Instinct or trait says otherwise. 

Talons 
A11 eagle may Strike and Lock on the sa me action using Ius talons and beak. 

Sample Script 
Volley 1 
Screech 
Screech 

Volley 2 
Charge 

Volley 3 
Lock (S tTike) 
Lock (S trike) 



Tlu• Jlow;lt•r Burner 

Hsigo Noble 
Concept 
Flying monkeys who believe birds and 
men are their children. 

Hook 
"The PYQfhet SfQke intQ the ear Qf the mijhty 
Celestial EmfeYQY anti said, 'Cirant them 
wt'n!JS' SQ that they may attain the heijhts 
the mQuntain mQst hQ/y anti fa)' )'QU fYQfeY 
W(JYshi;J. 'Anti SQ it was tiQne. " 

Thus begin the Analects of the Prophet, the prime 
Hsigo religious text. It is from this tome that all 
their cultme springs, and where they have gained 
their impeccable understanding of the natural 
order. Hsigo believe all races are descended 
from them- they were the first put on earth, 
t:o dwell on the back of God's holy mountain. 

Their bizarre kingdom sJTaddles a massive uplift 
that is so rugged and sheer, one needs wings to 
traverse it. From a distance, one can see clouds of 
Hsigo flitting to and fro like queer birds as they 
go about their business. 

Above all else, etiquette, dignity and proper behavior are most imp01tant 
to the Hsigo. Nob.l es especially will go out of their way to ensure 
politeness and propriety. At the same time, they are well- spoken and 
have no compunction against engaging one another in lively discomse 
regarding the doctrine and laws of their wondrous kingdom. 

A possible hook is for a delegation of Hsigo to appear (out of the sky!) 
at a religious institution to consult with {he texts hidden there to settle 
an argument. Altem ately, a renegade Hsigo might attempt to contact the 
outside world to rally support in his bid for the throne. 

Beliefs 
Honor and dignity above all else . Our king is the world 's sovereign, 
ordained by the Celestia l Emperor. I-lsigo stand above all others. 

Always act with dignity. Thrust for the heart (of the matter ). Take flight 
when startled. 



Traits 
Diminutive Stature 
Membmnous Wings 
Simian 

Stats 

Prehensile Tail 
Expressive Face 
Noble 
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Devoted 

_VV~· uiL-__ JBJe~----A~g ____ ~S~pL _____ P~o ____ ~EJoL__ 
84 84 8S 8S 84 8S 
Steed Multij:Jit"er: Walkil'lj, x3.S; F~in3- x!O. 

Attributes 
He a Ref MW Ste Cir Res 
84 84 810 8S 82 8S 
Hesitation: 6 adions. 1D rei' as erudite lover of knowledje. ID noble aff 

Su: 000 B3; L: 000 86; Mi: 000 Bl; Se: 000 88; li: 000 B'f; M\V: 000 BTo 

SkiJls 
Etiquette B5 
Hsigo Comt-wise B4 
Fencing B4 

IMS 

Brawling B4 
Read B4 
Write B4 

Doctrine B4 
HsigoLaw B3 
Oratory B3 

Bare-Fisted : B2, B4, B6, VA-, Fast, Shortest. Hsigo Epee: 83, B6, B9. Power 2, 
Add 2, VA 1, Fast. Longer. 

Resources 
Fine silken clothing, ornate belts ru1d dignified hats. Tlsigo nobles prefer to fight 
with a light tluusting sword they call an epee. They also can often be found in 
possession of Hsigon religious ru1d law texts. They only wem ru·mor to battle, 
due to the great discomfort ru1d expense of ilie stuff fur a six-limbed, winged 
monkey. 

Membranous Wings 
Hsigo ru·e sectapedal bipeds-possessing two extra lirnl)s sprouting horn behind 
their shoulders which blossom into full wings. These wings al low the monkeys 
to som and glide like birds. Use Speed for any aerial acrobatics or positioning 
needed. 

Prehensile Tail 
The Hsigo tail is also fully developed, allu"ring them to hru1g upside 
down or even pull iliemselves upright. It is not developed enough for fin e 
manipulation-it can 't reliab ly hold a cup or weapon- but when engaged ir1 
physical activity, the Hsigo may use his tail as a call-on trait to reroll failures on 
a Speed test . Where he would have normally lost his balance and fallen , the tail 
keeps him on his feet. Also, the tai l may be used to help in Brawling or other 
appropriate :; ituations. In this case, it provides a+ 1D helping die bonus. 



)}I 

11te ~llow;ft•r Burner 

'<~I ~- ~::~ista-Noga 
~ ~ A vm-iation of thechild-Mting hag 

-~ 
0
o 0 ~ from Pohsh myths . 

• • ' · ·--~- • 
0 o ·· ~ Hook 

Quite simply, this bony­
legged witch loves to eat 
babies. She ' ll sweet-talk 
her way into a village, 
pretending to be an old 
woman in distress and in 
need of shelter. Once inside 
a host's horne, she'll sing a 
sweet lullaby-in reality, 
Witches ' Sleep-that causes 

the family to slumber. Then 
she makes off with the babies, 

hobbling back to her mortar 
and using it to whisk back to her 

cauldron. Once she gets a good fire 
going under her cauldron, it's baby 

stew! 

Tracking Koscista-Noga is all but impossible. Her mortar actually zips 
across the ground, but her broom magically covers her tracks. Unless 
one stumbles onto her dinner preparations by sheer dumb luck, the 
best way to retrieve stolen children is to call her name three times at 
midnight. She'll come zo.oming in on her mmtar, looking for trouble. 

Once she arrives, someone better offer for more babies . Otherwise, 
Koscista-Noga will grow enraged and choke her sUil1Illoner to death. 

Beliefs 
I shall take my revenge on this village by stealing each of their newborns 
one by one. In order to stay young, I must feast on the bones and flesh 
of the young. 

Instincts 
Hide and Assess. Conceal the mortar and broom when in the village. 
Beg for mercy. 



Traits 
Diminutive Stature 
Rending Claws 
Lame 
Voracious 

Stats 

Iron Stomach 
Ugly 
Sweet-talker 
Sight of the Owl 
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Tough 
Gifted 
Bony Legs 
Named 

_VV~ui __ ~Bue~ __ _JA~g~--~SqpL_ __ ~P~oL_ __ _uFo ___ 
86 85 84 83 84 85 
Sfeetl Multiplier: xz 

Attributes 
Hea Ref 
85 84 

MW 

811 
Ste Cir Res 
86 83 83 

Hesitation: 4 actions. 3D infamous rep as Koscista No3a. !D ref as 
a harmless oM lady. 

Su: 000 83; Li: 000 8S; Mi: 000 87; Se: 000 8'1; 11-: 000 810; M\V: 000811 

Skills 
Cooking (babies) BS 
Soothing Platitudes BS 
inconspicuous B4 

IMS 

Child-wise BS 
Conspicuous BS 
Sorcery BS 

Rending Claws: B3, B6, B9, VA 1, Fast, Shortest. 

Named 

Enchanting BS 
Brawling B3 
Stealthy B4 

Koscista-Noga can always hear her mune spoken three times at midnight, no 
matter where she is. 

Broom and the Mortar and Pestle 
Koscista- 1oga possess two magical trinkets that she built herself. The first is a 
magic broom that covers her tracks-increases Tracking obstacles by +4. The 
second is a 1,>iant wooden mortar and pestle. A creatme of Diminutive Stature 
can stand in the mortar, grip the pestle and grind tl1e bones in tl1e bottom. 
Upon doing so, the mortar can be commanded to fly along tbe ground with a 
Speed equal to t!Je user's Will exponent, but gray shade. It may also shoot up 
and hover in mid-aiJ·. However, it will only fly if t!Jere are babies bones ground 
up. It requires an arm , leg or head per flight. The full torso is worth two jatutls. 

Spells 
Witches' Sleep Ob 3+\Vill , 66 syll. Anima, Influence, Personal Origin , Duration: 
Minutes. Presence Area of Effecl. Causes victims to become drowsy and fall 
asleep . Evil Eye Ob 4", 6 syll. Anima, Influence, Presence Origin, Sustained, 
Single Target. Extra successes add to victim's obstacles. Choking Hand Ob 4" 
10 syll. Turn Aside !he Blade Ob 3", 8 syll. Ancien! Grip Ob 2-5, x4 syll. 



Concept 
A variation of the traditional manticore. 

Hook 
The Martikhora is a hideous beast that prowls the forests 
and jungles surrounding villages and settlements. He 
believes the villagers are his charges, and he guards them 
against their greatest enemy-themselves. 

This monster believes man's place in his village and 
should he ever stray from there, he must be punished. 
The Martikhora punishes absolutely-any unfortunate 
found wandering through the jungle is killed and 
devoured. 

In this role, the Ma1tikhora is an extoitionate thug. He 
pretends to accept offerings, but he really just mocks 
the villagers in private and continues his rampage. 
Sometimes he will even attempt to convince his charges 
that he is beneficial-but he is truly just a vile parasite. 
If confronted with a real threat, the Martikhora is more 
than likely to fle e back to his cave-den in order to 

preserve his skin. 

This beast is a classic monster, instantly recognizable. 
But he's clever and extremely dangerous , ridding a 
village of his tyranny takes intelligence, cunning and 
luck. 

Beliefs 
I punish the wayward. I rule the jungle. Men do not 
know what's best for them. 

Instincts 
Immediately Acquire first target with tail spines . Always 
Stealth. Flee when Lightly wounded. 



Traits 
Massive Sta tme 
Human Head 
Tiger Body 
Crushing Jaws 

Stats 
Wi 
83 

Attributes 

Pc 
85 

Serpent Tai I 
Venomous Spines 
Keen Smell 
Predatory 

Ag Sp 
86 86 

Po 

85 
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Haughty 
Tiger Stripes 
Hideous! 
Gnawi ng Hunger 

Eo 

85 

JKP.~a~~Bue~f ____ ~ndLVVll-__ ~S~t~e~---------------

84 8S 811 86 
Hesitation: 7 actions 

Su: 000 83; L: 000 8S; Mi: 000 87; Se: 000 81; 'Il:: 000 8To; MW: 000 811 

Skills 
Stealthy B7 
Spine-Throwing B5 
Brawling B5 
Intimidation B5 

IMS 

T-hmting B4 
For aging B3 
Village-wise B4 
Jungle- ,vise B4 

Claws: B3, B5, B7, VA - , Fast, Shortest. Jaws: B4, B8, Bl2. VA 2, Fast , Short. 
Spines: B2, B4, B6. VA 1, plus venom injected on a Mark result . DOF 1-2, 3-4, 
5-6. Spines are 2D Optimal, lD Extreme. 

Stuff 
A Martikhora devom s his victims and all their possessions, so it is possible that 
some hardy trinkets, like gem-stones, remain in his gullet. However, since his 
diet is mainly poor, wayward villagers, this would be very unlikely. 

Deadly Venom 
Venom is only injected when the victim is hit with a Mark result from the 
opines. This venom is incredibly vimlent. One exchange after injection, the 
victim takes an additional B9 wound. 

Sample Script 
Volley 1 Volley 2 
Avoid Avoid 
Aim (target already Aq'd. ) Launch Spines 

Volley 3 
Charge 



The il:low;ter Burna 

Mischief 
Concept 
An outrageously annoying faeri e 

creature. 

There are some nights, when the GM has 
had a little too much caffeine, that he decides 

it's time to break out the high-pitched voice 
faerie creatures . Inevitably, the goal is either 
to drive the players crazy, or to amuse himself. 
The GM giggles carbonated bubbles and the 
players groan . 

Well, here she is incarnate-Mischief. She's 
every silly faerie archetype and stereotype 

Al·li"'":~~;..:..;..:~ rolled into one. She is designed to make 

characters look and act like fools. If 
everyone's in on the joke, it can be kind 

of funny- especially if you get to run your 
spear through her at the end of the session. 

Or it can be one of those sessions that everyone 
remembers, but no one talks about because, you know, 

he kind of went nuts and did that. 

Of course, you could always take her seriously. An army of Mischief can 
wreak havoc on nearly any campaign or situation. In fact , it might be a 
fun way to kick off a scenario: 1,099 Mischief come raiding into town, 
and they are swooping mad. They're nesting in the thatching, and any 
attempts to shoo them away results in the sting of tiny arrows. The 
village horse just flew away! No work is getting done, and the lord is not 
pleased. Where did they come from? Why an army? What do I do with 
all these faerie dust filled acorns? 

Tra la la la la! The meaning of life is ... Look, a shiny penny! Fun is best 
had at someone else's expense. 

Hide from the bigsies. Always open it up and look inside. Giggle 
innocently when suspected. 



Traits 
Small Stature 
Gossamer Wings 
Dainty Limbs 
Doe-Eyed 

Stats 

Troublemaker 
Curious 
Fine-Boned 
Low Speech 
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Annoying 
Flighty 
Faerie Gifts 

~Li--~PuP.L-__ ~A~g~--~S~Jvl ____ -LPuo ____ _xEuo~ 

84 86 86 86 81 8z 

Attributes 
He a Bef MW Sie Cir Bes 
84 86 86 83 82 82 
Hesitation: 3 actions 

Su: 000 81; Li: 000 82; Mi: 000 83; Se: 000 84; 'll·: 000 85; MW: 000 86 

Skills 
Bow B6 
Stealth B6 

IMS 

Persuasion C4 
Faerie Magic G6 

Faerie Bow: B2, B4, B6. Range dice as a bow. DoF IMS, on a 6 (with skin 
contact, no armor) target hiccups (must hesitate 1 action). 

Faerie Magic: 
In order to east her Faerie Magic the little imp must be in flight. AJI the spells listed 
must start with the Mischief fli ttering dust from her wings over her target. This 
takes two actions. She may not cast Patiently and Carefully. She does not suffer Tax. 
These rolls are open-ended, of course. Choose the spell effect and test her Faerie 
Magic ability against tbe listed obstacle: Sleepie Dust: Ob=Ta:rget's Will. Dum tion 
equals one hour plus one hom· per success above obstacle. Pixie Dust: Ob 5 ( -1 Ob 
if target is thinking a happy thought). Target may tly like a li ttle pixie. Duration 
equals Mischief's Will in minutes . Glitter Dust: Ob=Ta:rget's Perception. Causes 
the target a +1 -6 Obstacle penalty for all actions for the duration . Roll a d6 to 
determine Ob penalty. Duration equals Mischief's Will in exchanges. l'ixie Charm: 
Ob=Target's Will (as per Arcane Kindness spell ). Duration equals Mischief's Will 
i11 mi11utes (4 minutes in this case) . Faerie Dust: Ob 2. Target glows with a smooth 
yellow light (equal to Ob 2 Mage Light spell). Dmation equals Mischief's Will in 
minutes . }'eather Dust: Ob= Target's Speed. Target becomes nearly weightless . 
Dar1cing across lily pads, skipping across flower petals, and racing across leaves in 
the branches all become possible for the enchanted. Tar·get creature is considered 
to have a Gray/Heroic Speed for all running rates, leaping distances and climbing 
tests. However, he is at +3 Ob to all other physical actions-including swinging 
battl e axes . Duration equ als Mischief's Will in min utes. Sneezie Dust: Ob 2 . 
Target Sneezes for 1 action. Counts as hesitation, spell interruption, or break of 
concenn·ation. 



Concept 
Odonata 

A giant , intelligent , a ss­
kicking dragonfly. 

Odonata are a strange people. 

~~~~~~Sure, they're five-foot long 
:)!! talking dragonflies, 

but stranger still 
...,...""-,.Tll'\ s their complete 

obsession with courtship , mating 
rearing. Their entire culture, and 

thus their lives , are built on finding a 
suitable mate , and coupling and producing 

larvae and nymphs. They are fi ercely dedicated 
and undertake it in a direct and aggressive manner. 

During mating season, the rivers and marshes of Odonata countJ-y are 
aswmm with fierce buzzing as the males vie for territory and mating 
rights. The females cm·efully patrol, assessing for a proper match-fending 
off unsuitable mates and fighting for the desirable. It's quite a scene. 

Alter a long courtship, Odonata are most approachable. With the pressme 
off, they might even be willing to converse at length with travellers. They 
are, in fact, quite fond of discussing the weather-to which they and 
their gossainer wings are quite sensitive. (Odonata hate rain , wind and 
storms. Sunshine and clear skies reflecting off their metallic exoskeletons 
are most pleasing to them.) 

Some attribute their obsession with mating to their short lives-age 
and viol ence both claim Odonata quickl y. Others point to the Odonata 
fixati on on reincamation. None but the Odonata know for sure. 

Rebels are known to exist among the Odonata-those that are fed up 
with th e ceaseless and thankless cycle. These strong-willed creatures 
have, in the past , even sought out other cultm·es from which to learn. 

Beliefs 
"The weather is cruel. Merciless, I tell you. " The cycle must be propitiated; 
by entering the cycle I am reborn . I am the most suitable mate. 

Instincts 
Shelter from the rain. Always be on the lookout for a suitable mate. Dive­
bomb attack from behind (then twist their heads off with mandibles). 



Traits 
Dragonfly Analog 
Bulbous Bug Eyes 
Dragonfl y Wings 
Six-legged 

Stats 
Wi Pe 
B4 BS 

Ultra-Fast Reflexes 
Metallic Sheen 
Light Chitin 
Crushing Mandibles 

Ag Sp Po 
B6 BS 

Steed Multiplier: Walkinj- x3; F~in!Jt x TO. 

Attributes 
Hea Ref MW Ste 

B4 BS(7) BTO BS 
Hesitation: 6 actions 

The Illustrated Bestiary 

Fragile Wings 
Aggressive 
Weather-Sense 
Territorial 

Eo 

BS 

Su: 000 83; Li: 000 85; Mi: 000 87; Se: 000 88; 'IT: 000 81; MW: 000 810 

Skills 
Htmting B5 
Aerial Acrobatics B6 
Brawling BS 
Intimidation B5 

IMS 

ClimbingB5 
Courtship B4 
Spider-wise B2 
(Rearing B4) 

Crushing Mandibles : B4, B7, B10, VA 2, Slow, Shortest. 

Armor/Natural Defenses 
Light Chitin : As leather armor, covers entire body. 

Dragonfly Wings 
These beautiful, gossamer stretches of membrane are the holy grail of flight. 
The two pairs of wings allow the Odonata impossible mobility-hairpin, gut­
wrenching turns, hovering, blistering acceleration. The Odonata only needs to 
spend one action to take flight, and may hover in place without effort. Consider 
the creature capable of aerial movements equal to a land-bound acrobat. Use 
their Aerial Acrobatics skill for maneuvers while in air. 

Sample Script 
When lumting: 
Volley 1 
Charge 
Lock 

Volley 2 
Lock 
Bite 

Volley 3 
Avoid 
Assess 



The Mrm.ster /Jurner 

Ophidia 
Concept 
Homosexual snake-women bent on 
world domination. 

Hook 
The Ophidia's culture and civilization 
is fractured and scattered. So bent 
on world-domination were they, that 
their all-consuming desire shivered the 
bonds of their ancient sororal culture. 
At present, small groups of a half-dozen 
or so will gather together under the 
auspices of a brood-mother. This 
group will then make a 
for local power-subverting 
a temple, cruelly 
wooing local officials 
or even an attempting an 
outright coup if they feel 

they will be successful. <~~~~S:~::~!Jiiilii~111Jji~"" 
Once ensconced in power, the 
brood-mother then makes contact with other knots of Ophidia. Thereby, 
disparate broods come together and form a power-base and stranglehold 
over a region. 

Ophidia are always in need of slaves and raw materials to allow them to 
sustain their empire-building pretensions. This is the impetus that draws 
them out of hiding and ~ives them to band together. 

These female creatures are exclusively homosexual, shunning the 
company of the males of their species. Mating practices among the their 
peoples tend to be bitter and short. 

Beliefs 
We are a race most ancient, destined for greatness; now is our time of 
trial. Cleverness and foresight pay over haste and direct action. 

Instincts 
Always attempt to Strike unexpectedly (even if it means cootTavening 
the second Belief. Protect my sisters. Mesmerize and hypnotize any non­
Ophidia (Arcane Kindness plus Seduction or Barch's Glare). 



Traits 
Ophiclian (human torso, Snake Eyes 

Tron Scales 
Venomous Bite 
Serpent Hair 

snake body) 
Forked Tongue 
Perversely Beautiful 

Stats 
w· 1 Pe 
85 85 

Ag 
85 

Speed Muftip!t'er: x3.S. 

Attributes 
He a Ref MW 

85 85 811 
Hesitation: S actions 

Sp 
86 

Stc 

88 

The Illustrated Bestiary 

Keen Taste 
Keen Smell 
Gifted 

Po Eo 

85 85 

Su: 000 83; Li: 000 85; Mi: 000 87; Se: 000 M ; 'fr: 000 810; M\V: 000 8 11. 

Skills 
intimidation B4 
Seduction B4 
Persuasion B4 
Sword B4 

Stuff 

BowB4 
Brawl B5 
Sorcery B4 
Symbology B4 

Obscure History B4 
Philosophy B5 
Stealthy B5 

Precious reli cs of a long-dead culture, preserved ritual vestments of a long-dead 
religion, scimitars, bows with barbed arrows. Also, some wear ornate plated 
leather armor breas tp lates and arm greaves. 

IMS 
Bare-Fisted : B3, B5, B7, VA-, Fast, Shortest . Ancient Sword : B4, B8, B12, 
VA 1, Slow, Long. Venomous Bite: B3, B5, B7, VA - , S.l ow, Shortest, plus venom 
on Mark result bite (only on the Inside) . Snake Hair: Inside striking distance 
only, once per vo lley, the hair bites (usiJ1g Brawling) . On a Mill'k resul t (and/or 
a failed armor test) , poison is deljvercd. IMS damage is negligible. 

Snake Venom 
Ophi dia venom reduces the p hysical stats (Ag, Sp, Po, Fo) and causes excess ive 
bleeding. Test Forte vs Ob 5, margin of failm·e is temporarily subtracted from the 
physical stats (like a wom1cl ). Bleeding rates are stepped up one wound category 
for victims injected with this torin. Takes three exchanges to take effect. 

Armor/Natural Defenses 
Iron Scales: -1 pip to a ll incoming da mage. Occasional plated- leather armor. 

Spells and Magic 
llorror, Ob 4" , 2 actions. Sareh's Glare, Ob 1+\Vill or Forte, 4 actions. 
Arcane Kindness, Ob WiJJ, 10 actions. 



Tlw Jltoustn· Burner 

Querub 

Four-faced m essenger 
of God. 

ar e qu ee r 
They possess 

four fac es-that of a 
lion, an eagle, an ox and 

a man-four arms and Jour 
wings. Their wings give them 

Jlight superior to all mortal 
creat ures. Their faces 

them knowledge 
nd skill from 

places of the 
earth. Their arms-the talon of an eagle, the hoof of an ox, the fist of a 
man and claw of a lion-make them strong and dangerous. 

These entities, who know every path and hidden way, are God's 
messengers. They appear to the holy and inspired and grant them visions 
from above. To the unholy and corrupt, they are sent to warn them of 
the consequences of their transgressions. 

The Querub's bizarre and somewhat shocking visage is an ideal way 
to grab attention and convey a message. A failed Faith test- a prayer 
for Intercession or Major Miracle-is a great way to integrate them . In 
place of the intended miraculous effect , this creature appears before 
the faithful: "l will grant you what you ask, but you must swear this 
oath unto me. " The Querub 's offer is a place for the priest to bargain 
from-and a great inspiration for the next leg of a campaign. 

I serve the Light. In this eternal struggle, the Light shall be the victor, 
but now is Corruption's time. I am the walker of paths and the keeper of 
ways-I bring the words of those on high. 

Assess (Aura Read 'vith Celestial Sight). Hover, never touch the ground. 



Traits 
Lawbreaket· 
hruJJorta l 
Celestial Sight 
Spirit Nature 
C ift of Babel 

Stats 
w· I Pe 

Attributes 
Hea Ref 

Querubic Mantle 
Named 
Graceful 
Wrathful 
Aura of Fear 

Ag Sp 

MW Ste 
(110 (iS 

Hesitation: 3 actions 

Plwsh·al '/i;/eral/t'l'.~ Cra)'St'fli<' ., 
• • i 

Po 
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Aura of lloli ness 
Four-Winged 
Resistant to Fire 
Spirit Unseen 

Eo 

Su: OOOM,Li: 00088; Mi: 00047; Se: 00048; 'li: 0004'1; l\IIW: 000410 

Skills 
Conspicuous C5 
Bm·gaining C6 
~tique lle C4 
Doctrine G4 

IMS 

Symbology C4 Tracking C8 
Ancient/Obscure Historv G3 Orien leering G8 
Demonology G2 Brawling C5 
Aura Reading G5 

Lion 's Claws: B4, B8, B1 2, VA 1, Fast, Shor t. 

Spirit Nature 
Qrr enrbinr cannot be han11ed by mortal weapons, only spirit weapons can affect 
!'hem. Also, natural hea t and cold have no effect on them, and tlrey CaiJJJOt be 
bound by mortal rope or chains. 

Lawbreaker 
When a Queruh is near, all manner of weird phenomena transpire-lights flash in 
Li re sky, colors change hue and animals speak in tongues. 

Aura of Fear, Aura of Holiness 
Everyone who enters in the Querub 's presence (10p) must pass a Steel test. 
Malevolent, corrrrpt or evil beings must pass a Steel tes t at double obstacle 
penalty. 

Gift of Babel 
Orr erubim can tmderstand and speak any language. 

Querubic Mantle and Four-Winged 
A Quenrb's fom arms give him +2D to Luck. His four wings a llow him to Fly at· 
x12 Speed cxpouent and take flight in two actions. Also, Qucru1Jim may hover 
in place. 



The ;l/ousler Burna 

Raksha 
Concept 
A shape-shifting tiger demon. 

Hook 
Raksha always appear where 
they are least expected. That 
friendly doctor you know? He's 
a demon. When you're away, 
he foments hatred toward you 
and your friends. The mayor 
of the neighboring town 
who 's always so nice, but 
his municipality is a mess? 
He's a demon, too. 

On the surface, the Raksha is 
ftiendly and innocuous, but behind 
the scenes, he's murdering, lying and 
stealing in order to further his own ends. 

Being a demon, his ends are pretty simple: Sow . His job is to 
enter a peaceful town and then inspire the inhabitants to feud so that 
when he leaves, the town is a burning wreck. (An interesting twist would 
be to have a Raksha as a wandering swordsman who comes to solve 
problems, but in the end just ends up getting everyone killed. A twisted 
version of Kurosawa's film, Yojimbo.) 

However petty his aims, this creature is terribly potent and should never 
be used as a "throw-away" villain. The Raksha should always feature 
prominently in the story he inhabits-whether as a f1iendly protagonist, 
or a murdering monster. 

Beliefs 
Life is a petty sham perpetrated by benighted souls of the living. The 
mortal souls of men are my playthings. I'd rather be here than in hell. 

Always lie and sow dissent. Act sympathetic to the unwary. Kill the 
strong, intimidate the weak. 



'fraits 
Shapeshifter 
(Tiger-Demon Form) 
(Keen Smell) 
(Crushing Jaws) 

Stats 
Wi 

86 
Pe 

8S(6) 

Telltales 
Greedy 
Malefactor 
Celestial Sight 

Ag Sp 
86 86 

Po 

s;eevl MultipkeYS: Human, x3.S; Tijer, )(b. 

Attributes 
Hea Ref 
86 8S(6) 

MW 
t;TO 

Ste Cir 
t;4 83 

The Illustrated Bestiary 

Dissent Parasite 

Eo 

Res 
B4 

Hesitation: 4 actions. Choose some a;;ro;riate re;s and affiliations. 

Su: 000 134; Li: 000 88; Mi: 000 Ci6; Se: 000 ti8; 11-: 000 ti'fM\V: 000 {iTO 

Skills 
Falsehood BS 
Soothing Platitudes B5 
Persuasion B4 
Inconspicuous B4 

IMS 

Intimidation B6 
Sorcery B4 
Aura Reading B6 
Superstition-wise B5 

Tradition-wise B4 
Priest-wise B3 
(Brawling B6) 
(Stealthy B6) 

Crushing Jaws: B5, B9, B13, VA 2, Fast, Shortest, Spirit Weapon. He may Lock 
and Bite on the same action. 

Shapeshifter 
The Raksha can change forms from a man into a tiger demon. He may only 
execute this transformation under the cover of night. The parentheticaln·aits, 
slats and skill s are only avai lable in tiger form. 

Telltales 
Even when in human form, the Raksha evinces characteristics of its true 
natme: Tts eyes reflect light like a eat's, or its C<Uline teeth are more prominent 
dmn they rightly should be, or its hair is the color of its fur. 

Dissent Parasite 
This trait allows the monster to earn one Persona point artha for every conflict 
that he instigates. Points may be spent to add dice to appropriate rolls. 

Sample Script 
In tiger form: 
Volley 1 
Strike 
Locking Bite 

Volley 2 
Throw (bitten char.) 
Locking Bite 

Volley 3 
Throw (bitten char.) 
Strike 



'/'Ill' Jlousler /Junwr 

Red Cap 
Concept 
A variation of the 
Scottish myth of the Red 
Cap-a misshapen old 
faerie who is drawn to 
violence and consumes 
the c01pses of war dead. 

Hook 
The Red Cap is a twisted 
creatw·e who lives in the 
ruins of old churches 
and temples. H e can 
sense a war corning like 
some can smell a storm. 

-...iooioii:i:.il.iiilli:i~~~~~: Once he catches scent of 
coming carnage, th e Red Cap attempts to arrive on the scene just as the 
bodies have begun to fall. Upon arrival, he is quite amiable and will sit 
idly by watching the festivities while he tears off a chunk here and a 
bit there for a snack. He will attempt to remain inconspicuous and will 
go on feasting on the dead (and maybe even on wotmded if there's not 
enough dead to satisfy him) until he's had his fill. If left unmolested, 
he'llleave peaceably. 

H confronted, the Red Cap grows furiously angry and delivers a mighty 
lecture on the hypocrisy of war and the futility of honoring the dead. He 
will happily engage in a Duel of Wits with any character foolish enough 
to debate him. The Red .Cap argues that many claim to respect life and 
walk the path of peace, but they will eagerly spill their cousin's blood over 
matters so uivial as money and land. It is likely that the Red Cap will lose 
the Duel of Wits. When this happens, he grows emaged and attacks his 
opponents. He isn 't interested in killing them. (That'd be hypocritical, 
right?) He simply belabors, beats and chases off t he fools, telling them 
to make another war elsewhere, so he can have dinner after this lunch. 

War is a tTagedy. God is the highest power. I don't bother anyone, so if 
you bother me, you pay. 

Sleep in boots. Attack when emaged. 



Traits 
DimiJ1utive Stature 
Slashing Claws 
lrrcreclibly Stm ng 

Wm·-Sense 
gly 

Knobby Knees 

The Illustrated Bestiary 

Believer 
Iron Boots 

Stats 
-.Wi 
85 

Pe 
84 

Ag 
84 

Sp ____ -L~~~----~Euo~_ 

t;6 t;6 86 

Steed Mufti;Jfier: x3.5. 

Attributes 
Hca Bet' MW Sic 

85 85 813 86 
Hesitation: S actions 

Su: 000 134; Li: 000 87; Mi: 000 810; Se: 000 811; 'li: 000 812; MW 000 813 

SkiiJs 
Brawling G6 
Inconspicuous B4 
Stealth G5 

IMS 

Oratory B3 
War-wise B6 
Faith-wise B3 

Magic- wise B3 

Slashing Claws: B5, B9, Bl.3, VA 1, Fast, Shortest. Kicking Root B5, B1 0, B15, 
VA 1, Unwieldy, Short. 

Armor/Natural Defenses 
Iron Shoes: Gray full plated mail for the feet only. 

War-Sense 
A Red Cap C<U1 sense a war about to u·anspire within 100 leagues of his lair. 

Believer 
T ire ReJ Cap possesses an extreme vuiJJerabili ty to the prayers of the Faithful. 
He really does believe in God and is terrified of His judgement. AJ I prayers used 
aga inst the Reel Cap are at -1 Ob. 

Cap and Boots 
A blood)', 1·ed cap and a pair of magic, i:ron boots. The cap's for style. The iron 
hoots confe,· upon the wem·er: gray Speed, gray Stcaltlr , Wm·-Sense and the 
r;urse that he must conswne the war dead. Should he fail to consume the dead 
within one day of his War Sense being triggered, the boots constri ct, rcduci.ng 
Speed by 1 die per day until he consurncs a w rpse. When Speed reaches zero, 
d1e boots inflict a Trmunatic wound <md the character loses both his feet. The 
hoots go wandering off looking for a new master. 

T he boots allow the Heel Cap to >print a ll night, hut it onJy feels like he walked 
the distance. 



Satyr 
Concept 
A true satyr-a degenerate goat creatme who 
worships dead gods . 

Hook 
There are many myths surrounding 
the nature of the Satyr. Most talk 
of "roguish" followers of the god of 
revelry-tricksters and menymakers. 
The t:~:uth is far uglier. 

Herds of Satyrs gather in the 
moonlight round standing stones on 
remote hilltops or in deep forest glens. 
There they dance and cavmt loudly. 
To all eyes, these bizarre creature 
seem happy and careless. ln the center 
of the dance are piles of glistening 
fruit, goats milk and fresh honey­
natme's bounty free for the taking. 

If wea1y travellers or lonely souls should wander 
by, the Satyrs enthusiastically invite them to 
dance with them and join in the revelry. As the 
ritual reaches its frenzied peak, the guests are set upon by the twisted 
creatures. Men are pulled apart and their innards devomed fresh and 
bloody. Women are treated to a far crueller fate. They are brutalized and 
raped-inipregnated with Satyr seed. These victin1s are then kept by the 
Satyrs while gestation and birth occurs. Once the Satyr-child is given life, 
the woman is cast out of the herd and mocked. The revels begin again 
shmtly thereafter. 

It is the travellers who refuse their bounty that spread the ill-begotten 
mmors of the Satyr's kindness. If, for whatever reason, the Satyrs cannot 
convince or intimidate folk to stay on with them, they will ply them with 
gifts of honey and fresh fruit-to all the world seeming earnest, but it's just 
part of their cruel game. 

Some cultures worship the satyrs and their goat-headed god of lust. 
Villagers send their virgins into the night on the equinox to be taken by the 
twisted creatures so that the herd Inight prosper and the god grow stronger. 

Beliefs 
We propitiate the Dead Cod with ow· rites. I shall father a child. 

Captme and impregnate the women. Kill the men . 



Traits 
Goat-Headed Cruel Strength 

Brutal 
Trickster 

Goat-Legged 
Horned 
Hooved Dominant Procreator 

Stats 
Wi 

84 
Pe 
8S 

Ag 
B4 

Sfeetl Multiplier: x3.S. 

Attributes 
Hea Ref 
B4 B4 

MW 

811 
Hesitatio11: 6 actio11s 

Sp Po 

B4 8S 

Ste Cir 
8S 82 

The Illustrated Bestiary 

(Faith in Dead Gods) 

Eo 

8S 

Res 
80 

Su: 000 83; Li: 000 85; Mi: 000 87; Se: 000 81; 'IT: 000 810; MW 000 811 

Skills 
Doctrine of Dead Gods B4 Brawl B5 
Dance B4 (Axe B4) 
Ritual B3 (Bow B4) 
Intimidation B.S Stealthy B4 

IMS 

Pipes B5 
Forage B4 

Bare-Fisted: B3 , B5, B7, VA - , Fast, Shortest. Head-Butt: B4, B7, BlO, VA-, 
Slow, Shortest. Some Satyrs cany wood-cutting axes taken from their victims: 
Axe: B4, B8, B12, VA 1, Slow, Long. 

Horned 
A Satyr's horns count as plated leather equivalent armor for the head, they grant 
+ 1D to the Charge action and can be used as a+ 2 Power weapon as a head butt strike. 

Cruel Strength 
This is a call-on for Power. May be used when trying to subdue or Lock a 
victim. 

Faith in Dead Gods 
One Satyr in the herd will usually he considered the "priest" and will possess 
the Faith in Dead Gods attribute at B5. 

Dominant Procreator 
The child of a male Satyr will always. be a full Satyr like his father. 

Sample Script 
Volley 1 
Avoid 

Volley2 
Tackle 

Volley 3 
CounterstTike 
Lock 



Simurgh 
Concept 

A variation on the irnmmtal Persian beast 

The Simm·gh is the embodiment of aged 
wisdom. It is said that he has lived long 

enough to witness the destruction of the world 
three times over. In that vast span, he has managed to 

accmnulate an unimaginable store of knowledge. 
In fact, he knows a little something about 

everything, and most everything about 
anything. 

The ancient beast will impart some 
of his wisdom to seekers of knowledge, 

but only at his own pleasure. He can 
rarely be induced to do what he does not desire. However, the Simmgh 
is constantly thirsty, and should he be found tJ·avelling between oases, 
his confidence might be won with a bit of drink. 

Despite his terrifying visage, the Simurgh is in no way a violent creatm·e. 
He will do his utmost to abstain from violence. (In his wisdom, he 
recogni zes that this is the surest way to cut short his endl ess life.) 

Another quirk of the Simurgh: No matter how knowledgeable he seems, 
his conveyance of infonnation is always imperfect. There is always some 
small deta:il missing or misappropriated. 

The obv ious hook is tliat the players seek out the Simurgh to solve a 
mystery, but the flawed knowledge of the creatme only ends up getti ng 
them in hot water. 

Beliefs 
I am the wi ses t of all creatures . A mortal cannot. hope to grasp my 
naked wisdom, therefore T speak in ridclles so that they might come to 
1.mderstand on their te1ms, in their own way. All this will pass in time. 

Instincts 
Assess. Speak in riddl es . Tf Sixth Sense kicks in, take flight. 



Traits 
Massive Stature 
Dog's Head 
Bini 's Body (Winged) 
L ion's Legs 
Dog Bite 

Stats 
Wi Pe 

41 

Hendi:ng Claws 
Brilliant Plumage 
Immortal 
Sixth Sense 
Aloof 

Ag Sp 
85 

Po 
86 

Steed Muftij7/ieY: Walkin!} x6; F/yin!} x14. 

Attributes 
_HLU:e,.,a'--_RLU:e"-t' ___ Mu.LW:u__ __ uS"'te.,_ _ __,Cir 

87 86 812 86 43 

The Illustrated Bestiary 

Genius 
Riddler 
Flawed Understanding 
Thirsty 

86 

Res 
83 

Hesitation: 1 action. 3D Yefutation as a font of ancient wisdom. 

Su: 000 84-, Li: 000 B7; Mi: 000 B'f; Se: 000 BTO; eli: 000 BTT; MW: 000 812 

Skills 
History GS 
Ancient History GS 
Obscure History GS 
Symbology GS 

IMS 

Oratory G5 
Foraging B4 
Any and all appropriate 
-wises at G 7 

Rending Claws: B4, B7, B1 0, VA 1, Fast, Shortest. Dog Rite: B4, BS, B12, VA 1, 
Fast, Shortest. May Lock and Bite. 

Simurgh's Flawed Understanding 
This trait gives the old bird access to all possible wises. However, the Simurgh 
believes itself so perfect that once it has learned something, it assumes it never 
changes . This leads to certain flaws in its knowledge. When divulging the truth, 
one piece of information, or one detail, will always be wrong, out-dated or 
skewed. 

Sample Script 
Will only fight if trapped, otherwise he will simply Avoid in Defensive Stance for 
every action. 

Volley 1 
Avoid 
Strike 

Vollcy2 
Avoid 
Strike 

Volley 3 
Avoid 
Locking Bite 



Uncle Vodnik 
Concept 
Based on the Russian Vodnik myth-an evil sorcerer who has been 
drowned by one of his water spirits. 

Uncle Vodnik is a twisted and sorry creature. Once an 
accomplished summoner, he was drowned by one of his water 
spirits. On the shore and unable to help, his niece watched, 
transfixed by her uncle 's final moments. Vodnik cursed her 
as the cause of his misfortune and swore that he would have 
his revenge. As he drowned, his curse was heard. His life 

bled into the powerful protective amulet worn round 
· neck, mixing with the water spirit's own nature. 

The next morning, Vodnik sprang gasping from the 
river, seemingly quite alive. The amulet floated in the 

reeds. Without wasting a breath, he stormed into his 
village, cursing and shouting. When he reached his manor, he 

found his niece searching through his belongings. She screamed as he 
grabbed her by the hair and dragged her back to the river where he had 
died. He drowned her at the river's edge. Unbeknownst to him, Vodnik's 
brother had witnessed his daughter being dragged off and rushed to 
her aid. Too late to save her, he struck off Vodnik's head with an axe. 

The next morning, Vodnik sprang gasping from the river. The amulet 
floated in the reeds. Realization dawned on him. l-Ie wasn't dreaming. He 
was cursed. Bitter and vengeful, he swore another oath to drown all the 
innocent young nieces in the world before they could betray their uncles. 

Vodnik now insinuates himself into rural, river-side villages where he 
befriends the people, acting as a kind old wizard. Once on their good side 
and above suspicion, he begins dragging the young girls of the village 
to their deaths (in secret of course) . To stop him, one must penetrate his 
benign disguise of innocence. To destroy him, one must find the amulet. 

Beliefs 
Yotmg girls are wicked and manipulative. I swore revenge; I'll have it. 

Instincts 
Hide amulet in river. Always stay near a river. Sustain Arcane Kindness . 



Traits 
Dt tai -Natured 
Gifted 
Celestial Sight 
Atuulet-Bound 

Stats 
Wi 

87 
Pe 
86 

Ama of innocence 
Cunning 
Manipulative 
Vengeful 

Ag Sp 
83 

Steed Mufti;Jfier:· x3.5 

Attributes 
Hca Ref MW Ste 

86 84 810 87 

Po 

83 

Cir 
83 

The Illustrated Bestiary 

Jolly Old Man 
Amulet-Bom1d 
Land -Lubber 

Fo 

86 

Res 

He5itation: 3 action5. 1D refutation a5 a harm/e55 oM man. 

Su: 000 M, Li: 000 86; Mi: 000 8 7; Se: 000 88; 11': 000 81; M\V: 000 8ro 

Skills 
Soothing Platitudes B6 
Persuasion B5 
Seduction B5 

IIVIS 

Inconspicuous B6 
Sorcery B5 
Summoni11g B3 

llarc-Fisied: B2, B3, 134, VA-, Fast, Shortest. 

Dual-Natured 

Aura Heading B6 
Aso·ology B5 
Village-wise B6 

Uncle Voclnik is a dual -natmed creatme. Out:warclly he appears, acts and feels 
human. Inside though, he's been o·ansfonned into a vengeful spirit . Thus he can 
be stabbed, wounded and even killed, but he cmmot be destJ·oyed. If killed, his 
Spirit Natme takes over and he is reborn fi·om his anmlet . To destroy him utterly, 
ouc needs spirit weapons, spell craft, abj nrement or to destroy the amulet. 

Amulet-Bound 
Vodni:k's spirit resides tJ·apped i11 hi s am ulet. Destroyil1g it (it can just be smashed 
with a hammer) destroys hi s Spiri t Nature. He is then completely mortal. 
Vodnik cannot be controlled via d1e mmdet, but characters in possession of the 
anmlet can certain ly bargain with him. He therefore hides his magic mnulet in a 
nearby river, so it cannot be stolen from him. Also, while underwater, its natm·e 
cannot be easily discerned. Celestial Sigh t and The Sense cmmot detect it if it is 
Lmdcrwatcl'. 

Spells 
Arca ne Kindness Ob Will , 16 syll; Delirium Tremens Ob Will, 8 syllables; 
The t'ear Ob 2, 8 syll ; Fish Lung Ob 3, 5 syll ; Gray Cloak Ob 2-4, x4 syll , 
Walerwalking Ob 4, 20 syll ; Wiich K1:y Ob 2-5 , x6 syll. 



Concept 
An adaptation of the creature from the 1932 Carl Dryer fihn. 

Hook 
The Vampyr is a local phenomenon. Its infectious bloodlust is typically 
something that is passed on between neighbors and residents of a village 
or town: The Vampyr makes its way through its former friends and 
family, infecting them, killing them and bringing them into its circle. 
Eventually, the whole town is infected. Without an outlet , and a fresh 
supply of blood, such a large number of Vampyrs " 'ill quickly fall into 
dormancy. Unable to support their collective need., one by one, the 
shadows can no longer reform and do the bidding of the dusty corpse. 

If one of the living infected succeeds in Jleeing the site of such a honor, 
then it is only a matter of time before he becomes a Vampyr himself and 
bears the curse to a new locale. The living infected rarely knows what he 
carries within his blood. It is only upon his death, buried in his coffin, 
when his shadow rises through the soil, filled with a terrible hLmger, that 
all is made clear. 

The hook not to use for a Vampyr story is the "rescue the beautiful girl 
succumbing to the wiles of the evil creature" plot. Instead , have one 
of the characters infected and play out all of the terrible ramificatjons 
thereof. Slowly spin out the horror as the Vampyr visits him night after 
night, draining his essence and transforming him. What will the player 
do knowing his character's inevitable fate? 

Beliefs 
For this curse bestowed upon me, I shall have my revenge. I am damned; 
there is no tmning back. Blood is my only hope. 

Instincts 
Keep to the shadows. Feed, even if risking captme. Lie and obfuscate 
(no one truly suspects what you are). 



n·aits 
Shadow and Dust 
Parasite 

Stats 
Wi 
88 

Pe 

85 

Dominant Will 
Corpse Bow1d 

Ag Sp 
83 88 

Speetl Multiplier: x3.S. 

Attributes 
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Blood Lust 

Po Eo 
85 c;s 

~H~c~a--~B~eLf ____ u~LVV~----S~tc~ __ _JC~i~r _____ fle~ 
87 85 812 88 84 82 
Hesitation: 2 actions. 2D infamous reputation as a creature of the n':Jht! 

Su: 000 134; Li: 000 138; Mi: 000 8'!; Se: 000 810; 'li~ 000 811; M\V: 000 812 

Skills 
StealtJ1y G7 
Brawling B6 

IMS 

Persuasion B6 
Seduction B6 

Intimidation B6 
Death-wise B5 

Cold Shadowy Hands: B3, B5, B7, VA - , Fast, Shortest. 

Shadow and Dust 
The Vampyr is a being in two parts. The shadow is its active and "living" ha lf. 
When searching for victims or feeding, it is the shadow that does the work. T his 
aspect can be harmed by steel and fire. However, it cannot be pem1anently 
destroyed. If dealt a mortal wound or simply incapacitated, the shadow dissipates. 
It reforms in days eq ual to 10 minus the Vampyr's current Health . 

The "dust" comprises the second part of the Vampyr. Th is is its corpse, buried 
in a grave or preser ved in a tomb. In order to completely destroy this creature, 
the corpse must be dragged into the morning sun and a Minor Miracle must be 
in voked ove1· it. 

Parasite 
Vampyrs require warm human blood to sustain themselves. Each feeding drains 
one rli e of Health from the victim. lf the victim's Health reaches zero, then he is 
ki lled by the feeding and becomes a Vampy1· upon his bu1·ial (or cremation). 

A Vampyr's Health drops by one for each month he goes without feeding. Each 
feeding restores one die uflust Health. At zero Health, a Vampyr must be fed blood; he 
ca nnut feed himself. He will lie dormant unti l a fool reawakens him with fi·esh blood. 

Blood Lust 
A Vampyr cannot refmin from feeding when it hungers . Thi s blood lust is 
transferred to its victims, wl1 o wi ll crave blood- in the form of rneat-wlti le 
they live and be transformed into Vampyrs when they die. 



11u• Jlon . .;ter Bunwr 





296 

Creature Codex 
The Creature Codex provides a very bare bones look 
at a variety of monsters- examples from the Roden, 
Spider, Troll and Wolf chapters, very mundane fann 
animals, Don's exotic critters, to imps and seraphim. 
No descriptions, no illustrations, no nonsense. Just 
nwnbers and traits. The exact details are up to you, 
we did the hard work so you can get these monsters 
into play quickly and effectively. 

Chris' Creations 
Grey Gremlin 
Concep!- Version of mischievous little tinkerers 

llook- A gremlin has an obsessive cw-iosity and a natural talent 

for dismantling .anything that catches one's eye. A single visit ca n 

reduce a tnan's house to c01nplete ruin; tales and warnings of 

gremlin encounters are passed on for generations. Attracted to 

the wonders of civilization, one may slink into town looking for 

anything new and interesting. Inventors and collectors must: be 

wary of their possessions, for an tmguarded treasure can fall prey 

to their dest:ruclive touch. 

Though they have no UJJ dersta nding of laws or rights, gremlins 

are not inherently violent:. However, they are fully aware of the 

aggravations they cause. As such, tl1ey are always on guard for an 

attack and will use whatever may be in hand as a weapon. Whether 

to hit and run or stay and fight is entirely up to the creature's 

assessment of the danger and the potency of his cunent obsession. 

Most often the gremlin wanders alone. On the rare occasion when 

he can be foLmd in the company of his own kind, the potential 

for destruction grows exponentiaUy, as the never-ending contest 
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fO our-perform consumes a ll in clw group. E.vcnruaJ iy one will shine through as chuos k ing 

or queen a nd the others will wa nder off in exhaustion. 

__jfi_ pe Ag Sp Pn Eo He a Bcf M1¥ Stc____ 
B4 44 B6 B4 B3 B4 B4 B7 B8 BS 
Speed Multipker: x3.S He.sifation: 6 actions 

J>TGS: Su:B2 Li : 8 4 Mi: B5 Se: B6 Tr: 87 Mo : B8 

Traits- Sma ll Stature, Grey (Skin , hair, na ils, whole eyes .. everythin g) , P oin ted Ea rs, 

Slunt.ed Eyes, Si.-x -Fingerecl, SL'\-Toed, Thin, Frail, Quiet, ObsesseJ , Curious, ~1ischievous , 

Competi tive, Sen sitive Eyes (bright light), Ermopic, Ultra-Fasr Refl exes 

Skills-Tinkering 85 , Mendin g 85 , T lu·owing 85 , Brawling B3 , Stealth 84 , Sleight of Hanel 

B4, Persuasion B2, Chiding B5 , Stuff-wise G6 

li\IS- Bare-fisted B2, B4, B6 , VA-, Fast, Shor test. 

llclicfs- If it's IJLLilt properly, it won't break. Thi s shouldn 't take too long to figure ou t. Order 

is not a natural state. 

Instin cts- Celebra te th e accid en t. T hrow som eth ing when surprised . Don .'t ever c laim 

responsibili ty. 

Calydon 
ConCCill- Rrun paging boar-headed war god 

llook- ReeentJ y awakened fTom a coma -inducing spell and freed from hi s prison benea th a 

" "'un ta in , Cal ydon fin ds himself in a world changed by the passing of ages. Lush valleys 

and clea n so-eaam have replaced the wind bu rned and b loorl y p lain s of the battlefield he 

once knew. Only the mountains, heaved up in to position by d1e clashing of his siblings an d 

cousins seem familiaa·. The people of this l'i rne are at. peace; Calydon the waa·-boar is not. 

Freed from his prison , he beseeched hi s brothers a nd sisters to come and take him home to 

the Creat llall of the Gods of War. His p lens wem ~tnanswered. Frustrated and melancholy, 

Ca lydon arrived at d1e only concl usion his warmongering sensibili ties allow. He is to rnake 

battle on this tranqu il lund ur~ til it's cha1npions arrive and destroy him on the fi eld of 

battle, thereby ensuri ng hi s in vitation back in to the Grea t H all. He pities th e innoce11 1 

creanu·es that rnust l"ak e the bnult of his wrath , but surely there are worthy wa rriors and 

genera ls among them. His ra1npage begins tonight . 

Wi Pc Ag Sp Po Eo Hca Ref MW Ste 
B3 B3 B4 B4 Ci8 48 B6 B3 414 4S 
Speed Multipker: xS. Hesitation: 7 a&tions 

P7Yi8: Su: BS U:B1 6 Mi : G11 Se: C 12 Tr: G13 illo: G14 

Traits- Ma ssive Sta ture, Hands of Stone, Boar-Hea ded. Bl11 n t. Tusks, Cloven Feet and 

Ha nds, Keen smell , Blu rry vision (+ 1 Ob to sigh t-onl y P erception tests), Coarse Hair, 

Heavy, Numb, Melan choly, Cull.ible, Believer, Ingrown Armor, Semi-Quadruped , Galloping 

Sprint (Ca.lvdon spri nts on aU fou1·s like a boa r). 

Skills- Brawling B7 ~ Club 85, An nor Training, Formation Tra i.ning, Command B3, Tacl"i cs 

B4, Intimidation B4, Med it ation B3 , Conspicuous B2 

IMS- Iron -shod Hooves C4., C8, G12, VA 1, Fast., Shor test 

Armor/Nat ur·a l Defenses- Pl a ted chain (Calydon's tltick iron armor lws been on hi s bod y 

so loug tl1at his skin has grown over it in severa l ar eas. It ca 11110 I be removed. 

+2 Ob Agili ty tests to hand le anythin g sma ller than a human head .) 



'flu• Jlow;tt•r Bw·m•r 

Reliefs- Only by the expendin u·e of all my tCITible might in bloody combat will I regain the 

favor of my family and be a llowed to rejoin them in the Great Hall. I have rested enough 

fo r a ln.1ndred lifetim es. None can withstand my charge. 

Instincts- Assess the battlefi eld for viable tactics. Keep moving. 

Dremonim 
Lesser Dremon 

Wi Pe Ag Sp Po Eo He a Ref MW Ste 

Cf3 c;s Cf4 Cf4 Cf4 Cf4 Cf4 Cf4 C{!O Cf4 

Sped Multip!t"er: Walkin!f x3.5; F/y•'nj, x!O. Hesitation: 5 actions 

PTGS: Su: B4 Li: B8 Mi : G6 Se: G8 Tr:G9 Mo: G10 

Trails-Lawbreaker, Immortal , Celestial Sight, Spirit Nature, Dremon's Skin , lronhide, 

Claws, The Tongue, Gift of Babel, Misshapen, Doppelganger, Resistant to Fire, Spirit 

Narure, Winged, Aw·a of Fear 

Skills-Brawling G5 , Stea lth G5, Bargai ning G7 , Persuasion G5 , Inconspicuo us G5 , 

Conspicuous G5, Etiquette G5 , Falsehood G5, Aura Reading G6 

IMS-Claws, +2 Power: I B4, M B8, S B12, Fast, VA 2, Shortest. 

lnsfincfs- Always usc The Tongue. Always appear· as another. Always offer to be bound in 

chain s as a show of good faith. 

Beliefs-We are righteous; dissent is no crime. We will be avenged. Men are fools, and are 

to be used. 

Dremon (see his entry in the Illustrated Bestiary) 

Greater Dremon 
Wi Pe Ag Sp Po Eo Hea Ref MW Ste 
C{G Cf7 C{G C{G CiS C{8 Cf7 C{G C{!S C{!O 

Speed Multip!t"er: Wa/k,'nj, x3.5; F/yinJ, x!O. He.sitaf tim: 2 actions 

PTGS: Su: 88 Li : B16 Mi: G 11 Se: G13 Tr: Gl4 Mo: G15 

Trails- Lawbreaker, Immortal, Celestial Sight, Spirit Nature, Dremon 's Skirt, lronhide, Claws, 

T he Tongue, Gi ft of Babel, Misshapen , Doppelganger, Spirit Natu re, Gigantic Stature, 

\Vinged ~ Horrific Am·a, Resistant to Fire, Hands of Stone, Brass-skjn, Devastator 

Skill s-Brawling G6, Sword G6 , Bargaining G9 , Co nspicuou s G9 , Intimidation G9 , 

Interrogation G9, Etiquette G6, Falsehood G7, Symbology G6, Demonology G7, Ancient/ 

Obscure History G7, Empyrea lia G5, Aura Reading G8 

IMS-Claws, +2 Power: 1 G5, M G10, S G15 , Fast, VA 2, Long. Demon Sword, I G6, M G1 1, 

S G16, VA 2, Slow, Longest. 

Armor-Brass Skin counts as heroic/gray plated chain armor for the full body. 

lnsfincfs- Always Intimidate/Horrify. Grush the weak. Wreak havoc and corrupt the fou l order. 

Beliefs-! arn immortal and .invulnerable. I am t.he Crea tor's greatest champion and he has 

spumed me. Fool! Such mi stukes cost dearly- man y a mortal soul shall! drag down and 

forge in to the legions of Hell . Grand shall be my army when the Day of Reckoning comes! 
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Don's Critters 
Forsaken Serpent 

Wi Pe Ag Sp Po Eo Rea Ref MW Ste 
B4 83 8S 84 83 83 B4 84 B1 86 
Speetl Mu{tip!t'CY: x3. Hesitation: 6 adioHs, 8 actioHS a!Jainst wateY. 

PTGS: Su: B2 U:B4 111i:B6 Sc: B7 Tr: B8 Mo: B9 

llrulalllilc- Power +2.1 B3, M B5, S B7. Add 2, Fast, VA 1, Shortest. 

Al'mor/Nalural Defenses- Plated leather equivalent on head (helmet and mask) 

Skills- Crushing Bite B5, Stcaltl1y B4, Tracking B4, BuJTowing B4 

Trails- Dinlinutivc, Ophidian Body, Bony Head, Keen Smell, Burrower, Constrictor, Albino, 

Light Sensitive, Landlubber and Fear of Water 

llcliefs- Warmth is life. Light is pain. Water is death. 

lnsiincls- Avoid the eyes of quarry. Wound rodents to lure larger prey. Flee if Lightly 
wounded. 

Bonepicker 
Wi Pe Ag Sp Po Eo Rea Ref MW Ste 
81 82 8S B1 81 83 82 8S 8S 84 
Speu/ Muftipft'eY: x3. Hesitation: 1 adion> 

PTGS: Slunncd: B3 llrokcn: B4 Stjuishcd: B5 

Trails- Tiny Stature, 100 legs (Movement rates are rnoclilles as follows: Walk x1 , Jog x3, 

Rtm x4 ), Many-Eyed-Cyclops, Mandihles, Ground Sense, Vermin Mind, Anesthetic Spray, 

Squirmy, Swann. 

Skills-Scurry and Hide B5, Frenzied Devouring B4 

I~IS- Mandibles I B1 , M B2, S B3. Add 2, VA-, Fast, Shortest. 

SjJraJ'- 1 pace range sticky spray that numbs nerves. Obstacle penalty= 5 minus Forte. 

Swarm- This is an action that a gro up of bonepickers can accomplish. Damage and VA 

are altered on the bonepicker's attack based on the size of the swarm. Swarm attacks 
cannot be blocked. Din:rinutive (circa 20 bonepickers) Power +2, VA 1; Middling (circa 50 

bonepickers) Power +4, VA 2; Massive (over 100 bonepickers) Power +6, VA 3 

· llclicl's-Movement beyond the nest is a t.ru·cat.. A slow bonepicker is a dead bonepicker. 

lnslincls-Spray first. Then Avoid. Then Bite. 

Imps 
Lesser Imp 

Wi Pe Ag Sp Po I<o Rea Re f MW Ste 
{(2 Ci3 83 86 83 B4 B4 B4 81 8S 
Speed Mu(tipl.'m x3.S. Hesitation: b actions 

PTG8: Su:B3 U:B5 Mi : B6 Sc: B7 'lr: B8 Mo: B9 

Traits-Lawbreaker, lmmort.al, Din:rinutive Stat.mc, Celestial Sight, Claws, Fleet of Foot, 

Misshapen, Leathery Skin, Scheming 

Skills- Brawling B4, Climbing B4, Stealth B4, Barga ining C4, Aura Reading C4 



Th(' ,llrmster Burna 

!~IS-Claws, +2 Power: I B3, M B5, S B7, Fast, VA 1, Shortest. 

Armor-Leathery Ski11 counts as leather armor for the full body. 

lnsfincts-Rtm, H_ide, Revenge. 

llclicl's- "Only tbJ·ee more eternities before I graduate to Imp! " I don't deserve to be tJ·eated 

this way. I was good person in life. 

Imp 
Wi Pe Ag Sp Po Fo He a Ref MW Ste 
42 Ci4 B4 BS B4 BS BS B4 Bto B6 
Speet! Muftipker: x3.5. Hesitafilln: 6 adillns 

PTGS: Su: B3 Li: B6 Mi:B7 Sc: B8 Tr: B9 Mo:B10 

Traits- Lawbreaker, Immortal, Diminutive Stature, Celestial Sight, Dremon's Skin, Claws, 

Misshapen, Leathery Skin, Scheming 

Skills-Brawling B5, Climbing B4, Stealth B5, Bargaining G5, Aura Reading G5 

IMS-Claws, +2 Power: I B3, M B6, S B9, Fast, VA 1, Shortest. 

Armor-Leathery Skin counts as leather annor for the full body. 

Instincts-Hide, Observe, Revenge. 

Reliefs-Service is better than Hell. I'll have my revenge. I really was a good person in life. 

Greater Imp 
Wi Pe Ag Sp Po Fo He a Ref MW Ste 
43 4S B4 BS BS B6 BS B4 B12 B6 
Speed Muftipfter: x3.5. He.sitation: 5 actions 

PTGS: Su: B4 U: B7 Mi:B9 Sc: BlO Tr: Bll Mo: B12 

Traits-Lawbreaker, Immortal, Diminutive Stature, Celestial Sight, Demon's Skin, Claws, 

Misshapen, Leathery Skin, Tough, Scheming 

Skills-Brawling B5, Climbing B4, Stealth B5, Bargaining G6, Aura ReadiJ1g G6 

IMS-Claws, +2 Power: I B4, M B7, S BlO, Fast, VA 1, Shortest. 

Armor-Leathery Skin counts as leather armor for the full body. 

Instincts- Kill it first. Observe dangerous quarry. 

llcliel's-This is better than life! J'll have my revenge. I am more powerful than ever. 

Pete's Farm 
Cat 

Wi Pe Ag Sp Po Eo He a Ref MW Ste 
B2 B3(s} B4 BS B2 B2 B2 B4 B7 B7 
Speed Muftipfter: x6. Hesitafilln: 8 adillns 

PTGS: Su: B2 Li: B3 Mi :B4 Sc: B5 1\-: B6 Mo: B7 

Traits- Gat's Eye, Soft-Step, Agility of the Cat, Independent, Keen Balance, Keen Smell, 

Keen Hearing, Loner, Small Stature 

Skills- Claw/Claw/Bite B5, Stealthy B4, Hunti11g B4 
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Cow 
Wi Pe Ag Sp Po Fo I-lea Ref MW Ste 
82 83 82 83 86 86 84 82 812 83 
Stml Multlflt'er: x3. He.sitatio11: B adt'ons 

I'TGS: Su: B4 Li : R7 illi: B9 Sc: BlO ll-: B11 illo: B12 

Traits- Bovine, Cloven-feet, Horned, Durnb, Lactarjng~ l~l ercl - n 1 e rnber 

Ski lls- Foraging B4 

Dog 
Wi Pe Ag Sp Po Fo Hea Ref MW Ste 
82 81{6) 83 8S 83 8S 83 84 81 84 
Steed Multlflter: xz Hesitati'o11: 8 acfl'ons 

PTGS: Su: B3 Li : B5 i\li: B6 Sc: 87 1\-: B8 illo: B9 

Traits- Loyal , Protective, Keen SmeU, Keen Hearing, Trainable, Small Stanu·e 

Skills- Gua rding B4, Barking Alert B4, Trackin g 133(5) , Biting B5, Hunting B3(5) 

Farm/Work Horse 
Wi Pe Ag Sp Po Fo Hea R«>f MW Ste 

83 84 83 84 87 86 84 83 812 8S 
Steed Multifker: x8. HesltaHun: 7 actions 

I'TGS: Su: B4 Li : B7 illi: 89 Sc: B10 'lr: B II 

Tra its- Long-Limhed, Keen Hearing. Hoovcd, Ungul a te, Docile 

Ski lls- PuJiing- 1-lea vv-StuffTraining, Rider-Training 

Mule/Donkey/ Ass 
Wi Pe Ag Sp Po Fo He a Ref 
84 84 83 84 86 86 84 83 
Steed Multlflt'er: x4. Hesdation: 6 actions 

I'TGS: Su: 84 Li : B7 ill i: 89 Se: 810 'If: B11 

illo: 81 2 

MW Ste 
812 83 

Mo: B12 

TJ'aits- Long- Lirnbed, Keen Hearing, Hooved, Ungulut e, Stub born, Bad-Temper 

Skills- Pulling- Heavy-Stuff Training, Hider-Train ing 

Ox 
Wi Pe Ag S.Jpl--'Pu<LLl--'E.:J.oL_ _ __ HJ..Ue,.,aL-_.B...,e"'.IL' --"1\u.!f-"W'----'"S,.t..,e __ 
82 83 83 83 88 87 84 83 813 84 
Steed Multiflter: x4. HesitaH,m: 8 adio11s 

I'TGS: Su: 134 U:l37 i\li: 1310 Sc: B11 'lr: Bl2 

Traits- Mass ive Srat.ure, Bovine, Hooved, J- [o rncd ~ Durnb, I lcrbivore 

Skills- l la uling B6 

illo: 1313 
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Pig 
Wi Pe Ag Sp Po Eo Hea Ref 
B4 B4 B3 B3 B3 B4 B4 B3 
Speed Multipker. ;d. Hesitation: 6 act/,ms 

PTGS: Su: B3 Li :B4 Mi: B5 Sc: B6 Tr: B7 

Tmiis- Keen Smell, Glutton , Filthy, Edible, Clever, Small Stature 

Skills- Foraging B4 

Sheep 
Wi Pe Ag Sp Po Eo He a 
B2 B3 B3 B4 B3 B3 B3 
Speed Multiph'er: x't. Hest'tafl'on: 8 actions 

PTGS: Su: B3 Li: B4 Mi: B5 Se: B6 

Traits- Dumb, Edible, Woolly, Flocker, Small Statme 

Skills- Foraging B4 

Ref 
B3 

Tr: B7 

MW Ste 
B8 B3 

Mo: B8 

MW Ste 
B8 B3 

Mo: B8 

Pete's Wild World of Discovery 
Bat 

Wi Pe Ag Sp Po Eo I-lea Ref MW 

B2 B4{6) B3 BS Br Br B2 B4 B4 
Speed Multiph'er: x/0. Hesitation: 8 actions 

PTGS: Stunned: 82 Broken: 83 S<1uished: B4 

Traits- Tiny Sta ture, Echo-location ~ Keen [-Ieru:ing, Bat-\Vinged, Nocturnal 

Skills-Swooping B5, Insect Hunting B5 

Bear 
Wi Pe Ag Sp Po Eo He a Ref MW 

B4 BS B4 BS B8 B7 B4 B4 B14 
Speed Multiph'er: x5. Hesitation: 6 actions 

Ste 
B3 

Ste 
B6 

PTGS: Su: B4 U: 87 Mi: 810 Se: Bl 2 Tr: B1 3 Mo: B14 

Traits- Massive Sratm·e, Tough , Onl.fli vore, Sweet- tood1, Clawed, Keen Smell , Fanged, Loner 

Skills- Savage Ma ul B7, Intimidation B6, Hunting B4, Foraging B6 

IMS- Claws, + 1 Power. I B5 M B9 S B1 3. Add 2, VA 1, Fast, Shortest (Short). Powerful Bite, 
1135, M B10, S 1315. Add 2, VA 1, Slow, Shortest (Shon ). 



Bird of Prey 
Wi Pe Ag Sp Po 
82 83(s} 84 86 82 
Speed Mulfip!t"er: x/4. 

J'TGS: Su: B2 Li:B3 

Eo He a 
82 82 
Hesdafion: 8 actions 

Mi:B4 Se: B5 

Traits- Small Stature, Winged, Keen Sight, Taloned 

Skills- Attack B5, Hunting B4, Observation B5 
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Ref MW Ste 
8S 87 83 

Tr: B6 Mo: B7 

Cougar/Mountain Lion 
Wi Pe Ag Sp Po Eo Hea Ref MW Ste 
84 B4{s) 84 86 86 8S 84 8S 811 8S 
Speed Multip!t'er: x6. Hesitat/cm: b adicms 

PTGS: Su: B3 Li: B5 Mi: B8 Sc: B9 

Traits- Clawed, Keen Smell, Gat's Eye, Fanged, Loner 

Skills- Hunting B5, Claw/Claw/Bite B5, Stealth B6 

Tr: B10 Mo: B11 

lMS- Claws, +2 Power. I B4 M B8 S B12. Add 2, VA- , Fast , Shortest. 

Deer 
_W'-LLi--LP-"'e--LA>fg,_S...,_pP-_.p-'-o,_ Euoll__ __ _..H-"ea__Bef MW Ste 
83 B4{s) 83 8S 84 8S 84 84 810 83 

Speed Multiplt'er: x8. Hesitation: 7(8) adicms 

PTGS: Su: B3 Li: 85 Mi: B7 Se: B8 Tr: B9 Mo: B10 

Trait.~- Herd-me1nher, Homed, Quiet, Keen Hearing, Keen Smell, Skittish, Edible 

Skills- Goring B4, Foraging B4, Stealthy B4 

Fox 
Wi Pe Ag Sp Po Eo He a Ref MW Ste 
84 B4{s) 8S 8S 83 83 83 8S 88 84 

Speed Multiplt'er: xz Hesitation: 6 actions 

PTGS: Su: B2 Li: 84 Mi: B5 Se: B6 Tr: B7 Mo: B8 

Traits- Smal l Stature, Clever, Keen Smell, L tuurious Fur, Keen Hearing 

Skill s- Scavenging B4, Bite BS, Stealthy B4, Ht:mting B3 

Rabbit 
Wi Pe Ag Sp Po Eo He a Ref MW Ste 

82 83(4) 84 8S 81 82 82 84 8S 84 
Speed Multiplt'er: x6. Hesitation: 8 attt'ons 

PTGS: Stunned: B2 Broken: B4 Sf]uished: BS 

Traits- Tiny St:atw·e, Keen Hearing, Big-Eared, Gnawer, Lucky Feet, Edible 

Skills- Burrowing 135, Stealthy B4, For aging B4 



/Ju run· 

Snake/Adder/Viper 
Wi Pe Ag_.S_pp___.P__.oL_..LE_uoc___ __ __LH ... e""a.._____.R_._,ewf'-----""M..._W'-'-- S'-''.._.te"------
82 134 86 B4 81 81 82 84 B4 84 

Sreed Multipker: x3.5. He5dafion: 8 adion5 

PTGS: Stunned: B2 Broken: B3 Squished: B4 

Traits- Tiny Stature, Cold-Blooded, Heat-sensitive, Fanged, Snake Venom (1) 

Skills-Intimidation B4, Coiled Strike 85, Stealthy B4 

Querubim 
Lesser Querub 

Wi Pe Ag Sp Po Eo He a Ref MW Ste 

4S 44 44 4S 43 43 
Sreed Multiplter: Walk, x3; F/yi"J, x/2 

PTGS: Su: B3 Li: B6 Mi: G6 

Hest'tation: 3 actions 

Se: G7 Tr: G8 Mo: G9 

Traits-Lawbreak01; Immortal, Celestial Sight, Spirit Natme, Gift of Babel, Querubic Mantle, 

Graceful , \~:rathful , Aura of Fear, Aura of Holiness, Four-Winged, Resistant to Fire, Spirit 

Unseen 

Skills- Brawling G4 , Conspicuous G4, Bargaining G5 , Etiquette G3 , Doctrine G3 , 

Symbology C3, Telluria G2, Ancient/Obscure History G2 , Aura Reading C4, 

Tracking C7, Ori enteering C7 

lMS-Lion 's Claw, +2 Power: I 84, M 87, S 810, VA 1, Fast, Shortest. 

Instincts-Assess . Hover. Destroy Corruption. 

Beliefs-The Light shall he the victor one day, bu t now is Corruption's time. I am the Will of 

God. 1 am born to serve tl1e Light:. 

Querub (see his entry in the Illustrated Bestiary) 

Greater Querub 
Wi Pe Ag Sp Po Eo 

4S 4S 44 46 · 44 4S 
Steed Multipker: Walk, x3; F/y<'nj, xf2. 

PTGS: Su: B5 l.i : BlO Mi: C7 

Hea Ref MW Ste 

4S 4s 4To 46 
Hesttation: 3 actions 

Se: C8 Tr:G9 Mo: G10 

Traits- Lawbreaker, Immortal, Celestial Sight, Spirit Natme, Cift of Babel, Querubic Mantle, 

Graceful, Wratlliul, Aw·a ofF ear, Aura of Holiness, Four Winged, Resistant to Fire, Spuit Unseen 

Skills- Brawling G5 , Conspicuous G6 , Bargaining C7, Etiquette C5 , Doctrine C5 , 

Symbology C5, Tclluria G4, Ancient/Obsctu·e History C4, Demonology C3, ALU"a Reading 
C6, Tracking C9, Orienteering C9 

IMS- Lion 's Claw, +2 Power: I 85, M 89, S B13, VA 1, Fast, Shortest. 

Instincts- Assess. Hover. Destroy Corruption. 

Beliefs- The Light: shall be th e victor one day, but now is Corruption 's time. Long shall be 

the suffering, but eternal shall be redemption. l bring the Light. 
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Roden 
Burglar 

Wi Pe Ag Sp Po Eo He a Be£ M~Y Ste 
B4 BS(6) B4 B6 B4 B3 B3 BS B'1 BS 
Speed MultipkeY: x3.S. Hesitatiun: 6 actions 

PTGS: Su: B2 Li : B5 1\li : B6 Se: B7 'If: B8 Mo: B9 

Traits- Aecer Likeness , Cotll of F11r, Communal. Enla rged In c isors, {)l!i ck-Bioodcd , Ta il , 

Larger Ears., P ack RaL Skiui sh , Skulkin g, Ab used , Coo l-Hea ded , So ft- Step , Qu iet., 

Confident, Pouched Clwt' ks., Hand- Eye Coordination, untl Proud. 

Skills-Brawling 132 , Stea l! hy B5 , Lock pick B5. Kni,·es 133 , Climb 134. Throw B4. Knots B2, 

Observation 134 

IMS- Bit:·e I B3 , M 135 , S 137. Add 2, VA - , Fast, S horl.es l. Knife I 133 , B5 , 137, Add 1, VA - , 

Fast, S ho rtes t. 

Resources- Clol hes, Traveling Gear~ Lock picks, Kni ves, Coins; Co ntacts: Masu•nnind , 

Fence, Sneak Thief, and a Bruiser. 

Bc licf's-Tiu~ re's nothing I ca n't steal. A good plan is better than good lu ck. l a111 1he best 

ur- wha1 I do. 

Instincts- Always Stealth when on the job. Always assess rhe ta rget. Uun away if surprised. 

w· I Pe Ag Sp Po Eo Hea Bef MW Ste 
B6 B4(s) B3 83 83 B6 86 B4 Blo 8S 
Speed Multip!t"er.· x3.S. Hesitatio11: 4 acHrms 

PTGS: Su: B4 Li : B5 Mi: B? Sc: 138 Tr: B9 Mo: B10 

Traits- Aeeer Li_keness, Coa t of Fur, ConununaJ, Enlarged In cisors, Quick-Blooded, Tai l, 

Larger Ea rs, Pack Rat, Skitti sh, Vegeta ri a n :- Hoarder, Slow, HUJnhlt-', Patient, F ri end ly 

Face, P ortl y, Trustwon _ _h y a nd Faitl1fuJ 

Skills-Farming 132, Doctri tw 134 , S uasion 135. Mendi ng 132, Head 132. Write B2, Meditat e 

ll3 , Oratory B5 , Singing B4 

IMS- Bite J B2, M 134., S 136. Add 2 , VA - , Fast, S hortt lS t. 

llcsuurces- Hobes, Honey Cakes, a Cell in the Ahhev; Cnttl acts: Abbot., Deputy, Baker, Loyal 

Acolyte, Ht•rtl t-r and Wife, Cousin and Uttclt·. 

Rclkfs-Areer·s ba la nce must be mainfaitu"rL lt. is my d uty to g uide nnd serve the nes ts. 

Peop le respond better to a smil e than n frown. 

lnstinds-Neverdli 'OW an y-d1ingawa~'· Bt~gin every sermon with a· 



Seraphim 
Lesser Seraph 

Wi Pe Ag Sp Po Fo 
c;s C16 c;s c;s c;s c;s 
Speed Multipfter: Walk, )(3.5; F/yi"!} )(14. 

PTGS: Su: B5 Li: B10 Mi: G8 

Hea Ref MW Ste 

Hesitation: J actions 

Se: G9 Tr: GlO Mo: Gll 

Traits- Lawbreaker, Immortal, Celestial Sight, Spirit Nature, Wreathed in Flame, Gift of 

Babel, Poised, Graceful, Wrathful, Judge, Aura of Fear, Aura of Holiness, Massive Stature, 

Six Winged, Resistant to Fire, Spirit Unseen, Silent Voice 

Skills- Sword G5, Conspicuous G6, Bargaining G8, Command G5, Oratory G5, Etiquette 
G5, Doctrine G5, Symbology G5, Telluria G4, Ancient/Obscure History G4, Demonology 

G3 , Aura Reading G6 

Gear- Sword of Scourging Fire: This blade is a raging tongue of hungry fire. It casts Heaven's 
wrath upon the seraph's enemies. May cast a 7D White Fire Bolt or a 7D Rain of Fire. 

White Fire requires 2 actions to trigger. Rain of Fire requires 3 actions. No spell obstacle 

necessary, just roll the dice and count up the successes. Also, no Tax is taken by the wielder. 
The sword may cast seven spells before it must return to Heaven to receive the blessing of 

the Creator to restore its power. Stricture: The blade causes a B7 wound to any creature 

touching it who is not Resistant to Fire. 

IMS- Scourging Sword, +3 Power: I B4, M B8, S B12, Fast, VA 1, Long, Spirit Blade. 

Insti ncts- Judge. The Sword of Scourging is eternally carried in the Right hand . .Burn the 

impure. 

Beliefs- I am righteous. I will do what I must to ensure victory. Fire pwifies . 

Seraph 
Wi Pe Ag Sp Po Fo 
(16 (17 (16 (16 c;s c;s 
Speed Multipher: Walk, )(3.5; F/yt"J, )(/4. 

PTGS: Su: B5 Li: .BtO Mi: G8 

Hea Ref MW Ste 

He.sitattim: 2 actiu115 

Sc: G9 Tr: GtO Mo: G11 

Traits- Lawbreaker, Immortal, .Celestial Sight, Spirit Nature, Wreathed in Flame, Gift of 
Babel, Poised, Graceful, Wrathful, Judge, Aura of Fear, Aura of Holiness, Massive Stature, 

Six Winged, Resistant to Fire, Spirit Unseen, Silent Voice 

Skills- Sword G6, Conspicuous G7, Bargaining G9, Command G6, Oratory G6, 

Etiquette G6, Doctrine G6, Symbology G6, Telluria G5 , Ancient/Obscure History G5, 
Demonology G4, Aura Reading G7 

Gear- Sword of llighteousness, Coal of Purifying Flame. This gleanting blade slrines with 

celestial light undimmed by tide and time. Glows with Dawn Light (Ob 8 Mage Light 
equivalent). Stricture: Any character who does not possess the Aura of Holiness who 

touches the sword, receives a + 7 Ob penalty until the sword is dropped. 

IMS- Sword of Righteousness, +3 Power, Heroic: I G4 , M G8, S G12. Slow, VA 1, Long, 
Spirit Blade. 

Instincts- Judge. The Sword of Righteousness is eternally carried in the Left hand; the Coal 

Aflame is hom in the llight hand. Bw·n the Impure. 

Beliefs- I am righteous. 1 will do what I must to ensure victory. Souls corrupted shall be purified. 
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Greater Seraph 
_Wi Pe Ag Sp Po Eo 

47 Ci8 46 46 46 46 
Speed Muftiph'er: Walk, x3.5; F/yr'n!l x/4. 

Hea Ref MW_8.t_e____ 

46 46 412 47 
HesitatiOn: l action 

PTGS: Su: B6 Li : 1312 Mi: G9 Sc: G10 Tr: G11 Mo: G12 

'1\'a ils- Lawbrea ker, lrrr rnortal, Celestial Sight, Spirit Nanu·e, Wreathed in Flam e, Gift of 

Babel, Poised, Gnreefrrl , Wrathful, Ju dge, Ama of Fear, Aura of Holiness, Massive Statu re, 

Devastator, Hands of Stone, SLx Winged, Hcsistant to Fire, Sp irit Unseen, Silent Voice 

Sk ills- Sword G8, Conspicuous G9, Bargaining G 10, Command G7, Oratory G7, 

Etiquette G7, Docn·ine G7, Symbology G7 , Tellmia G7, Arrcierrr / Obscure History G6, 

Demonology GS, Aura Reading G9 

Gea r- Armor of God (heroic, superior-qual ity plated chain ), Sword of Holy Vengeance. 

T his massive blade of the pmest metal shines li ke day light and calls forth Heaven's wrath. 

Glows "~d1 Daylight (equivalent Ob 10 of Mage Light) .lmbued wid1 d1e might of heavenly 

fire: May cast a 1 OD White Fire Bolt or a 1 OD Rain of Fire. White Fire requires 3 actions 

of incantation. Rain of Fire requ ires 4 acl ions of chanting. ! o spell obstacle necessary, just 

roll the dice and count up the successes. Also, no Tax is taken by d1e wielder. The sword 

may cast seven spells befo re it must retw·n to Heaven to receive the bless ing of the Creator 

to restore its power. Stricture: T he blade is so large d1at only creatmes of Massive Stutr.rre 

ma y wield it. Any ereu rure withottt the Aura of Hol iness who touches the blacle is at a 

+ 7 Ob penal tv to a ll aerions w1til his hand is removed . The blade ca uses a B1 0 wound to 

any creatu re touching it who is not Resistant to Fire. 

IMS- Sw01d oj'Ho(y Vengeance, +3 Power, heroic: I GS, M G9, S G1 3 . VA 2, Slow, Longer, 

Spiri r Blade. 

lnsl.incts- Spare the weak, tim.id and pm·c of intent. Burn th e rest. Fight. in Aggressive stance. 

Rclicfs- Batdes must be fought in order that the War be won. Foresight wins battles. Gods 

judge, Seraphim act. 

Spiders 
Young Wyrd Weaver 

Wi Pe Ag Sp Po Eo Hea Ref MW Ste 
BS B4(s) BS BS 83 B4 B4 BS 81 BS 
Speed Muftipker: x4. Hesitafitm: 5 adt'ons 

PTGS: Su: B3 Mi : 136 Sc: B7 'lr: BB Mo: B9 

Traits-Alien, Eight-Eyed, Eight-Legged, Exoskeleton, Fangs, Keen Balance, Low Speeeh, 

Silk Spirmer, Spider Sense, Virulent Venom ru1d \Vall Crawler plus Strand Hurrrr er, Silent, 

Dull Fangs and Panrlyric Venom. 

Skills-Stea lthy 132, Climb ing 134, Orienteer ing B4, Forest-wise B2, Weaving BS, \V)'l·d-

\Vea ver Trai_ning. 

Wcb-Wyrds- Wyrd Call , Wyrd Cloak. 

IMS- Du !J Fangs, +0 Power: I B2, M B3, S B4. VA -, Slow, Shortest. 

Instincts-Drop a drag line. Weave d1e Wyrd Cloak wl ren in dru1ger. StaJ.I for time with wir:ty banter. 

llclicfs-Nothing satisfies like a good rneal. Neighbors are bothersome-! need peace a ucl 

quiet to dtink on d1e rnysteries nf life. All my life I've got d1c short end of the web aud only 

wyrd-weaving ca n balance I he eq uation. 
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Web Stalker 
Wi Pe Ag Sp Po Eo He a Ref MW Ste 

B4 Bs(6) Bs B6 B4 B4 B4 BS BTO BS 
Speed Muftip!t'er: x4. He.sitation: 6 actions 

PTGS: Su: B3 Li: B5 Mi: B7 Se: B8 T•·:B9 ~lo : BlO 

'll·a its- Alien, Arachnid Body, Eight-Eyed, Eight-Legged, Exoskeleton, Fangs, Keen Sense 

of Balance, Low Speech, Silk Spinner, Spider Sense, Virulent Venom, Wall-Crawler, 
Diminutive Statue, Sleek, Strand-Runner, Orb -Walker, Web-Sense, Cannibal, Deadly 

Venom, Short Legged 

Skills- Climbing B4, Silk Sailing B3, Weaver B4, Orb-Wise B2, Tree-Wise B2, Orienteeriog 

B3, Forest-Wise B2, Cave-Wise B2, Spider-Wise B2, Web-Wise B2, Hunter-Wise B2, 

Mimicry B3, Inconspicuous B2 

IMS- Fangs: I: B3, M: B5, S: B7. VA - , Slow, Shortest. 

lnstinets- Approach Inconspicuously. Always mimic type of spider that 1 am stalkiog. Do 

not speak with strangers. Drop a drag lioe. 

Reliefs- Spiders are food . Webs are meant to be stolen. I hate kids. 

Arch-Weaver 
Wi Pe Ag Sp Po Eo He a Ref MW Ste 

BS Bs(7} BS B6 BS B4 B4 BS BTO BS 
Speed Muftipl.er: x4. Hestfation: S actions 

PTGS: Su: B3 Li : B5 Mi :B7 Sc: B8 1\·: B9 Mo: Bl O 

Traits- Dimioutive Stanrre, Alien, Arachnid Body, Eight-Eyed, Eight-Legged, Exoskeleton, 

Fangs, Keen Sense of Balance, Low Speech, Silk Spinner, Spider Sense, ViTulent Venom, 
Wall-Crawler, Patient, Bristles, Obsidian 

Skills- Climbiog B4(6) , Silk-Sailing B3, Weaver B5, Orb-Wise B2, Tree-Wise B2, Mate-Wise 

B3, StTand Ritual B4, Reariog B2, Observation 

IMS- Fangs: I: B3, M: B6, S: B9. VA - , Slow, Shortest 

Instincts- Weave a web. Assess for prey and predators. Drop a drag line. 

Reliefs- Long I have lived in solitude, the time has come to seek a mate. 

Young Strand Hunter 
Wi Pe Ag Sp Po Eo He a Ref MW 

B4 Bt1{6} BS B6 B4 B4 B4 BS BTO 
Speed Muftip!t'm x4. Hest'fation: 6 actions 

Ste 

BS 

PTGS: Su: B3 U: B5 Mi :B7 Sc: B8 ll·: B9 Mo: Bl O 

'1\'aits- Middling Statw·e, Alien, Arachnid Body, Eight-Eyed, Eight -Legged, Exoskeleton, 

Fangs, Keen Sense of Balance, Low Speech, Silk Spinner, Spider Sense, Virulent Venom, 

Wall-Crawler, Bristles, Memories of Mother, Waiting, Patience, Stillness, Rugose Flesh, 
Piercing Fangs 

Skills- Prey-Wise B2, Snares B3, Stealthy B4, Brawling B4, Lariat B4, Ltrriog B3 

IMS- Fangs: 1: B3, M: B5, S: B7, VA 1, Slow, Shortest 

Armor- Leather equivalent armor coveriog the abdomen (not head or legs) 
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ln slincls- Always Stealth in the forest. Anchor laria ts to trees. Have a lmc ready. Drop a 
drag line. 

llclicrs- Life is hard, I must be cautious to survive. Yeehaw, row1d up the little doggies ! 

Great Fisher Spider 
Wi Pe Ag Sp Po Eo Hea Ref MW Ste 
B4 B4(s) B4 8S 8S 8S 8S B4 811 8S 
Sreetl Mult'f!t'er: x4. Hesitation:/, actions 

PTGS: Su: B3 Li: B5 Mi: B7 Sc: B9 Tr: B10 Mo: Bll 

l h tits- MidcUing Statme, Alien, Arachnid Body, Eight-Eyed, Eight-Legged, Exoskeleton, 

Fangs, Keen Sense of Balance, Low Speech, Silk Spinner, Spider Sense, Vindent Venom, 
Wall-Crawler, Coat of Fur, Salt-Burned, Mark of Fear, Bladed Tarsus, Bright Pattern 

Skills- Water-Wise B2, Water Walking B4, Bubble Breather Training, Stealtl1y B3, Brawling 

B4, Swimming Training, Intimidation B3, Weather-Wise B2, Climbing B3(5 ), Navigation B3 

1!\IS- Fangs: I B3, M B6, S B9, VA-, Slow, Shortest. Tarsus: 1: B4, M: B7, S: B10, VA 1, 

Slow., Short. 

Instincts- Dive below at first sign of trouble. 

llclicrs- The pack rules this stretch of the island. The sea is unforgiving. 

Hunter-Seeker 
Wi P~ Ag Sp Po Eo He a Ref MW Ste 
84 84{6) 86 86 8S 8S 8S 84 811 87 
Srml Mult'f!t'er.· x4. Hest'taHoM: 6 actions 

PTGS: Su: B3 Li: B5 Mi:B7 Se: B9 Tr: B10 Mo: B11 

'1\·aits- MidcUing Stature, Alien, Araclmid Body, Eight-Eyed, Eight-Legged, Exoskeleton, 

Fangs, Keen Sense of Balance, Low Speech, Silk Spinner, Spider Sense, Virulent Venom, 
Wall-Crawler, Vile Language, Chitinous, Touch of the Devil, Strand-Hunner, Orb- Walker, 

Single-Minded and Leaper 

Skills- Climbing B3(5 ), Cave- Wise B2, Stealthy, B4, Hunting B2, Burrowing B3, Snares B3, 

Spider-Wise B2, Tracking B4, Brawling B5, Intimidation B3, Interrogation B3 

IMS- Fangs: 1 B3, M B6, S B9, VA-, Slow; Shortest. 

Al'lnor-l'lated leather equivalent covering whole body. 

lnslincts- Toy \vith captmed opponents or prey. Leap into the fra y. Bmrow when waiting. 

Drop a drag line. 

llclicrs- I serve the Queen-Mother. As below and so above. I am swom to can·y out my duty, 

those who resist shall be punished. 



The Mow;la Burner 

Trolls 
Cave Troll 

w· I Pe Ag Sp Po Fo He a Ref MW Ste 
82 83 B4 83 B1 B1 86 83 815 86 
Speed Multip!t"er: x3.5. He.sitation: 8 actions 

PTGS: Su: B5 Li: B10 Mi: B12 Sc: B13 Tr: B14 Mo: B15 

Traits- Clawed, Fanged, Night-Blooded, Night Eyed, Massive Stature, Stone's Age, Tough, 

Voracious Carnivore, Stone Skin, Hruruner Hands, Ridged Brow, Webbed Hands and Devourer. 

Skills- Climbing B1 , Mine-wise B1 , Dwarf-wise B1 , Throwing B4, Camouflage B1 , 

Brawling B5 (+lD due to Hammer Hands) 

IMS- Hammer Hands: I B5, M B9, S B13. VA 1, Fast, Shortest (Short). Bite: I B5, M B10, 

S B15. VA 2, Fast, Shortest (Short) 

Armor- Chain mail equivalent covering whole body, + 1D to the head due to Ridged Brow 

Instincts- Destroy all Dwru·ves. Avoid doe Sun at any and all costs . Grab stuff to-throw. 

llclicfs- The Sun is my enemy. Dwarves are food. Hatred shall fuel my life and eternity 

shall be mine. 

Brute 
Wi Pe Ag Sp Po Fo He a Ref MW Ste 
82 B2 84 8S 88 87 84 83 814 88 
Speetf Multiph'er: x3.5. He.sitation: 8 actions 

PTGS: Su:B5 Li: B8 Mi : Bll Se: B12 Tr: B13 Mo: B14 

Traits- Clawed, Fanged, Night Blooded, Night Eyed, Massive Statue, Stone's Age, Tough, 

Troll Skin, Voracious Carnivore, Horns, Hook Hand and Brute 

Skills- Brawling B4, Forest-Wise Bl , Stealthy B2, Man-Wise B1 , Village-Wise B1 , 
Intimidation B2 

lMS- Hook Hand: I B5, M B10, S B12, VA 1, Slow, Shortest (Short). Charging Horns I B4, 

M B8, S B12. VA 1, Fast, Shortest (Short). Head butt: I B5, M B10, S B12, VA I , Slow, 

Shortest (Short). On the Inside: I B5, M B9, S B13. VA 1, Fast, Shortest (Short). 

Armor- Full hody covered wi~ leather armor equivalent 

Instincts- Clean and sharpen Horns against rocks . Double check battlelleld after combat: 
No one survives. 

llclicl's- There is nothing to this life but bmtality. Trolls are the peak of evolution (everyone 
else can suck my horns) . 

Ironshield 
Wi Pe Ag Sp Po Fo Hea Ref MW Ste 
82 83 84 83 88 88 8S 83 814 87 
Speetl Multiplt'er: x3.5. He.sliation: 8 action> 

Su: B5 Li: B8 Mi:Bll Sc: B12 Tr: Bl3 Mo: B14 

Traits- Clawed, Fanged, Night-Blooded, Night Eyed, Massive Stature, Stone's Age, 1ough, 
Voracious Carnivore, Scaly Skin, Berzerker, Fangs, Earth Blood 

Skills- Brawling B4, Mattock B4, Titrowing B3, Shield Training. 
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Stuff- Rags , Black Iron Shield (3D) , and a Mattock 

IMS- Bare-Fisted: I B5 , M B9, S B13. VA 1, Fast, Shortest (Short). Mattock: I B6 , iVl B12, 

S B16. VA 2 , Slow, Longer (Longest ). Shield Bash: I B5, M BIO, S B15 . VA 1, Slow, Long. 

Armor- Plated leather equivalent covering whole body 

Instincts- Deso-uy utterly that which harms rne. Defend and protect the Narned. Obey the wltip. 

Beliefs- The whip is law; fear dt e whip, obey the whip. Hate the whip; dte wltip burns and 

shames . Orcs taste good and should be eaten, not heard. 

Troll Warlord 
Wi Pe Ag Sp Po Eo Hea Ref MW Ste 

84 83 8S 8S 88 88 86 84 814 88 
Speed Muftip!t"er: x3.S. Hest"taHcm: 2 acHcms, none vs pain 

PTGS: Su: B5 Li: B8 Mi: Bll Se: B12 Tr: B13 Mo: B14 

Traits- Clawed, Fanged , Night Blooded, Night Eyed., Massive Statue, Stone's Age, Tough, 

Troll Skin, Voracious Carnivore, Mind Numbing Work, Hauling, Tasting the Lash , 

Insidious Strategy, Unflinching, Where There's a Whip, There's a Way, Tough as Nail s, 

Bellowing, Wickedly Cruel, Brutal , Enemy of th e Sun , Repulsive Blood, Iron Hide 

Skills- Climbing 83, Dwarf-Wise B3, Brawling B4, Hammer B4, Shi eld Training, Torture 

83 , Command B.S, Strategy B3, Formation Training, Rock-\Vise B2 

I~IS- Bare-Fisted: l B4, M B8, S B12. VA 1, Fast, Shortest (Short). Hammer: I B6, M B12, S 

G2, VA 2 , Slow, Long (Longer) . On the Inside: I B5 , M B9, S B13 . VA 1, fast, Short. 

Armor- Lead1er equivalent covering whole body. 

Natural Defenses- -1 pip to all incoming damage due to Iron Hide o·ait 

Wolves 
Young Wild Wolf Spirit Chaser 

Wi Pe Ag Sp Po Eo Hea Ref MW Ste 
84 84{6) 84 86 84 8S 8S 8S 810 8S 
Speed Muftip!ter: xZ Hest"tatioH: 6 adiuns 

PTGS: Su: B3 Li: B6 Mi:B7 Sc: B8 Tr: B9 Mo: B10 

Traits- Crushing Jaws, Lupine Litellect, Great Lupine fonn , Deep Fm, Wolf's Eyes, Woodland 

Ear, Wolf's Snout, Long Limbed, Wanderlust, Chosen One, Raven fri end, Rash 

Skills- Pack Etiquette B2, Territory-wise B2, Brawling B5, Stealthy B5, Tracking B5, Primal 

Bark B3, The Way of me First Htmter B3 

TMS- Crushing .Taws, +3 Power: I B4, M B7, S BlO. VA 2, Fast, Shortest. 

Instinct- Always Stealth . Assess for the Odor of Spirits and Stink of Ancient. Avoid hooves . 

Beliefs- Chosen to se rve and des tin ed to join the F irst Hunter, Great Grandfather. 

FelJ-Aneienls corrupt the '""'nod with their presence. Badgers are tasljer than you think. 

Howling Beast 
Wi Pe Ag Sp Po Eo Hea Ref MW Ste 
83 84{6) B3 8S 8S 8S 84 86 811 86 
Speed Mu(tipher: xZ Hesitation: 7 adiu11s 

PTGS: Su: B3 Li: B7 Mi: B8 Se: B9 
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Trails- Crushing Jaws, Lupine Intellect, Great Lupu1e Form, Deep Fw-, Wolfs Eyes, Woodland 

Eat; Wolfs Snout, Long Limbed, plus Vile Language, Demented, Submissive, Tasting the 

Lash, Deranged, Howl of Doorn , Graceful, Pariah and Overbite 

IMS- Crushing Jaws: I: B4, M: 88, S: B12. Fast, VA 2, Add 2 

Skills- Ilowling Bl , Pack Etiquette B1 , Stealthy 85, Tracking B4 (6) , Intimidation B2(6 ), 

Begging B2, Savage Attack B4, Rider Training, Mounted Combat Training 

lleliefs-1 am a good, loyal wolf. All the ocl1er wolves hate rne. 

lnslincls- Go for the throat. Avoid when sw-prised. Li sten to master. 

Black Destroyer 
Wi Pe Ag Sp Po Eo Hea Ref MW Ste 

83 8s(7) B4 86 8S 8S 84 8S 811 87 
He,sifafion: 5/4 V5 Pain action5 

PTGS: Su: B3 Li :B7 Mi:B8 Sc: 89 'lr: 810 Mo: Bll 

Trails- Crushing Jaws, Lupine Intellect, Great Lupu1e Form, Deep Fw·, Wolfs Eyes, Wooclland 

Ear, Wolf's Snout, Long Limbed, plus Vile Language, Demented, Subrniss,ive, Tasting 

cl1e Lash, Deranged, Howl of Doom, Fearless, Cold-Blooded , Bruta l, Dominant, Great. 

Cum1u1g, h1tense Hatred, and Wolverine 

IMS- Crushing Jaws: 1: B4 M: B8 S: B12. Fast., VA 2 , Shortest.. 

Skills- Howling B2, Pack Etiquette B3, Stealthy B6, Tracking B4 (6) , lnwnidation B3(7), 

Begging B2, Savage Attack B5, Rider Training, MOLmted Combat Training 

Bel ids- I am loyal to my master. 

lnslincls- Wait for master to mount up. Obey master. Charge/Tackle th en go for the throa t. 

Ebon 1)rrant 
Wi Pe Ag Sp Po Eo He a Ref MW Ste 
84 8s(7} B4 8S 86 8S 8S 8S 811 88 
Speed Multipf.'er.· J<Z He,sifation: 6/J V5 Pain 

Su:B3 Li :B7 Mi :B8 Sc: B9 'lr: B10 Mo: Bll 

Trails-Crushu1g Jaws, Lupir•e Intellect, Great LupulC Form, Deep Fu1·, Wolf's Eyes, Woodland 

Ear, Wolfs Snout, Long Limbed, plus Vile Language, Demented, Submissive, Tasting the 

Lash, Deranged, Howl ofD oo'm, Fearless, Cold-Blooded, Brutal, Dominant, Great Ctmning, 

Intense Han·ed, Fear·some Beast, and Fey Blood: LytL'<-Eyed, Like Burning Coals. 

IMS- Crushing Jaws: 1: B5 M: B9 S: B13. VA 2, Add 2, Fast, Shortest. 

Skills- Howling B2, Pack Etiquette B3, Stealthy B5, Tracking B4 (6) , lntunidalion B5(9) , 

Begg.ing Bl , Savage Attack 135, Conspicuous B4, Command B2, Rider T\·aining, Mounted 
Combat Training. 

llcl id s- I am loyal to my master. I rule cl1e pack. 

lnslincls- St.and alongside master. lntiJnidate/Command those who master lntilniclates/ 

Commands (help him ). Avoid cl1en Strike. 

Aged Lone Wolf 
Wi Pe Ag Sp Po Fo Hea Ref MW Ste 
86 8s(7) B4 B4 B4 84 8S 8S Bro 8S 

Hesitaft'{m: 4 acfio115 

1\li: B7 Sc: B8 1r: B9 Mo: BlO 



The Creature Codex 

To·a its-Crushing .laws, Lupine Intellect, Great Lupine Form, Deep Fur, Wolf's Eyes, WoocUand 

Ear, Wolf's Snout, Long Limbed, Submissive, Stain ed, Wanderlust, Tasting the Las h, 

Changelli1g Coat, Mangy Coat, Quiet, Bitter, Big-Boned, Bulbous Nose, Dreamer 

IMS- Crushing Jaws: I: B4 M: B7 S: B10. VA 2, Fast·, Shortes t:. 

Sk ill s- Pack Etiquette B4, Hunting B3 , Begging B3, Cage-Wise B2, Stea lth y 84, Rider 

Training, Foraging B3 , Man- Wise B3 , Scent- Wi se B3, Village- Wise B4, Dog-Wi se 8 3, 

Scavenging B3, Hoof- Wise B4, Intimidation B3, Brawling B3, Ore-Wi se B4, E lf- Speak 

B3 , Track irog B6(8) , "ll·ail -Wise B4, Mom1ted Combat, Savage Attack B2, Howling B4, 

Elf- Wise B3, Escape ATtist 84, Forest-Wi se B3, Man-Speak B3, Pack -\Vise B4 

llclicfs- Luuk after those who travel with you. I' m the oldest, but that does not mean tl1at 

I'm the smartest:. Elves arc real friends. 

Instincts- My trust is tl1e hru·dcst thing to eam. Look for new n·ails. Deeply assess otl1er creatures. 

Female Dominant 
w· I Pe Ag Sp Po Eo Hea Ref MW Ste 
BS 84{6) 84 BS BS B4 B4 BS 810 8S 
Steed M•dtlft."cr: x7. He.sitaticm: S actio11s 

PTGS: Su: B3 U: B5 Mi: B7 Sc: B8 To·:B9 Mo: BlO 

Traits- Crushing Jaws, Deep Fur, Great Lupine Form, Lupine In tellect, Long-Legged, Wolrs 

Eyes, Wolf's Snout, Woodland Ear, Qu.ick- Witted, Righteo us, Patient, Proud, Dominant:, 

Submissive 

Sk ills- Pack Etiquette B3, Stealthy B3, Hunting B3(5 ), Tracking B3(5), Brawling B3 , 

Howlli1g B3, Nursing B2, Pup- Wise B2, Begging B2, lntim.idation B4, CooruTIUIH.i B4 

I!IIS- Crushing Jaws: I: B4 M: B8 S: Bl 2. VA 2, Fast, Shortest. 

Instin cts- Watch pups. Make others hunt for me. 

llcl icfs-Children are om futmc, protect them at all cost. I lead this pack. 

Dire Haunt 
Wi Pe Ag Sp Po Eo He a Bef MW Ste 
86 &(8) 84 8S 84 84 8S 8S 810 8S 
Steed Multlflter: x7. HcsitatiQn: 4/3 vs suYfYise 

PTGS: Su: B3 U: B5 Mi: B7 Sc: B8 'I\·:B9 Mo: BIO 

'lb its- Crushing Jaws, Deep Fw; Great Lupine Form, Lupine Intellect, Long-Legged, Wolf's 

Eyes, Wolf's Snout, Wood land Ear, Subm.issive, Stained, Wanderlust, Scavenger, Mar·k of 

the Ancient, Keen Sense of Hwnom, Dog-Friend , Cool-Head 

Skills- Begging B4, Pack Etiquette B3, Territory-Wise B5, Pack-Wise B3, Scavenging B5, 

Scent-Wise B3, Vi llage-Wise B3, Dog- Wise B3, Nantre of All Things B6, Tongue of the 

Ancient One B6 

IMS-Crushing]aws: .1: B4 M: B7 S: B10. VA 2, Fast , Shortesl. 

lusHnds-Du not make casual jokes; words have power . . Mark my fenitory. Avoid donrinant wolvt' ... S. 

llclicfs- Night is my time. I am the speaker of great mysteries . 

Spells- Blue-Bloodcd l-leart: Oh 4, 40 syll. Grey Cloak: Oh 2-4,x4 syll . AncicntGrip Oh 2-5, x4 syll . • 
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Monstrous 
Trait list 

What follows is a list of the traits presented in the 
Monster Burner-in the Lifepaths and Illustrated 
Bestiary and most of what's in the Codex. The 
traits are alphabetized, priced, and a mechanical 
application given. In addition, many traits are lumped 
together into categories and alphabetized within 
these subsections: Animal Forms, Claws, Fangs, Fur, 
Mandibles, Slime, Speech, Stature, Venom, Vision 
and Sight, and Wings. It may seem confusing at first, 
but think of it like searching through a bin at a music 
store. You've got your miscellaneous A and then all 
the albums under Animal Forms. 

In order to economize space and not be redundant 
or pedantic, character traits are not included in this 
section. Traits such as those are easy to describe on 
the fly and require little or no mechanics, as they 
are descriptors a player chooses for his monster's 
personality. I encourage you to invent character 
traits for your monsters as I have done with mine. 
In addition, if you find a t-rait missing or lacking, be 
sure to check the Character Burner. 

A smattering of cosmetic traits (which are really 
character traits by another name) have been added 
for the purpose of example. 

Lastly, in an effort to conserve space, the trait list 
format has been changed and condensed. I hope you 
still find it readable and utilitarian. 



Monstrous Trait List 

A Note on Price 
The prices in this list are higher 

th an the same traits listed in the 

Lifepath sections. iany of the those 

t.raits have been discounted as per 

1he Special Special 1i-aits: Discount! 
rules in the Lifepath Burn er . 

Key 
Cos= Cosmetic trait, 1 pt. 

Once inside, the piece grows in the 
stomach. The host will feel ill and Jose 
his appetite. Then one night at cli.nner, 
he'll vomit up a head-sized smprise. 

While infected, the host will lose -lD 
Health die per week for four weeks. 
After that time d1e yo1mg creature will 
spring forth wid1 eA-"Poncnt 2-4 stats. 
The host then recovers lD of Health 
per day. If Heald1 drops below zero, 
the host dies. 

C-0 = Call-On tr ait. Cost 2 pts , Amulet-Bound Dt 8 pts 
allows reroUs or tie-breaker s in the This creature's spirit 1·esides 1J"apped 
situations described. in an amulet. Destroying it (smashing 

it with a hammer, for example) 

Di = Die trait. Cost is variable, 

affects ru e rolls or game number s 

in a variety of ways . Individual 

effects are always described . 

A 
Aggressive C-0/Dt 4 pts 

This creatme's blood runs hot, and 
he is quick to anger. He relies on 
confrontation to deal with most 
problems. Call-on for Intimidation. 
Must enter combat in Aggressive 
stance. 

Alarmist Dt 3 pts 
May add an extra In stin ct: "Shout 
when surprised or hesitating." 

Alien Dt 6 pts 
When in a Du el of Wits again st 
a creature of anoth er stock , th e 
creature gets + 2 points to his body 
of argwnent. Also, add + 1 Ob to any 
Intimidation tests against the Alien. 

Amoebic_ . ...,In ..... f..,e..,ct""i""o""n..__--<LD._t - -;9yp18t.,__s 
Amoeba reproduce by dividing. Even 
a tiny piece can gTow into a full -sized 
specimen. They love to get these drops 
into th e mouths of other organisms. 

greatly harms the creature. Tf he is 
morta l, he is destroyed when the 
amulet is des troyed. If he is Dual­
Natlu·ed, he is trapped in his cunent 
form , and killing that form will end 
the creanu·e's existence utterly. 

LAun~c~e~s~tr~au1~Twa~inutL-____ DULt __ -L3p~ 
This trait infects monsters with the 
Chosen One trait . The more th e 
Chosen One sings the ancient songs, 
the more the Taint !:;rows 'vithin him . 
See the Ancestral Taint Mechanics 
in the Great Wolves ' Spirit-Hunter 
section for more on tllis. 

Antennae Dt 2 pts_ 
Creatm·es wi th antennae may con­
du ct al l sensory operations except 
vi sion-tou ch , sm ell , t as t e and 
auditory input- tlu·ough these unique 
appendages. 

Armor-Plated Skull Dt 12 pts 
Tilis trait counts as a great helmet (full 
plate) with mask, botl1 of gray cp1ality. 

Aura of Terror Dt 6 pts 
Ancient fear rolls off this monster in 
waves. Add +2D L1tinlidation tests. 
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Animal Forms 
An easy way to describe our 
creanu·es is to use the natmal world 

as a model. The following section 
offers a few examp les of animal 
forms in addition to detailing 
various interesting body parts that 
can and should be swapped onto 
other creatures' bodies. 

The vast majority of the forms are 
cosmetic traits-they describe a 
creature's appearance and don't 
modify dice. Tn most cases , the 

title of a trait provides all the 
information we need. However, 
many forms have been listed with 
suggested traits to add onto the 

form to give the creature more 
depth and verisimilitude. Those 
traits al'e the ones that reall y add to 

the cost; they are bought separately 
like any other trait and are not 
discounted. 

Amoeboid Dt 5 pts 
A big roiling mass of tran s lu cent 
protoplasm, what more could you 
ask for? SuggestedtTaits : Phagocyrjc, 
Membrane, Blind , Form·less and 
Contortionist. Speed multiplier: x1. 

Ant Form Dt 5 pts 
The familiar form of the segmented 
body-hea d, thorax and abdomen 
clearly defined-six legs, antenna e 
and mandibles. Suggested traits: 
Grasp in g Mandibles , Antennae , 
Insect L egs and Chitin. Speed 
multiplier: .3x . 

Arachnid Body Dt 5 pts 
The sp ider form consists of a rounded, 
flesh)• abdomen and a (usually) 
sma ll er, bonier thorax surmo unted 
by eyes and a mouth (thu s call ed a 
cepha lothorax because conta ins the 
head and torso of the creature). 

The abdomen conta ins the digestive 
systen1 , the silk generating organs, 
spinnerets and the spider's breathing 
appal'atus . 

The cep balothorax conta ins the 
spiders ' brain , stomach, eyes, poison 
sacks, chelicera , fangs , palps, month , 
and the moorings for its eight legs. 

The chelicera are the vehicle for the 
spider 's fangs. 

Recommended traits: Eight-legged, 
Eight-eyed, Chelicera, Spider Sense, 
Bristles , Fanged , Venomous , Silk 
Sp inner. 

Speed multiplier: 4x. 

Avian Form Dt z pts 
Avians , or birds, bear feathers rather 
than fur, chitin or scales. They have 
two strong legs that end in clawed 
feet, and their arm s have been 
rep laced by wings. The rib cage and 
sp in e are solid and compact. Bones 
are hollow and internally reinforced 
for strength. The head is smalli sh 
and compact with a beak in place of 
a jaw and teeth. Reconunended traits: 
Feathered, Beak, Winged , Talons or 
Clawed Feet. Speed multiplier: 14x. 

Bat Form Dt 5 pts 
T prefer the fl yin g fox-shaped bat 
to a ll others. Their faces are very 
express ive and " human-like" which 
gives them a lot of potential character. 
Possible traits: Bat-Winged , Furry, 
Snout, Fangs, Lal'ge Ears and Clumsy 
Walker. Speed multiplier: lOx. 



Monstrous Trait List 

(_.,a>J.Jnu.lu. n...,e"---'-'FoULJrm.J.j_ ___ ....I.DLlt_ ---'-'5-1-P"""-ts Elephantine Form Dt 5 pts 
Suggested traits: Keen Hearing, Keen 
Smell , Coat of Flu·, Powerful Jaws ami 
Hackles. Speed multiplier: 7x. 

I2.og.' s Head Dt 4 pts 
A rounded skull topped with largish 
ea rs, fronted by a protruding snout 
containing biting teeth. The snout can 
easily double the length of the skull. 
Dog- headed bite counts as Short 
weapon and ma y Lock and Strike. 
H. eco mmcnd ed traits: Large Ears , 
\Volrs Snout, Powerful Bite. 

Dragonfly Form Dt 4 pts 
A cL·agonfly analog creatw·e has a head 
with two ma ssive compound eyes, 
and a t.horax from wh ich sprout four 
wings and six legs. The body ends in 
a startlingly long segmented abdomen 
( t'.vice as long as tlw head and 1·hora.x 
co mbin ed ) . The legs arc slender 
and consist of a femur, tibia , a nd 
tarsus, and terminate in a small claw. 
S uggested trails: Chitin , Crushing 
Mandibles, Bulbous Bug Eyes, Insect 
Legs, a nd Drago nfl y Wings . Speed 
multip lier: 8x. 

.Eight:Legged Dt 9 pts 
Spiders walk on a set of eight jointed 
legs . Each leg consists of a femur, 
tibia, metatarsu s, tarsus and claw. 
In add ition, each leg contains a set of 
equilibrilmJ enhancing sensory organs 
tlwt. help the spider keep its foOI"ing. 

Speed nnlltiplier: 4x. 

Spiders ha ve a +2D bonus to Close 
in Fight! and Range and Cover, and 
+ 1 D to Lock due to their addit.ional 
limbs. All spiders use Agili ty or Power 
(player's cho ice) to perform Locks .. 
But however agile he may be, a spider 
still may not scrat.ch his own back. 

Suggesred traits: Giganti c Stature, 
Lo ng- legged , Tu sks, Hooves, Iron 
Hid e, L eathe ry S kin and Trunk. 
Speed multiplier: 4x. 

LF~eluiun~e~ __________ _uDLt __ ~5~ 
Sugges ted traits: Coat of Fur, Claws, 
Powerful Jaws, Keen Flearin g, Keen 
Sense of Balance and llackles. Speed 
multiplier: 6x. 

Eish Dt 5 pts 
Suggested tra its: Fins, Sca ly Skin or 
lmn Scales, F ish Lung and Fish Eye. 
Speed multiplier: 7.5x. 

LF~ro~g~------------~D~t--~5 .¢~ 
Suggested trait.s: Leaper, Poisonou s 
Skin , Abnorma ll y Long Ton gu e, 
Dist.urbingly Large Moutl1 , Sonorous 
Voice, Webbed Hands and Feet. Speed 
multiplier: 7x. 

Gnat-Headed Co£ 2 pts_ 
A long face, almond eyes, bigg ish 
pointed ears, short hair, a beard and 
two horn s g rowin g back from the 
temple. Sugges t.ed additional traits: 
Horned, Devourer, Scary . 

Goat-I egged Dt 1 pt 
This is a cosmetic trait to make your 
mon ste rs look coo l. The di e tra i1 
would be Hoovcd. 

Human Head Co1 1 pt 
Ma ny mythical crea tmes are described 
as bearing a human visage. Use 
this cosmetic trait to represent. sa id 
monsters. Note that all senses should 
then fa ll within th e human range, 
raJ·her than th e anim a l. Suggested 
trails: High Speech. 
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Insect I egs Dt 6 pts 
This mon ster possesses six spindl y 
legs with four joints apiece . + 1D to 
Climbing and +1D to Get Inside and 
Lock action s. It is assumed these 
legs replace his other limbs. Speed 
multiplier: 3x. 

Jelly Body Dt 3 pts 
This monster has no bones. Instead, 
its skin is filled with a thick, pasty 
yet spongy gelatinous substance. Jelly 
bodies have a max Agility and Power 
exponent of 6, and a max Speed of 4. 

Jellyfish Dt 1 pt 

Opbidian Dt 5 pts 
The body of a snake. Possible tTaits : 
Iron Scales, Scaly Skin, Death Rattle, 
Fangs, Venom, Forked Tongue. Speed 
multiplier: 3 .5x. 

I'orpoise Dt 5 pts_ 
Suggested tra it s: Deep Lung, Fish 
Eye, F luke, Powerfu l Jaws, Fins , 
High Speech, Echolocation and Sleek. 
Speed multiplier: 5.5x. 

Rabbit Dt 5 pts 
S uggeste d traits : Coat of Fur, 
Lon g E a r e d , Long-Legged, 
Enlarged Incisors , Skittish. Speed 
multiplier: 6x. Suggested traits: Blind , Cilia, 

Paralytic Venom and Jelly Body. 
Speed multiplier: lx. ..,R""a ... t__,Iu:au.il...___ ______ Cwo&£ _ ____.1"-lpn._t 

Lion's Legs rm 2 pts 
1 suggest that creatures who have such 
attributes use the Feline movement 
mu ltip li ers and have access to the 
Slashing Claws trait for forelegs and/ 
or Rending Claws for hind legs. 

Lupine Form Dt 6 pts 
T his is the basic form common to 
wolves. They have a rangy, muscular 
body set on high, powerful legs with 
large, well-padded feet. They have 
long snouts and massive, protruding 
jaws. Their fur is a crown of coarse 
guard hairs supported by a nigh­
impermeable layer of soft under-fm. 

Suggested traits: Powerful Bite, 
Crushing .Taws, Long-Legged, Deep 
Fur, Wolf's Snout and Woodland Ear. 
Speed multiplier : 7x. 

Naked Muscle Dt 2 pts 
This monster has no bones and his 
skin is thick, smooth and wet. Beneaili 
t hat skin is a massive rippling muscle 
that allows the crea ture to glide along 
the ground . Such creatures have a 
max Speed and Agility exponents of 5. 

Rat tails are hairless , tough append­
ages sprouting from the base of the 
spine. They tend to be as long as the 
torso of d1e creature. 

Rodent Dt 5 pts 
Suggested traits : Coat of Fur, Skittish , 
Communal , Enlarged Incisors and 
Rat Tail. Speed multip lier: 4x. 

Semi-Biped Dt 3 pts 
This monster has ilie look and form of 
a quadruped but can walk (1x Speed) 
in an upright position. Jogging and 
Sprinting are done on all fours . 

Simian Dt 3 pts_ 
The form of apes and monkeys. Sug­
gested traits : Dense Sinew, Efficient 
Climber, Fangs, Prehensile Tail and 
Coat of Fm. Speed multiplier: 3x. 

Slug Dt 5 pts 
Suggested traits: Slim e, Radula, 
Naked Muscle, Eye Stalks, Decom­
poser, Ph eromones, Hermaphrodite 
and Al ien . Speed mul tiplier: .5x. 



Squid Body Dt 5 pts 

Th e biz arre shap e of th e squid , 
with its long head, cold eyes and 
flowin g tentacles. Suggested traits: 
Camouflage, Beak , Ink , Fish Eye, 
Fish LLmg, Suckers, and Tentacles. 

Tiger Form Dt 5 pts 

Th e fel ine form with it's ell ipsoid 
head, and prominent jaw; long cw·ved 
spine th at ends in a swi shing tail; 
narrow rib cage and fou r relatively 
short legs . Suggested traits: Claws , 
Fangs, Camouflage, Soft- step a nd 
Padded Feet. Speed mu ltiplier: 6x. 

Toad Dt 5 pts 

Suggested tra its : Webb ed Hand s 
and Feet, Abnormally Long Tongue, 
Distmbingly Large Mouth, Poisonous 
Skin , Horned and Leath ery Skin. 
Speed multiplier: 3x. 

Tortoise Dt 5 pts 

Suggeste d tr a it s : Bon y S hell , 
Ren·actor, Slow, Beaked, Long-Lived, 
Deep Lung, Fish Eye and Fins. Speed 
multiplier: 1.25x. 

Ungulate Dt 5 pts 

Ungulates are long-legged, hooved, 
barrel-chested quadrupeds like horses, 
elk and deer. Suggested n·aits: Middling 
or Massive Stature, Long- Legged, 
Hooved, Sharp Bite, Horned and Keen 
Hearing. Speed multiplier: 8x. 

Ursine Dt 5 pts 

Suggested traits: Deep Fur, Semi­
Biped, Powerfu l Bite, Rending and 
Slashing Claws, Mass ive S tature 
and Effi c ient Cl imber. S pee d 
multiplier: 5x. 

Worm Dt 5 pts 
Suggested tl'aits: Blind, Missing Limbs, 
BwTOwer. Speed mu ltiplier: .7.Sx. 

Monstrous Tra it List 

B 
Beaked Dt 4 pls... 

Instead of a mouth or lips, a bon y 
beak protrudes from the front of the 
monster's face. This beak can he used 
in two ways, to stab or to grasp. If 
used to stab, it adds + 1 Power to the 
bare-fisted attack. If used to grab, it 
allows a Lock and Strike ac tion with 
no Power bonos. 

Believer Dt 2 pts__ 

Faith-based actions are -1 Ob against 
this creattn·e. 

Blood Lust Dt 3 pts 

Thi s creature cannot refrain from 
feeding when it hun gers. It simply 
must h ave b lood. Blood L ust is 
transferred Lo its victims, who will 
cra ve blood-in the form of meat­
whil e thev live. So powerfu l is t he 
lust t hat ,' when th ey die, th ey are 
transformed into Vampyrs. 

Bladed Tarsi Dt 4 pJs... 
The tarsi of this insect or a rachnid 's 
two forelegs have grown into bladed 
ridges. These make excellent slashing 
weapons: +2 Power, +1 VA, Slow, 
Short. 

nB~n~·s~tl~e~s~ __________ uDLt __ ~4pls__ 

These bristles are ve ry sensitive to 
the touch and add +1D to Perception 
when in their Born setting .. 

Broken Dt 2 pts 
His sp irit is gone and he is read y to 
accept whatever is offered. Reduce 
by one any obstacles to motivate this 
characte r via Preaching, Oratory or 
Suasion. 

Bellow ing C-O 2 pts 
The sound of this monster's voice is 
unimaginably loud. Use as a Call -on 
for Inrimidation and Command . 
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Berzerker Dt 6 pts 
When he fail s a Steel test or suffers 
a wound (that he can feel; Numb 
and Dead to Pain work against this 
trait) , the monster immediately and 
automatically shifts into Aggressive 
stance. There is no hesitation, even if 
he fai led a Steel test. While enraged, 
he will (and must) attack any living 
(or seemingly living) thing around 
him-starting with what just hurt/ 
enraged him. He then moves on to 
the next closest targe t, friend or foe. 
He remains in Aggressive Stance 
even if he sprints. The rage lasts for 
exchanges equal to 10 minus the 
character's Will exponent. 

If the monster is ah·eady in Aggressive 
stance wh en the above conditions 
are met he must make a Steel test 

c 
Camouflage Dt 4 pts 

This creature's exoskeleton mimics 
wood, dirt , leaves or rock (Choose 
one). Add +1D to Stealthy in the 
chosen environment. 

Chelicera Cm 1 pt 
Thi s monster possesses two largish 
bony appendages that descend over 
his mou th. Refer to a spider for 
exampl e visuals. They are usually 
used as a vehicle for fangs. 

Chosen One Dt 3 pts 
Only ce1·tain beasts are chosen to 
becom e Spirit Hunters. This trait 
is r equired to b e able to u se Spirit 
Hunter songs. 

with -2 h esitation. If the monster 
Cilia hesitates, in stead of standing and Dt/C-0 5 pts 

This monster is cove1·ed in a mass of 
flowing, waving hair-like appendages. 
These cilia keep tl.1e creature free of 
debris, move food from one part of 
its body to its mouth and even aid in 
swimming. (Can be used as a call-on 
for Speed tests for swimming.) 

drooling, he may "roar and bellow. " 
Two actions of roaring and bellowing 
CO llllt as an Intimidation test. He may 
only Intimidate (or run away) while 
hesitating. After he recovers himself, 
it's back to the smashin ' ! (Also, he 
does not lose his stance for hesitating) . 

Brutal C-O 2 pts_ 

This monster reacts to challenges 
with a ferocity and brutality fa1· 
above what is necessar y or even 
appropriate. Use tl.us n·ait as a call-on 
for Intimidation. 

Brute Dt 6 pts 
This monster is so tough (or stupid) 
that he doesn 't know when to give 
up . When taking die penal ties from 
wounds, men. tal slats do not count for 
the purposes o,l incapacitation. . 

Corpse Bound Dt 7 pts 
Like Amulet-Bound creatures, this 
monster 's life force is linked to a 
corpse. In order to completely destroy 
the mon ste1·, the corpse must b e 
des troyed. 

Oumsy Walker Dt 2 pts 

This monster is unsteady on his feet. 
+ 1 Ob to all land-based Speed tests. 

Confusing Rant Dt 9 pts 
During a Duel of Wits, this n·ait grants 
the chararacter +3D to Tncite. Th e 
on ly hesitation option is to "Stand 
and Blink. " All attempts to Intimidate 
or Conunand a Confusing Rrulter are 
a t +2 Ob. Also, Ranters are at a +2 
Ob to all Oratory and Rhetoric tests. 



Cold Blooded Dt 5 pts 
This creature carries the blood of 
lizards and snakes in his veins . This 
brings with it som e advantages and 
some disadvantages. Th e mon ster 
is ab le to survive on less food than 
his warm-blooded eounterparts. He 
can a lso raise and lower hi s body 
temperature in order to better swt his 
needs (getting into a warm or cool area 
will do it) . He gets a + 1D Health bonus 
when fighting off illness or disease. 
However, in cold temperatures, the 
monster must eat more (than a warm­
blooded counterpart) in order to stay 
active. Otherwise , he suffers + 1 Ob 
to all activity, including Health tests. 

Cruel Strength C-O 2 pts 
This is a cal l-on for Power. May be 
used when trying to subdue or Lock a 
victim. 

C01shing laws Dt 11 pts 
Creatmes with tills trait have powerful 
jaws honed into deadly hunting 
weapons. Cntshing Jaws count as: 
Pow +3, Add 2, VA 2, Fast, Shortest 
weapon; may Lock and Strike on d1e 
same action. 

Crystalline Spines Dt 4 p.t.s.. 
This monster is encumbered with a 
growth of crystalline spin es across 
its back and shoulders. The sp in es 
are sharp to the touch and break off 
and lodge themselves in the flesh of 
t.he unwary, causing great discomfort. 
Any creature that ge ts inside striking 
distauce on the monster or otherwise 
comes into contact with the sp ines 
suffers a + 1 Ob to all tests until the 
spines are t·emoved. 

Spines can be plucked out in about a 
half hour or, if the Surgery or F ield 
Dress ing skill is used, in the time it 
takes to tend to a Superficial WoLmd. 

Monstrous Trait List 

Tf a cr ystalline- spined creature is 
forced onto his back- if he falls m is 
pushed-it is possible that the spines 
arc crushed and flattened . .Roll the 
DOF, on a l the spines are crushed 
and unusable. lt takes alJout a montl1 
for the crystals to regrow. 

Claws 
Grasping Oaws Dt 7 pts 

Cmhs, lobster and certain spiders 
develop the metatarsi and tarsi of tltei.r 
forelegs into prodigious claws. These 
c laws give an additional + 1D for 
Locking maneuvers (over and above 
the Insect Legs, Eight-Legged and 
Extra Limbs advantages.) However, 
they reduce the Climbing skills and 
abilities by -1D. Othe1· Agility-based 
skills (aside from Brawling) are at a 
doubl e obstacle penalty. Gmsping 
Claws also grant+ 1 Power for foreleg­
claw Sh·ike attacks. Thud. 

Rending Oaws Dt 5 pts 
Claws like a bear. +2 Power, VA 1, 
Fast, Shortest. 

Slashing Oaws Dt 4 pts 
Slashing claws like a cat. + 1 Power, 
VA 1, Fast, Short. 

Tearing Oaws Dt 2 pts 
If this monster has a ch aracter in 
a Lock and chooses to do damage 
(rather than increase t.be Lock) , add 
+ l PowCI· to the damage of the attack 
clue to the c laws digging into the 
victim. 

D 
D.:emon's Skin __ ____.._D"-'t-~9yp._.t.._s 

A creature with this trai t cannot be 
grasped by mortal hands; the fl es h 
burns at the touch. Any non -Spirit 
Nature, non-Resistant to Fire creature 
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touching Dremon's Skin receives a 
wound equal to the mon ster 's Will. 
A monster with this trait must have 
Spirit Nature or Resistant to Fire. 

Dead to Pain Dt 9 pts 
Tllis monster's senses are so dulled to 
pain that he may ignore Superficial 
wow1d penalties and reduce all other 
wound penalties b y -1D. He also 
suffers +2 Ob to any touch-based 
P ercep tion tests and + 1 Ob to all 
Seduction tests. 

Death Rattle Dt 4 pts 
This monster possesses a signature 
sound that strikes fear in the hearts of 
its foes. Death rattle takes two action 
to use and forces a Steel test on all 
within the Presence of the creature. 

Decomposer Dt 2 pts 
Debri s and litter make up this 
monster 's diet. He takes rotting 
vegetation and animal matter and 
turns it into sustenance. 

Dense Sinew C-0 2 pts 
Call-on for versus Power tests. 

Devastator Dt z pts 
So mighty a nd pow erful is this 
creat ure, stone crumbl es, metal 
shatters and wood splinters w1der his 
blows. When this creature attacks a 
material , count each !lit as double: If 
one breach is done, count it as two. If 
one surface scratch is done, it counts 
as two. 

Also, when this creature smacks an 
armored opponent, cow1t any armor 
failure as two dice lost. 

This trait is limited to creatures of 
Massive Sta nu·e or larger. 

Devourer Dt 6 pts._ 
This monster has a tendency to eat 
anything- soil , stone, wood, metal 
and flesh. H e is indi scriminate 
in his choices, and in fact cannot 
help him self from sampling his 
surroundings. Add +1 VA to bite 
attacks. 

Dissent Parasite Dt 5 pts 
This trait allows the monster to earn 
one persona point artha for every 
conflict that he instigates. Points may 
be spent to add dice to appropriate 
roll s. 

Dominant Dt 5 pts 
This trait refers to creatures who live 
in packs, like wolves . There are only 
ever two Donlinants in a pack, a male 
and female pair. These two serve as 
the mother and father of the group by 
guiding them to new hunting grounds; 
and by producing mme offspring to 
strengthen and expand the pack. 

There are only ever two Dominants 
in a pack, a male and female pair. 
These two serve as the mother and 
fath er of the group, guiding them to 
new hunting grounds and producing 
more offspring to strengthen and 
expand the pack. This trait grants 
a 1D affiliation with a pack and a 
1 D reputation witllin tl1at pack as a 
Dominant. 

Donunants force the rest of the pack 
to submit to them. This is done via 
both psychological and physical 
intimidation. Any p ack member 
that will not submit to the will of the 
Dominants is relegated to pariah, 
driven away or even killed. 

This behavior is learned, not born: 
A creature who was driven out of 
her pack may find another lone wolf 
to join with to form a new pack and 
tl1ereby become the Dominant. 



.12ominant Procreator Dt 2 pts 
The child of a monster with thi s trait 
will a lwa_ys take on thi s parent 's 
traits. 

Dominant Will C-O 4 pts 

This creature will always attempt to 
lead by domination and intim.i.dation. 
Use thi s trait as a call-on for social 
ski ll s when the monster is trying to 
dominate. 

Doppelganger Dt 9 pts 
Doppelgangers may assume the shape 
of another. If anotl1er cha.racte1· would 
like to penetrate the guise, test the 
Doppelgru1ger's Will vs d1e character's 
Ob servation. lf the character 
generates more successes, he notices 
that something is amiss and this 
creatm e is not who it says it is. 

The Doppelganger trait automatically 
comes with the Telltales trait . When 
ass uming th e ma ntle of anoth er, 
mon sters a re bound to k eep one 
identifying feature no matter wh at 
their guise. Fm example, whatever 
shape he takes, a Dremon 's hair must 
always be black or a Greater Dremon 
must aJways keep h.i.s brass teeth. 

Dragon's Blood Dt 7 pts_ 
A Dragon 's nature manifes ts in its 
blood-the flight , the breath , the 
rancorous disposit ion and the need 
for gold . The blood is highly acidi c 
an d toxic. Its reaction with certain 
compounds contain ed within the 
Dragon itself creates a gas that 
en abl es both fli ght and the fi ery 
breath . The stuff will burn through 
and corrode whatever it touches . A 
sma ll jar's wmth or a good splash 
of it can cause a wound equal to the · 
Dragon 's Forte exponent. Anything 
that pen etra tes the Drago n's hid e 
also suffers the con osive effects of the 
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blood (Forte= Wound ). Tlus is usually 
quite enough to desu·oy the offending 
object. 

Interestingly, Dragon 's Blood does 
not di ssolve gold (or lead). For thi s 
reason, the beasts prize the stuff as 
stm·dy bedding as much as they do for 
its gli tter and weald1. 

Dragon 's Blood gen erates noxiou s 
fmnes which fuel Dragon's Flight and 
Dragon's Breath. 

Dragon's Breath Dt 9 pts 
A Dragon can belch forth a massive 
gout of oily fire. Base Power of the 
fire is equal to the Forte exponent. 
Shade is the Forte Shade. Final IMS 
is determined by DOF (1-2: I. 3-4: M. 
5-6: S. ). No armor saves. Th.i.s counts 
as a Natural Effect ru·ea of effect spell 
for positi011ing and otl1er effects. 

After each breath, tes t tl1e Dragon 's 
current Forte against Ob 6. Margin 
of failure is subtracted from eith er 
the Mark result damage of the breaili 
or from the Dragon 's Speed for d1e 
pm·poses of flying. If two or more dice 
are lost, the player may divide them 
as he sees fit . 1 f the Mark result of d1e 
breath is reduced to zero, the Dragon 
is temporaTily unable to brea the fire. 
If his "flight " Sweed is redu ced to 
zero, he is unable to fl y. 

Lost d·ice are recovered at th e rate 
of one die ever y ten hours minus 
the Health exponent . Heald1 may be 
tested to reduce tlus time as per the 
Working Quickly mles . 

Dragon's Flight Dt 3 pts 
Dragon 's do not possess true flight. 
Their massive bulk is too much for 
simple wings to hanclle. However, using 
the gasses generated by their blood 
and toxic gullet , Dragons li tera ll y 
I ightcn themselves. Wings provid e 
additional lift and maneu verab ilitv. 
They can fly nearly as fast as any bird 

]) ]) 

111 

i 
s 
c 



n 
m 
i 
s 
c 

i 

'l1te llowda llurm•r 

E 
m 
i 
s 
c 

using this method, but they are less 
maneuverable. + 1 Ob to all in- air 
Speed tests . 

Dragon's Breath is directly linked to 
his abi lity to fly. Each time a Dragon 
b1·eathes fire, he risks losing too much 
gas. This can lessen his ability to 
remain aloft . See the Dragon 's Blood 
trait for exact details. 

Dual-Natured Dt 8 pts 
Mortal Nature vs Spirit Nature: This 
monster is a dual-natured creature. 
He outwardly appears, acts and feels 
human. In side tho ugh , h e 's b een 
transformed into a vengeful spirit. 
Thus he can be stabbed, wounded 
and even killed, but he cann ot he 
destroyed. If he is "killed" , then Spirit 
Nature takes over and he is reborn. To 
destroy him utterly, one needs spirit 
weapons, spell craft or abjuration, or 
to des troy the amulet or corpse he's 
bound to. 

E 
Earth Blood Dt 6 pts 

No matter how badly wounded, this 
monster will always heal. Cuts wi ll 
close, hones will knit and even lost 
limbs wi ll regrow. This beast can 
neoer fail a Health test for Recovery. 
(Though he can roll poorly, in which 
case maximum he a ling tim e i s 
required for die wotmd to close.) The 
only way to destroy iliis creature is to 
put it to the fire. 

Echolocation Dt 8 pts_ 

Bats possess the ability to proj ect 
and hear sound beyond th e r ange 
of human hearing (requires Keen 
Hear i11 g to detect). They also have 
speciall y adapted ears (and noses !) 
that al low them to hear the "echoes" 
of that sound and thereby locate 
creatures , objects a nd obstac les 

in the complete absen ce of light. 
Echolocation can 't see color or fine 
detail, hut even in complete darkness, 
bats can tell size, distance, movement 
and altitude of objects. They suffer 
no penalties for darkness and reduce 
p enalties for weath e1· an d smok e 
b y two. Counts as Observation for 
detecting Stealthy characters. 

Efficient Climber C-O 2 pts 

Call-on for Climbing tests in trees and 
vines; and on rough rock faces. 

Enlarged Venom Sacks Dt 2 pts 
Increase this monster 's total venom 
carrying capacity by two doses. 

Elongated Forelegs Dt 2 pts 

This spider or in sect 's fore legs are 
abnormally long for its size. The 
forelegs count as a Longest weapon. 

Enemy of the Sun Dt 3 pts 

This trait counteracts the iII effects 
of Night Blooded and/or Cold Black 
Blood. 

Extra Anns Dt 4 pts 
+ 1D to Brawling or oilier appropriate 
weapon skills . Counts especially for 
Cet Inside and Lock maneuvers. 

Eye Stalks Cor 1 pt 

This creatures eyes m·e mounted on 
the end of slender eye stalks. They are 
retractable and extendable, allowing 
the bestalked monster to peer into 
unlikely places. 



F 
faerie_("yjft Dt 3 pts 

This is a special Gifted trait required 
to cast Faerie magic spell s. 

Faith in Dead Gods Dt 4 pts 

Faith in Dead God s uses mechanics 
simil ar to Faith. However, the power 
of these gods is diminished, and fai th 
in them only grants the worshipper 
miraculous power over th ose wh o 
truly believe. In this case, the Faithful 
ma y affect onl y himself and t hose 
who believe in the Dead Gods. He 
may heal the believing sick, and bend 
the minds of tl1e believing wayward. 
However. he has no dominion over 
non -b eli.evers and aposta tes-he 
cann ot affect them with the power 
of the Dead Gods. CharaCU!Is mu st 
have a relevant Belief in order to Le 
affected by this tTait. 

Eeaniorn~e~B~e~as~tL_ ___ cC~-o~~2~p~ts 
There is something odd and unsettling 
abou t this monster-something very 
old and frightening. Use this trait as 
a call-on fm httimidat:ion. 

Feathered Co< 1 pt 
This creature is covered in feathers 
like a biTe! . 

Fine Bones Dt/C-0 4 pts... 
This creatw·e is + 1 Ob to Health tests 
for recovety from Midi through Mmtal 
wounds. However, th e creat11re is also 
incred ibly light and this trai t may be 
used as a call -on for any test requiring 
lightness or delicacy of movement. 

Monstrous Trait List 

Fins Dt 2 pts 

Underwater m onsters who take the 
F ins tra it u se the Fish movement 
rate, 7 .5x. Land creatures who take 
"add-on" fin s (that are not simply 
vestigial), have a x3 swi.Jmning Speed 
multiplier. 

Ei.sh.Lung Dt 1 pts 
The abili ty to breatl1 while underwater. 

Flagellum Dt 6 pts_ 

A fl agellum is a singular, long, whip­
like appendage extending from th e 
body. This strange limb can be used 
as an aid to swimming-it flail s 
m adl y back a nd forth , pt·opelling 
the monster forward. It adds + lD to 
any swimming Speed. It can even be 
used as a weapon . It also coun ts as 
a Longer weapon. However, it is an 
awkward weapon and suffers a + 1 
Ob pen alty. Otherwise, it counts as a 
regular ol' unarmed Sn·ike. 

Elammable Dt 2 pts 

+ 1 pip of damage from fire attacks. 
No armor 01· Iron Hide protection . 

~e ____________ ~D~t--~4~pt~s 

This creature's legs and feet h ave 
fu se d into a powerful t a il-like 
structure that ends in two fl a t fin s 
that sit p erpendicular to the spine 
(rath er than parallel like a fish ). 
The presence of a Fluke essentially 
relega tes this crea ture to aquati c 
life-it is not possible for him to walk 
on Janel . Flukes give the following 
Speed multiplier: x5.5. 

formidable Bark C-0/Dt 4 pts_ 
Use thi s trait a call-on for Howling 
a nd Comma nd. Combined wi t h 
Fearsome Beast, this trait adds + lD 
to a ll Intimidation tests. 
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Fangs and Teeth 
Fangs are a natural weapon that 
may only be used on the Inside. 

Brutal Fangs Dt 5 pts 
These fangs are long and wicked . 
+2 Power to biting attacks. May be 
combined with Piercing Fangs. 

Dull Fangs Dt 1 pt 

This monster's fangs have gone dull 
over the years. -1 Power to biting 
attacks. Intended to be combined 
with the Fangs trait. 

Enlarged Incisors Dt 3 pts 
Enlarged in cisors grow continually 
through life and need to be filed 
regularly. They tend to be quite sharp 
and can be used to bite opponents 
if the situation becomes desperate. 
+ 1 Power, Add 2, VA -, Fast, Shmtest 
weapon. 

Fangs Dt 3 pts 
+1 Power, VA - Add 2, Slow, 

Shortest weapon. 

Piercing Fangs Dt 3 pts 
Tllis monster's fangs are particularly 
sharp. Add + 1 VA to the monster's 
bite. This may be combined with 
other fang traits . 

Sharpened lndso.rs Dt 9 pts 
Extra sharp teeth reduce to Add 1, 
and give + 1 VA to bite attacks. Tf the 
creature is snout-less this bite attack 
may only be used on the Inside. Tllis 
trait is meant supplement other teeth 
and fangs traits. 

Fur 
Changeling Coat Dt 4 pts 

This beast was born to be a trickster. 
His coat shifts patterns and colors 
at wi ll. Add + 1D to Stealth and 
Inconspicuous tests . 

Coat of Darkness Dt 7 pts 
Creatures covered with this fur add 
+2D to their skill roll when attempting 
to Stealth in areas of darkness and 
shadow. 

Coat of Fur C-O 2 pts 
This monster is covered in a short, 
th.ick, coarse fur. This coat protects the 
beast from the elements, particularly 
the cold and wet. This trait acts as 
a call-on for Health tests relating to 
cold and wet. 

Deep Fur Dt 5 pts 
Heavy and thick fur protects this 
monster against the cold of his 
harsh environment. He can tolerate 
extremely cold temperatures, whereas 
extended times of hot weather tend 
to agitate him. This trait allows the 
monster to ignore penalties/tests 
relating to cold weather. However, 
extended time in hot weather causes 
+ 1 Ob to all tests. 

Fur Cos lpt 

A soft coat of fur covers the monster. 

Fur of the Fields Dt 6 pts 
A wondrous coat of fur that allows 
monsters to blen d into any field or 
woodland terrain . When attempting 
to Stealth in such areas , this fur adds 

+2D to d1e roll. 

Frost Coat C-O 2 pts 
Use this trait as a call-on for Stealthy 
when stalking the tundra and arctic 
wastes. 



Ghost Coat C-O 4 pts 
This monster's coat shifts subtly from 
dark to light , from mottled to clear, 
depending on what land he stalks 
and haunts. Use this as a call-on for 
Stealthy in any terrain. 

Shadow Coat C-O 2 pts 
Use this trait as a call-on for Stealthy 
when stalking the forests and valleys. 
Requires Fur or other similar cosmetic 
traits. 

G 
C'Tift of Babel Dt 5 pts_ 

This creature can und erstand and 
speak all languages. It is his natme, 
not an academic study. When in 
a room with characters speaking 
different ton gues , the monster 
understands all, and all understand 
him as he speaks. Language is ah11ost 
non-existent for him. 

Good Ustener C-O 2 pts 
May be used as a call -on for Haggling, 
Persuasion and Seduction. 

Great Cunning C-O 2 pts_ 
This trait acts as a call-on fm Strategy, 
Tactics, any "wise" tested for insight. 

H 
Hand Shaker C-O 3 pts 

The tool of the politician's trade. May 
be used as a call-on for Oratory or 
Persuasion when shaking hands .. 

Hand-eye Coordination Dt 2 pts 
Character may round up wh en 
factoring "Agility/Perception" 1·ooted 
skills. 

Hands of Stone Dt 1 opts 
Allows gray shade damage with bare­
fisted melee attacks for monsters. 

Monstrous Trait List 

Hackles C-O 2 pts 
This monster possesses fur on the back 
of his neck that flares menacingly 
when he attempts to Intimidate . 
Call-on for In timidation. Requires 
a cosmeti c Fur tra it or something 
similar. 

Hammer Hands Dt 4 pts 
With hands like great mattocks, this 
monster is best suited to brawling and 
pummeling. Add + 1D to the creature's 
Brawling skill for pt11·poses of Block, 
Strike, and Push actions. The beast 
suffers a + 1 Ob to any other skill that 
requires manual dexterity (includir1g 
Throwing and weapon skills). 

Hauling C-O 2 pts 
Use this trait as a call-on for Power 
wh en pushing, pulling or h auling 
loads. 

Heartless Dt 4pts 
Reduces hesitation by three for pain, 
murder, fear or violence. 

Heaving C-O 2 pts 
Use this trait as a call-on for Power 
when trying to break, smash or knock 
over something. 

Hermaphrodite Co< 1 pt 
This animal possesses both male and 
female sexual organs. 

Hideous I Dt 2 pts.. 
Add + 1 hesitation to all Steel checks 
caused by this creature. 

Hive Mind Dt 4pts.. 
Such creatures can communicate 
instantaneously across distances with 
one another. Essentially this ability 
broadcasts an Instinct , like Protect 
Hive. The Instinct is triggered for 
every member of the 1-live Mind- no 
matter where they are located. Also, 
hive c1·eatures can trade or switch 
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tasks between them without delay 
or explanation. Both creatures know 
instantly what 1l1e other was doing. 

Hook Hand Dt 6 pts 
One of tJlis monster's hands has formed 
into a massive bony hook. This hook 
can be used as a weapon: +2 Power, 
VA 1, Slow, Short weapon, may Great 
Strike. In fact , it is really too big and 
clumsy to be used for anyd1ing else. 

Hooved Dt 3 pts 
Bony hooves instead of feet. Thi s 
trait really requires goat or bull legs 
to make it official. + 1 Power, VA 1, 
Slow, Short weapon. Any Speed or 
Stealthy tests made while on smooth 
stone, ice or really hard, smooth wood 
arc at a + l Ob .. 

Horns Dt 11 pts_ 
Horns co unt a s p lated leather 
equivalent a1mor for the head (unlike 
other natural armor, they may fail and 
break) (3 pts). On the Charge, they 
can be used to do a Strike in addition 
to the normal Charge (2 pts) or to 
add + 1D to the Charge action ( 4 pts) . 
They can also be used as a +2 Power 
weapon for a head butt Strike on the 
Inside ( 3 pts). 

(The trait cost has been broken down 
here to demonstrate why it is so 
expensive. Players sh.ouidfeelfree to 
pick and choose aspects of it in order 
to reduce the price. Homed was also 
assigned th.e Cool Beans bonus.) 

Horrific Aura Dt s__p.ts... 
Horrific Aura causes a ll those within 
1l1e creature's Presence to take a Steel 
test with an obstacle penalty equal to 
d1e creature's Will exponent. 

Howl of Doom Dt 1 o pts._ 
The monster can fire off a iliw1derous 
howl. Add +4D to the Intimidation 
test when using the Howl of Doom. 
Monster may FoRK the Howling skill 
into this test. If no Intimidation skill , 
add dJC four dice to Will and make ilie 
roll at a double obstacle penalty. This 
Howl requires 2 actions to perform 
and cannot be done while moving. 
The monster must pick a single target. 
It counts as a natural effect spell for 
pw·poses of positioning. 

I 
Incredibly Strong Dt s pts 

Yet another trait that grants heroic 
shade Power. (This trait doesn 't grant 
gray damage, though. That ability is 
reserved solely for Hands of Stone.) 

Ink Dt 6 pts 
Thi s trait indicates the monster has 
a reservoir of thick, dark ink which 
it squirts out to hide itself (in water) 
or blind its opponents. One squirt 
fills water with pitch black ink. This 
counts as a Presence area of effect 
spell. All sight obstacles are at +4 Ob. 
Also, d1e stuff stings the unprotected 
and inflicts a Superficial wound (B4) 
to 1l1e eyes. The monster contains 2x 
Forte exponent in squirts of ink. He 
regenerates one squirt per hour. 

Iron Hide/Scales Dt 7 pts 
Tllis monster's skin is as tough as iron 
and scaled like a shark. AJl incoming 
damage is redu ced by -1 pip on 
the PTGS. Thus a Mm·k hit from a 
hunting bow would do a B7 rather 
than a.B8. 



J-K 
Keen Sense of Balance C-O 4 pts 

Complex sensory organs throughout 
their body keep the creatme balanced 
at all times. They do not grow dizzy or 
suffer from hanging in odd positions. 
Due to this, they eas il y and adeptly 
climb on nearly any sm·face, from 
web to wall. Call on for Climbing, 
Speed and Forie tests when climbing. 

L 
Large Ears Dt 4 pts 

This monster has large, sensitive ears 
that sit atop his head. T his gives him 
excellent hearing. + 1D to Perception 
rolls. 

Lawbreaker Dt 8 pts 
There are strict celestial laws that 
govern the presence of otherworldly 
creatures in the mortal realm. When 
a Spirit-Natured creature crosses 
over, he is bending those very laws­
warping the natural order of things. 
Thus they are accompani ed by a ll 
manner of bizane phenomena as the 
mortal fabric reacts to their presence: 
Birds sing backward, windows crack 
in strange patterns , clocks cease to 
tick, water fails to boil , strange smells 
1·ise from nowhere, noises and knocks 
are heard in d1e dark, and so on. 

The effects of Lawbreaker extend to 
the limi ts of the Presence for black 
shade Will and 1 Ox Presence for gray 
shade Will. 

Leaper Dt 5 pts 
Certain creatures have developed th,e 
ab ili ty to leap great distances. This 
abi lity grants + 1D to all positioning 
tests and +2D to any Speed test to 

clear a gap or jump an obstacle. Any 

Monstrous Trait List 

position ing test failed wl:tile using the 
Leaper trait causes the character to 
hesitate for his next action. 

Light-Touch C-0 2 pts 
The key to a successful "lift" is in the 
fingers. May be used as a call-on for 
Sleight of Hand . 

This monster can , at will, glow with 
the radiance of candle light. 

M 
u~~a~dL_ __________ ~D~t --~2~ 

When a Mad monster fails a Steel test, 
he must r·ave. He then capers about 
in circles spo uting profanities and 
vagaries. No other result is available. 

Mark of Fear C-O 2 pts 
This monster bears a bright, obvious 
mark on its body as a wanting to other 
creatures. Call- on for Intimidation 
and Conspicuous. 

Mark of the Ancient Dt 3 pts 
This trait is required for using the 
skill s Tongu e of the Ancient and 
Ancient Ways. 

Megalomaniac Dt 8 pts 
This 1ntit increases tJJe Megalomaniac's 
Presence by 10 paces. 

Membrane Dt 6 pts 
Tn place of skin, this creanrre is covered 
by a bizmTe membrane that protects it 
from the elements and harm. Should 
anything penetrate the mem i)J'ane 
(Light wotmd or higher), the creature 
may attempt to ai.Jsoru the offender 
into itself. 1ltis is a versus Power test. 
It happens instantly; no actions need 
be expended. If the attacker loses the 
test, he or wh atever he is holding (if 
he chooses to let go) is sucked into the 
body of the membranou s creature . 
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Mesmerizing Gaze Dt 6 pts 
Test victim's Will vs Ob eq ual to the 
creature 's Will. Margin of failure 
temporarily reduces Will and raises 
all ph ysical action obstacles. Will 
reduced to zero means the victim is 
dumbstruck and just stands there. 
Also, any victim succumbing to the 
gaze (by even one lost die) must focus 
his attention on the so urce of the 
gaze/head of the creature. 

Mimic Dt 6 pts 

Monsters with this trait can perfectly 
imitate others in physical actions. 
Reduce aptitude for learning any skill 
except academics by two (so long as 
the creatrn·e has seen it in use). Also, if 
tl1e creature has seen an act performed 
successfully he may add that memory 
as a FoRK helping die should he ever 
attempt the same specific action. 

Mossy Coat C-O 2 pts 

Covered in a fur of moss and slime, 
this monster blends in quite well to 
forest or earthy surroundings. Call-on 
for Stealthy in forest or mines. 

Mandibles 
Cmshing Mandibles Dt 8 pts _ 

+3 Power, VA 2. Slow, Shortest. 

Grasping Mandibles Dt 12 pts 
Power +2, VA 1, Fast, Shortest . May 
Lock and Bite on the same action. 
Mandibles grant +2D to straight Lock 
actions (not Lock and Bite) . 

N 
Named Dt 3 pts 

This creature is cosmically linked to 
its name, and its name is linked to ilie 
cosmos. Such a creature may choose 
many names for themselves. When 
any of these are spoken , the Named 

can hear as if he were in the next 
room listening. He knows intuitively 
the place where it was spoken , and 
may travel there like a homing pigeon 
if he is able. 

More importantly, a Named has a true 
name and knows its nature. Tltis is a 
closely guarded secret, as it allows a 
summoner or sorcerer to have power 
over said creature. For summoning, 
the true name can be used to call forth 
the exact creature, rather than one 
randomly determined . For sorcery, 
the name may be incorporated into 
spells as an element facet (Ob equals 
half Will rounded up , +2 for gray, 
actions equal actual half the syllables 
of name). 

Natural Pattern C- O 2 pts 
This monster 's fur and carapace 
are colored in earth tones and 
simple pattems. This is a call-on for 
Stealthy. 

Night Blooded Dt 2 pts 
Creatures who possess this trait will 
shun the sunlight, for it will undo the 
sorcery iliat gave their night-stalking 
ancestors life. Exposure to sunlight 
causes the monster's dark, stony roots 
to eonsume ltim and erush him from 
within. 

Nocturnal Dt 2 pts 
+2 Ob penalty for activity in bright 
daylight. + 1 Ob penalty for regular 
old daylight. 

Numb Dt Bpts 

Tortured monsters are hardened 
with scars from years of pain. They 
may ignore the effeets of Superficial 
wounds. However, three Superficial 
wounds still count as -1 D. 



Monstrous Trait List 

Natural Armor 
The following section details all 
of the various natura l armors 
described in the Monster Bmner. 

Natural armor cannot "fail " and 
become damaged like nonnal armor. 
1 s are dis counted in this case. 
VA works as normal against th is 
a rmor. There are no Clumsy 
Weight penalties for natmal annor. 

lf natural armor is overlaid with 
worn armor, the natural armor 
does suffer applicable Clumsy 
Weight penalties in addi1ion to the 
worn armor's own Chunsy \Veight 
penalties . 

Bony Shell Dt 4 pts 
This monster's back is covered with 
a hard shell , much like a turtle. 
The shell counts as plated lea ther 
equivalent armor for the chest/back. 

Brass Skin Dt 

for Power when performin g very 
strenuou s heavy lifting. However, 
Fused Ribs add+ l Ob to Speed tests 
requiring flexibility. 

Leathery Skin Dt 6 pts_ 
The skin of this creature is like tough 
leather. Full-body coverage of leatl1er 
type armor. 

Light Chitin Dt 6 pts 
As leatl1er armor, covers entire body. 

Rugose Flesh Dt 5 pts 
This is a thick lea th ery skin that 
covers th e torso a nd abdomen of 
the creature . Tt cannot cover the 
limbs as it is too stiff to allow easy 
maneuverability. Counts as leather 
annm. 

& aly Skin Dt z pts 
Cowlts as plated leather covering the 
entire body. 

& intillating Scales Dt z:._pts_ 
Chainmail cqu..ivalent armor covering 
full body. Plated leather equivalent 
covers stomach . 

Plated chain equivalent covering Stone Skin Dt 8 pts 
whole body. The hide of tl1i s creatm e is tough and 

Barkskin Dt 8 pts 
Ancient and incredibly tough hark . 
Chai:nmail equiva lent ru·rnor covering 
the f1.tll body. 

Chitinous Carapace Dt 7 pts 
Chitin is t!Je stiff armored plates that 
cover man y insect-like creatures . 
Plated leather equ ivalent armor, 
covers entire body. 

Eused Rib Cage Dt 5 pts . 
This monster's r ib s m·e inflexible 
and form a bony plate just under the 
surface of the skin of his chest. Can 
act as plated leatlJer armor equivalent 
for the chest and also as a call-on 

unyielding . This creature 's skin is 
equivalent to chainmail armor. 

ImlLSkin Dt 6 pts_ 
Troll Skin is tough a nd leather y. It 
provides p1·otection like leatl1er armor 
ru1d covers the entire body. 

0 
Obsidian c.o 2 pts 

'Dtis creature's carapace is as black as 
ttight. Call-on for Stealthy at night. 
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Orb-Walker C-0 2 pts 
This monster is adept at crossing 
webbing-web-walking is second 
nature to him. Call-on for Speed willie 
on a web. 

p 
Padded Feet C-O 2 pts 

This monster has thick pads on his 
feet. These pads are ideal for walking 
quietly. Call-on for Stealthy. 

Parasite Dt 7 pts 
Parasites require a living host to 
sustain themselves. At each feeding 
the creature drains one die of Health 
from its victim. If the victim's Health 
reaches zero, then he is killed. 

A parasite 's Health drops by one 
for each month he goes without 
feeding. Each feeding 1·estores one 
die of Health. This time frame may 
be altered by the GM during the 
monster's Peer Review. 

Phagocytic Dt 3 pts 
Amoeba eat by surrounding their 
prey and absorbing it. Giant amoeba 
(Middling statured and bigger) will 
attempt to Lock and subdue their 
victims. Once subdued, the victim 
is pulled inside. After a number of 
exchanges equal to the victim's Forte, 
he begins to be digested , taking a 
B9 wound each exchange until a ll 
stats are reduced to zem. Must have 
amoeba analog form or something 
similar to take tltis trait. 

Pheromones Dt 3 pts 
This creature can leave invisible 
pheromone marker s to provide 
information for other monsters with 
either the Pheromones or Keen Smell 
trait. The markers can offer simple 
information like direction, or location 
of danger or food. 

Piercing Gaze Dt 6 pts_ 
This trait is a call-on for Intimidation. 
Also, anyone attempting to deceive the 
monster (using Falsehood, Persuasion, 
Soothing Platitudes) is at a +1 Ob to 
do so due to the burning flames in 
his eyes, which flash implacably and 
speak of the tenible fate of liars. 

Poisonous Skin Dt 4 pts 
This traits indicates the character 
exudes a poisonous mucous from the 
pores in his skin. The poison requires 
injection or other contact with the 
blood stream to take effect; it is not 
a contact poison. The actual venom 
exuded is chosen from the list in the 
Venom section and must be paid for 
separately. 

Pouched Cheeks Dt 2 pts 
The cheeks are very elastic and may 
be used to cany a strrprising amount 
of objects such as fruits , nuts and 
vegetables. Consider it feasible to 
place up to 6 apples in each cheek. 
Knives and other sharp objects are 
canied at tl1e bearer's own risk! 

Powedul Chelicera Dt 3 pts 
Large and powerful chelicera drive 
the fangs into the monster's victim. 
Add + 1 Power to bite attacks . This 
may be combined with other fang 
traits. Fangs are required to do any 
actual damage. 

Powetful laws Dt 6 pts 
Tltis creature has a mouth full of teeth 
and the jaw structure that enables 
him to use them as a weapon. +2 
Power to bite attacks. If the creature 
has a snout or similar cosmetic trait, 
he may Lock and Strike. If without 
a snout, then the jaws may only be 
used to Strike as normal as a Shortest 
weapon. 



Preternaturally Calm Dt 3 pis 
A calnmess that rivals the most serene 
glade on a starry summer night. 
Reduce hesitation by 2. 

Pyromaniac C-O 2 pts 
The fire is lovely and pure. It cleanses 
and purifies and burns and sings and 
calls out in waking dreams. Call-on 
for Firebuilding. 

Q 
Ouerubic Mantle Dt 1 6 pts 

Querubim are queer creatures . They 
possess four faces-that of a lion, an 
eagle, an ox and a man-four arms 
and four wings. 

A Querub fights with his lion's claw, 
which is: +2 Power, VA 1, Fast , 
Shortest. His extra limbs and heads 
give +2D to Lock attempts . Also, on 
the inside, Lock successes count as a 
Strike. Ouch ! 

R 
Radu~laL_ ________ ~D~I --~3~ 

TlJ.is monster has a muscuhu, bmbed , 
toothy tongue. The radula is used to 
grind up potential food for ingestion. 
It can be used as a weapon on the 
Inside: +1 Power, +1 VA , Unwieldy, 
Shortest. 

Raven-Friend Dt 3 pis 
TlJ.is trait identifies a monster who is 
especially fond of ravens and who in 
turn is well thought of by the birds. 
He can understand the quacks and 
squawks of the raven 's speech. 

Monstrous Tra it List 

Rep.ulsive Blood Dt 4 pts 
This creature 's blood is noxious and 
caustic. If he should be bitten for 
effect by another creature, the horrid 
blood run s into the mouth of th e 
attacker and causes discomfort an d 
nausea. Any creature that bites this 
monster, achieves a Mark resLt!t and 
penetmtes armor must make an Ob 4 
Forte test . Margin offailure equals an 
obstacle penalty that lasts for three 
exchanges. 

Resistant to Ere Dt 4 pts 
This trait renders a creature immune 
to the effects of mund ane (black 
sh ade) fi re . However, magical and 
h er oic fire still affects him. The 
n eature's Forte essentially counts as 
an Eldritch Shield vs Fire Element, 
Destro_yer Imp etus spell s. A I so, the 
Resistant's Forte reduces heroic fire, 
like Dragon's Breath, by pips equal to 
the exponent. 

Retractor Dt 3 pts 
This monster has honed the "instinct 
to pull into his shell. It is a lightning 
-quick reaction. Anytime he fails a 
Steel test or suffers a wound he may 
instantly ren·act into the safety of his 
protective shell. (No actions required .) 

Revered C-O 2 pis 

May be used as a call-on for Oratory 
or Suasion. 

Ridged Brow Dt 2 pis 
Protruding out over his eyes is a 
stony brow like unto a craggy cli ff. 
Protruding out over hi s eyes is a 
stony brow li ke un to a craggy cliff. 
This provides + 1D of armor to Troll's 
head. 
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Ringed One Dt 5 pts 
Ringed One describes the slow aging 
process for tree-creatures. They do 
not suffer from age as drastically as 
other mortal creatures, nor do they 
suffer tJ1e effects of cold and wet like 
blooded creatures do. 

Roots Run Deep Dt z pts 
When this creatme se ts his roots down 
in ilie forest floor, he is never obliged 
to move. Should he fa il a Steel test, 
he wi ll always stand- he may never 
Run Screaming . Also, he cannot be 
knocked down from a Cluu·ge or Push 
action- ilie attacker's extra successes 
a1·e simply ignored. This trait requires 
Trunked and Branched or a similar 
trait. 

s 
Sadistic C-O 2 pts_ 

Causing pain and suffering in others 
is a highly entertaining and enjoyable 
pastime. May be used as a call-on for 
Tortm·e. 

Sapped Dt 6 pts 

This trait describes the sap-blood of 
tree-like creatures. Th ese monsters 
do not b leed like others. All wounds 
except for Traumati c will close up 
unaided. Tmmnatic wounds "bleed" 
to Mortal in days equal to Forte. A 
Sapped creature dies from Mortal 
Wound s in hours eq nal to Forte 
(rather than minutes) . 

Scavenger C-0 2 pts 

This is a call-on for the Scavenger or 
Foraging skills. 

Serpent Hair Dt 3 pts 

When the monster is in side striking 
distance, once each volley, the serpent 
hair bites using Brawling. On a Mark 
result (and a failed annor test) , poison 

is delivered. Actual venom must be 
pmchase separately. IMS damage for 
the bite is negligible. 

Silent Voice Dt 8 pts 

This monster may speak directly 
to the mind of another-without 
making a sound. l-Ie may do so to any 
character within his Presence. No test 
is required. Eldritch Sink, Eldritch 
Shield or any Arcana Control, Tax or 
Destrox Amas block this ability. 

Single-Minded C-0 2 pts 

Call-on for Steel when "on the job. " 

Skittish Dt 2 pts 
Some creatures are instinctively afraid 
of loud noises and smprises. h1crease 
hesitation by 1 for Steel tests caused 
by fear or surprise . Hesitation for 
more than one action indicates the 
creatme must flee. 

Sbadeshifter Dt 4 pts 
This monster's carapace shifts color 
slightly to match to the smroundings 
it is in . Add + l D to all Stealiliy tests. 

Shadow and Dust Dt 8 pts 
Creatures of Shadow and Dust have 
two distinct halves. The shadow is 
its active and "living" half. Ii: is the 
shadow that does the work. It is the 
"physical" manifestation and can be 
harmed by steel and fire. However, 
it cannot be permanently desn·oyed. 
If dealt a Mortal Wound or if 
incapacitated, the shadow dissipates. 
It reforms in days equal to 10 minus 
Healili. 

The " du st " comprises the second 
part of the creature. The dust can be 
a corpse, a vessel of ashes, a skull or 
some other relic of a life past. In order 
to completely destroy th is creature, 
the d ust must be dragged into the 
morning sun and a Minor Miracle 
performed. 



Shapeshifter Dt 6 pts 
A shapeshifter can change between 
two distinct (and predetermined ) 
forms. One form is usually human, 
the other is demonic, monstrous or 
animal. Transformation takes actions 
equal to 10 minus Will . Shapeshifter 
requires the Telltale trait. 

Shooting Spines Dt 7 pts 
A nest of spines that launch from the 
creature 's body. I: B2. M: B4. S: B6. 
VA 1. DOF 1-2, 3-4, 5-6. Spines are 
2D Optimal, 1D Extreme. Requires 
a skill test and actions like any 
shooting weapon. In Fight! it requires 
a sequence like Acquire, (Aim, 
Snapshot) , Release. 

Silent C- 0 2 pts 
Not a sound emerges as this monster 
treads. Call-on for Stealthy. 

Silk Spinner Dt 1 o pts 
This creature produces si lk from 
spim1erets and adhesive from special 
glands. Silk strands may be nearl y 
any length (within reason). It is 
quite common for a Silk Spinner to 
be walking along spinning out and 
anchoring a drag line behind it as it 
goes. 

Silk strands are not sticky or tacky 
at all, they are smooth and pliable. 
A strand of silk ha s the following 
Material Statistics: Surface B7 , 
Breach B15, Destroyed B16, Integrity 
1, Strength 0. 

Adhesive is produced in a separate 
adjoining gland and can be applied by 
the monster at will to the silk strands 
as they are extruded-a glob can be 
added to the end of a strand to anchor 
it, or dotted along it to make it sticky. 
Silk Spinn er adhesive grabs with a 
so·ength equal to a B8 Power. 

Monstrous Trait List 

Snake Bite Dt 3 pts 
+1 Power, Add 2 VA-, Fast, Shortest 
plus venom on Mru·k result bite. 

Soft-Step C-O 2 pts 
May be used as a call -on for Climbing 
and Stealthy. 

Speech of Ages Dt a pts 
This trait allows the character to 
speak with the spirits of rocks and 
trees. (Water moves too quickl y to 
understand.) A Will test is required to 
extract information. Recent, fleeting 
informa tion is Ob 6; general, long­
term information is Ob 4; traumatic 
or shocking events are Ob 2; state of 
health m current condition is Ob 1. 
The test requires hours equal to the 
Ob minus one hour per extra success. 

Spider Sense Dt 7 pts_ 
This monster possesses a preternatural 
sense of his surroundings. Equipped 
with sensitive sensory organs all over 
his body (including his hairs, spines 
and bristles) , he can detect changes 
in air flow, vibration and faint sound. 
Monsters with this trait gain + 1 D to 
all Perception tests for the purposes 
of Assessing or detecting movement, 
detecting sound, sensing air currents 
or vibration s. This includes people 
walking, birds fl ying and beasts 
breathin g. Thi s trait counts as 
Observation for detecting Stealthy 
chru·acters (not h1conspicuous, Sleight 
of Hand or Trapper). 

Spiked Tarsus Dt 4 pts 
The spines at the tip of the foreleg 
tarsi ha ve fu sed and hardened into 
deadly spikes that may be used as 
weapon s: +1 Power, +1 VA, Fast , 
Shortest . Insect or arachnid legs are 
required to use this o·ait. 
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Spine Cloud Dt 6 pts 
Thi s trait requires the Spines trait. 
By rubbing his hind legs together, 
the spid er dislodges his spines into 
the air. Counts as the longest weapon 
in Fight! and as a throwing knife in 
Range and Cover with 2D optimal 
range di ce. Make a Forte test vs 
Ob 4. Margin of faihu·e is the vietim 's 
obstacle penalty. This penalty lasts for 
one hour, or it may be treated like a 
Superfieial wotmd with Sw·gery, Field 
Dressing or Herbalism. 

Creating the spine cloud wears away 
at the spiders own spines . Each time 
th e spine cloud is used, roll a Die of 
Fate. On a roll of 1, all of the spines 
on the hind legs have been rubbed 
off, and this trait may not be used 
again until the spider molts. Creating 
a Spine Cloud requires two actions in 
the exchm1ge. 

Spines Dt 4 pts 
Certain hairs on this monster have 
developed into nettling spines . They 
are sharp to the touch and can lodge 
themselves in the flesh of the w1wary, 
causing great discomfort. Any crea­
ture that Cets In side m· otherwise 
comes into bodily contact wi th the 
spined creature suffers a + 1 Ob to all 
tests. Natural Armor does not protect 
against this trait. A chru·acter must be 
covered from head to toe, including 
eyes and mouth to be protected. 

Spines can be plucked out in about a 
half hour or, if the Surgery or Field 
Dnssing skill is used, in the time it 
takes to tend to a Superficial Wound. 

Spirit Ears Dt 4 pts 

A monster with th is tra it has the 
ability to hear those of the Spirit 
Nature. Co unts as Observa tion for 
detect ing the movements of spirits, 
demons and other creatures of spirit 
nature. Obstac le to detect spirits 

is 10 minus their Strength. Other 
auditory Perception enhancing traits 
may combin ed with Spirit Ears. A 
monster with Spirit Ears must open 
up d1e Taint as described w1der Spilit 
Wolves. 

Spirit Nature Dt 17 pts 
Time, space and the clements affect 
those with Spirit Nature differently 
th811 tl1ey do tl1ose of mottal natme .. 

All surfaces m·e stable-they may walk 
on earth, mud, water or ice without 
difficulty. Gravity lays a lighter hand 
on them , and they are able to eas ily 
climb (and fly, for those witl1 wings). 
Give +2D to appropriate skill s and 
stats when d1e Spirit Natmed creature 
needs d1em. 

The harmful elements of this realm 
have no effect on them-fire does not 
burn , cold does not chill , rope does 
no t bind ru1d metal does not hrum. 

Tn order to affect, harm or bind a 
creature of Spirit Nature one mu st 
have tools inscribed with special spirit 
run es. Only Sorcery, Faith , other 
spirits aJ1d these "spirit weapons" can 
harm d1ose of Spirit Natme. 

Spirit Nose Dt 5 pts 

Spirit Nose allows the monster to 
use Wolf's Snout m· Keen Smell to 

detect spirits (as Spirit Ears) . Also, 
Spirit Nose a ll ows th e monster to 
Track spirits, even those who leave no 
marks or do not touch the ground. A 
monster with Spirit Nose must open 
up tl1e Taint as described w1der Spirit 
Wolves. 

Spirit Unseen Dt 9 pts 
This creature may choose to hide his 
form fTOm sight. With a single thought 
(1 action) , he can raise a Chameleon 
spell with successes equal to his Will 
exponent ( +2 for gray shade, +3 for 



white). He may still be J etected via 
Sixth Sense, Second Sight an d The 
Sense or a lucky Observation test. 

Stillness C-0 3 pts 
This trait allows a monster to lie in 
wait in perfect sti ll ness- waiting 
for hours on end without so much 
as a twitch. Use this tr ai t as a ca ll­
in for any skill involved in laying an 
ambush . 

Monstrous Trait List 

prey. This bonus die is applied on(y 
qfter the creature has managed to 
get a Lock on. his opponent. 

Sun Drinker Dt 2 pts 
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Plant-ba sed creatures mu st sleep 
in the winter. If encountered in the 
winter, physical stats are all reduced 
by -2D. Tf under the spell of cold or 
an unseasonable summer, slats are 
similarly reduced. 
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...,S ... ti.._.n'fg,..e,_r ______ uD._t - --"4r-,pt"t..,_s Sweet-Talker C-0 3 pts_ 

Stingers are kept recessed in the 
creature's body and emerge onlv when 
it's time for use. -1 or -2 Puwer, Inside 
only, Unwi eldy. Typically, they are 
venomous. Poison must be purchased 
as a separate o·a.it. 

Stone's Age Dt 2 pts_ 
Though not immortal, these creatmes 
age vcrv slowly and are capable of 
living for long centuries-if they can 
survive their own violent tendencies . 
However, the weight of gm ni te in 
their blood has detrimental effects. 
Their view of the world is dim and 
ponderou s, a nd th eir ab ility to 

intuit or empathize is minimal. A 
monster with this o·ait may not have 
a Perception or Will exponent higher 
than6. 

Strand Rt .. l..un ... n._.e ... r ___ ..... D..._t _ -J.3-+p"'ts,_ 
No Speed penalties for moving along 
stt·ands of webbing. Monstc1·s without 
this trait may cl imb strands at one 
quarter their Speed. 

Strength of Oaks Dt s pts 
Gray Power for plant creatw·es. 

Suckers Dt 3 pts_ 
S Ltckers are .ring-shaped, rn usc ul ~r 
grippers that adorn the underside of 
a cr·eature like a squid 's limbs. They 
gra nt a + 1D bo nu s to Power once 
tlw creature has gutt en a Lock on his 

Call-on for Persuasion and Soothing 
Platitudes. 

Slime 
Sticky!Slippecy Slime Dt 4 pts 

This creatme e::~.o.1des slime in a puddle 
or trail. Sometimes this slime is for 
gross-out effect (and just a cusmetic 
trait), and sometimes it has an effeet 
like being stick y or slippery. This 
latter effect causes a + 1 Ob to a ll 
movement and physical activity taken 
when "in tl1e slime." 

Corrosive Slime Dt 

Certain creatmes exude a toxic slime 
tlmt corrodes anything it touches . Tllis 
slime has a Power of ll . When it comes 
into contact with li ving creatures, 
it delivers a BS wound. However, it 
takes eight exchanges (24 seconds) 
for the s lime to take effect. lf the 
slime is scraped off in half the time, 
it only does half the damage. Tt takes 
12 exchanges scrape off one " close" 
of the slime- minus 1 exchange per 
success on an Agili ty test. Al so, thi s 
slime corrodes metal and wood. If left 
on materia l, it does a BS as above. If 
this clocsn 't cause a breach, then the 
breach ratin g is reduced by eight 
points, as the slime has weakened it 
considerably. Very toxic stuff. 
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Speech 
I strongly urge the players and GM 
decide on a "speech" level for their 
game. E ither grant all characters 
Low Speech or allow them all 
High Speech . Language should 
not be an impediment to playing 
monsters. However, the ability 
to communicate wi th creatures 
beyond the chosen speech level 
should be considered a special 
trait purchased by players for their 
characters/monsters. 

Low Speech Char 1 pt 

This the method of speech used by 
the animal world- forest beasts, fish, 
birds, reptiles, amphibians, etc. 

High Speech Char 1 pt 

T hi s is the method and ways of 
communication of highly developed, 
intellectua l creatures: Great Wolves, 
Spider s, Chiroptera ns, Odonata , 
Hsigo, Roden, Dragon, Giants , Men, 
Elves and Dwarves. 

Rat-Squeak Char 1 pt 

This character can talk to mtd under­
stand m ts and mice. 

Vile Language Char 1 pt 

This is a bizarre hybrid mix of High 
Speech and Low Speech. P ropaga ted 
by th e darker elements of nature 
during times of war, it is used as a 
cabalistic cant and code in order to 
deter spies and eavesdroppers. 

Stature 
These are listed in order of size rather 
than alphabetical order. Length and 
height are synonymous. 

Tiny Dt Zpts 
Less than 1' height, 1-10 lbs. Mortal 
Wound base 3. Tiny creatures-like 
rats and bird s-have three wound 
tolerances: Stunn ed (Superficia l), 
Broken (Midi) and Squished (Mortal ). 
Tiny stature reduces weapon length 
for positioning by two steps. 

Small Dt 4 pts 

1-3 ' in height, 10-1 00 lbs. Mortal 
Wound base of 5. Thi s includes 
cri tters like cats , dogs and sloth s. 
Small stature reduces weapon length 
for positioning by one step. 

Diminutive Cos 1 pt 

3-5 ' in height , 100-300 lbs. Mortal 
Wound base of 6 . Dwarves possess 
Diminutive S t at ure . Th ey are 
consistently shorter than five fee t tall . 

Middling Cos 1 pt 

5-7 ' height , 100-300 lb s. Morta l 
Wound base of 6 . Humans, Orcs and 
Elves possess Middling Stature. They 
are neither penalized or benefitted by 
their size. This size is the defa ult for 
all creatures, if your monster doesn 't 
have a size ttait, it's considered to be 
Middling. 

Massive Co, 1 pt 

7-10 ' height, 250-2000 lbs. Mortal 
Wound base of 6. Trolls, war horses 
and Undernest Spiders possess the 
Massive Stature trait. They stand over 
seven feet ta ll but not larger than 1 0 
feeL Massive stature, as described on 
page 281 of the Ch aracter Burner, 
increases weapon length by one step . 



Gigantic Dt 4 pts 
10-50' height, weight in tons . Base 
Mortal Wound of 7. Giants, Dragons 
and Elephants stand well over 10 feet 
tall and possess the Gigantic Stature 
trait . This trait grants + 1 to the 
Mortal Wow1d (Base 7 MW). Gigm1tic 
stature increases weapon length by 
two steps. 

T 
Talons Dt 8 pts 

Very long, sharp nails: +2 Power, 
VA 2, Fast, Shortest. 

Telltales Co< 1 pt 

Even when in human form the 
Shapeshiftcr or Doppelganger evinces 
chm·acteristics of its true nature. For 
example, its eyes reflect light like 
a eat's, or its canine teeth are more 
prominent than they rightly should be. 

Tentacles Dt 4/7 pts 

Tentacles are supple, strong, sticky 
and agile. Creatures with just two 
tentacles gain + 1D to Lock ( 4 pts 
for this reduced form of the trait). 
Monsters who possess a multiplicity 
of tentacles gain + 2D to Lock. 

Terrible Beak Dt 4 pts 
Using his beak, thi s creature may 
perform a Lock and Strike simul­
taneously. IMS dm11age for the action 
is based on the creature's base Power. 
Alternately, the creature may stab 
'vitl1 the beak: +2 Power, VA 1, Slow, 
Shortest. 

Terrifying Screech Dt 5 pts 
The target of th e screech must 
immediately take a Steel test. The 
only res ult available is Stand and 
Drool unless a Belief, Instinct or trait 
says otherwise. 

Monstrous Trait List 

The Tongue Dt 8 pts 

The words of this demon are fou l 
m1d corrupting: Beware. The Tongue 
is the equivalent of the sorcerous 
incantation Persuasion . When the 
Tongued creature suggests something 
to another character, test Will against 
Ob equal to the character's Will. 
Tn this case the Will dice are open­
ended. If successful the suggestion is 
implm1ted and believed by the victim. 
It remains so for as long as he is in the 
presence of the creature. 

Third Eye Dt 6 pt 

An additional eye sits prominently 
on the brow of this monster. This is 
no mere ocular organ. It is a sign of 
enlightenment and insight. Tru·ough 
it, the monster gains access to the 
sorcerous incantation, Magesense (on 
page 180 of the Character Burner). 
Each time the eye is opened , test 
.Perception to determine area of 
effect. 10 paces per success. (This is a 
natmaJ magic test so there is no Tax.) 
All other abilities and strictures of the 
spell apply. Shou ld the eye ever be 
harmed, the monster loses access to 
his special vision m1til it heaJs. 

The Third Eye may be opened and 
closed separately from the creature 's 
other eyes. 

Tremendous Strength C-O 2 pts 
Call-on for Power when showing off. 

lfemendmJS Endurance C.O 2 p.ts._ 
Call -on for Forte or any fatigue ­
related Healili tests. 

]~nu~ln~k~ __________ _uDLt __ -L5 J~ 
This monster has a trunk extending 
from the center of his face down to 
his feet. This appendage replaces 
the nose; the creature may breathe 
through it. It is also prehensile and 
may be used to grossly man ipulate 
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t 
d 

up , pull down-fine manipul ation 
comes at a double obstacle penalty. lt 
may be used as a Longer bare-fisted 
attack. 

Trunked and Branched Dt 

This trait describes anthropomorphic 
tree creatures . Th ey may walk and 
talk , having semblances of arms, legs 
and mouths: It counts as Gigantic 
Stature ( + 1 MW). Trunked and 
Branched creatures are magical in 
essence. All skills are considered 
natural magic and are therefore 
open-ended. 

Tusks Dt 2 pts 
+1 Power, Slow, VA 1, Shortest. May 
be combined with Crushing Jaws [Uld 
Fangs on bite attacks. 

Tails 
dub Tail Dt 4 pts 

This tail is thicker and stiffer than 
most. It can be a surprising weapon 
during a melee . +2 Power, Add 2, 
VA-, Slow, Long. May not be 
combined with Whip Tail. 

Prehensile Tail Dt 6 pts 
Using his tail , this monster can hang 
upside down or even p_ull himself 
upright . It is not developed enough 
for fin e manipulation-it can't 
reliably hold a cup or weapon-but 
it can grab, pull or even tln·ow. When 
engaged in physical activity the 
monster may use his tail as a call­
on trait to reroll failures on a Speed 
test-where he would have normally 
lost his balance and fallen, the tail 
keeps him on his feet. Also may be 
used to help in Brawling or other 
appropriate situations. In this case, it 
provides a + 1D helping die bonus. 

Serpent Tail Co< 1 pt 
Who doesn 't want a snake's tail 
protruding from the base of th eir 
spine? This is an ultra-fashionable 
cosmetic trait th at works well with 
Scaly Skin, Iron Scales, Prehensile 
Ta.il and even Stinger! (This is in 
addition to legs, not replacing them.) 

Whip Tail Dt 6 pts 
These tails are typically one or two 
paces longer than most others and 
tend to be slender. They are also 
tough, fl exible and make interesting 
surprise weapons . Power 0 , Add 1, 
VA-, Fast , Longer. May not b e 
combined with Club Tail. 

u 
Unfeeling Dt 8...pts_ 

This monster can only be incapac­
itated when its Power reaches zero. 

Unflinching Dt .'i.pts_ 
Tllis trait reduces hesitation by 4. 

Ultra-Fast Reflexes Dt 9-Pt£.. 
This rnunchkin trait grants +2D to 
the Reflexes attribute. 



v 
Ye.stigial Wings Co< 1 pt 

Two small, bat-like wings protrude 
fTom the shoulders. Flap, flap. Call-on 
for comedy. 

Venom 
In general, a monster must achieve 
a Mark result bite/sting in order 
to inj ect a dose of its poison. 
The poison generally takes one 
exchange to tak e effect and any 

obstacle penalties last hours equal 
to 10 minus the victim's H ealth 

(minirmm1 one hour). An y wound 
delivered by the poison heals as per 
the standard rules . 

Venom is held in specially designed 
sacks just in side the mouth of 
fang-delivered-poison creatmes or 
in the abdomen of stinger-poison­
delivered creatures. Diminutive 
Stature monsters venom sacks 

hold si."'< doses of poison . Middling 
stature monsters hold seven doses, 
and Massive Stature monsters hold 
eight doses . The venom sacks refill 
at a rate of one dose every twelve 
hours. Generally, a creature may 
only have one type of venom. 

Unless otherwise noted , venom 
penalties drop one per hom. 

Deadly Venom Dt 7 pts 
The mo st powerful of all spider 
venoms. Once injected , after one 
exch an ge , the vic tim suffers an 
obstacle penalty equal to 6 minus 
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his Forte exponent . The poison also 
inflicts a B9 wound . It takes one 
exchange to act. 

InsectVenom Dt 4pts 

This poison incapacitates its victims. 
Victims must make a Health test vs 
Ob 5. Margin of failw·e is temporarily 
subtracted from Speed and Power 
exponents. 

Insect Venom 2 Dt 4 pts 
Titis poison is an irritant: Victim must 
make an Ob 4 Health test. Margin of 
failure equals obstacle penalty for 10 
minus Health in hours. 

Intoxicating Venom Dt 6 pts 
This poison causes nausea , severe 
disorientation and h allu cination. 
Once inj ected, after one exchange, 
the victim suffers an obstacle penalty 
equal to 8 minus !tis Forte exponent; 
plus a B5 wound. 

Paralytic Spider Venom Dt 1 o pts 
This venom r elaxes its victim 's 
muscles. Once inj ected , after on e 
exchan ge : th e vic tim suffers an 
obstaele pen alty equal to 5 minus 
his Forte exponent; also , -2D to 
the victim's P ower per dose; acidic 
enzymes do an additional B5 wotmd. 

Snake Venom Dt 5 pts 
This toxin immobilizes th e victim 
and suffocates him via respiratOl'y 
failure or drowning (on the vi ctim's 
own saliva). The poi son direc tly 
attacks the vi ctim's Health. Make a 
Health test vs Ob 5 , margin of failw·e 
is subtracted from Health and also 
added to th e ch aracter's obstacle 
penalties. Health loss is permanent. 
The venom requires three exchanges 
to take its effect. 

v v 
v v 
e e 
n n 
0 0 
m m 



v 
e 
n 
0 
m 

Tlw MmtNfl'r Burner 

v 
i 
s 
i 
0 
n 

The potency of this toxin may he 
increased , adding to the Health 
obstacle. This increases the trait cost 
by + 2 pts per increase. 

Snake Venom 2 Dt 5 pts 
Blood toxins cause tissue damage, 
scarring, and excessive bleeding. In 
game, this venom r~duces the physical 
stats (Ag, Sp, Po, Fo) and exacerbates 
bleeding. Test Forte vs Oh 5. Margin 
of failure is temporarily subtracted 
from the physical stats (like a wound). 
Bleeding rates are stepped up one 
wound category for victims injected 
with this toxin. Takes three exchanges 
to take effect. The stat loss lasts for 
days equal to 10 minus the Health 
exponent. 

Virulent Venom Dt 4 pts 
An injection of virulent venom causes 
a wave of disorientation and nausea. 
The disorientation temporarily 
increases all obstacles by 6 minus 
the victim's Forte exponent . In 
addition , the acidic poison begins 
to dissolve fl esh and sinew. This 
causes an additional B6 wound to the 
victim. Virulent Venom requires one 
exchange from the time of injection to 
take effect. 

Weak Venom Dt 3 pts 
This creature has ineffectual poison. 
Once injected, after one exchange, 
the victim suffers an obstacle penalty 
equal to 5 minus his Forte exponent 
and a B4 wound. If taken by creature 
who already possesses a venom trait, 
this replaces the current venom trait. 

Vision and Sight 
Bulbous Bug Eyes Dt z pts 

Two big, round, compound eyes take 
up most of the monster's face. Detail­
and color-vision is poor, hut the 
monster can see nearly 360° around 
hinl. 

Celestial Sight Dt s pts 
Those with Celestial Sight do not see 
as mortals do. No visible light affects 
their eyes. Instead, their vision is 
confined to the realm of auras. They 
see the pure auric emanations given 
off by life, arcana and ephemera. 

Celestial Sight is a much improved 
version of Second Sight or the 
incantation for The Sense . These 
abilities show a cloudy, distorted 
window to the other side, whereas 
Celestial Sight sees clearly and 
without impediment. 

With this trait, one can plainly see 
the auras of spellcraft. Obstacle to 
detect a spell cast is 6 minus the spell 
obstacle. If the Ob is zero, the spell is 
seen outright. Celestial Sight grants 
the necessary ability to use the Aura 
Reading skill. Lastly, Celestial Sight 
counts as Observation. 

Eight-Eyed Char 1 pt 
This creature possesses eight eyes set 
on the fTont and tops of his head. This 
array allows him to see in front, to 
the sides and behind simultaneously. 
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However, Eight-Eyed vision is rather 
detail-poor. Shape, size, light, dark 
and even muted color tones can be 
discerned, but visual details are lost. 
It is, for example, very difficult for an 
Eight-Eyed creature to read, and it is 
difficult for him to recognize another 
character by appearance alone. He 
relies heavily on vibration, voice and 
taste to fill in the details. 

Fish Eye Dt 2 pts 
This trait allows the creature to 
see reasonably well underwater. 

o additional penalties for being 
underwater apply-darkness and 
visibility apply as normal. 

Night Eyed Dt 5 pts 
This trait allows the creature to see 
perfectly well in the darkness and 
suffer no penalties for night time 
conditions. Rain and haze do affect 
him like other characters, however. 
And bright light imposes a + 1 Ob 
penalty. 

Tunnel Vision Dt 2 pts... 
May see as normal in low-lit areas , 
but not in complete darkness. Reduce 
darkness visibilities by one step. Those 
looking directly into these eyes will 
see glowing, green orbs staring back. 

W-Z 
Wall-Crawler Dt 8 pts 

This monster has tiny elaws at the end 
of its limbs that allow him to climb 
walls , trees, cliffs, vines and ropes 
without difficulty. (He may not climb 
sheer surfaces like glass or slick ice, 
however. ) He moves at his standard 
Speed rates along vertical surfaces­
he may even sprint! Wall-crawlers 
gain +2D to all Climbing tests . See the 
Great Spider Cliniliing skill listing for 
more on this. 

War-Sense Dt 3 pts 
This creature can sense a war about 
to transpire within 100 leagues of his 
lair. It gets his appetite up. 

Poor Vision Dt 4 pts 
+2 Ob to all vision-based Perception ~ense Dt 3 pts 
tests. 

Pronounced Fore-Eyes Dt 3 pts 
For creatures with Poor Vision, this 
trait allows them to see 'vith a clarity 
near to men. 

Sight of the Eagle Dt 8 pts 
Adds +2D to vision-based Perception 
tests because Eagles are that good! 

Sight of the Owl Dt 3 pts 
This trait reduces darkness/visibility 
penalties by two. Creature is + 1 Ob to 
act in bright light. 

So attuned is she to the vibrations 
and variations of the orb web, this 
monster may hear and feel everything 
that goes on in her web as if it were 
happening to her. 

Webbed Hands/Feet Dt 4 pts 
The swimming Speed multiplier for 
anthropomorphic creatures with 
webbed hands and feet is x3.5. For 
those without, it's x2. 

Wolf's Snout Dt 9 pts 
Wolves have an exceptional sense of 
smell. Wolf's Snout grants + 1D to 
Perception for assesses , and + 1D to 
Tracking and Hrmting skill tests . This 
bonus is also added to Perception 
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for determining Reflexes. T his trait 
counts as Observation when combined 
with Woodland Ear. 

Woodland Ear Dt 1 o pts 
Wolves ha ve extraordinary hearing. 
The Woodland Ear a ll ows wolves 
to discern different animal calls 
and add + lD to Perception tests for 
assesses, Tracking ru1d Hunting. This 
bonus is also added to Perception 
for determining Reflexes. This trait 
coLmts as Obsmvation when combined 
with Wolf's Snout . 

Wreathed in Flame Dt 8 pts 

Flames flicke1· across this creature 's 
body- a coruscating aura of puri­
fication. Any creatm·e touching or 
who gets inside of stri king distance 
with the monster takes damage equal 
to the monster's Will exponent. This is 
a constant condition; damage is taken 
for every vo ll ey that the creature 
r emain s clo se the mon ster. T h e 
Resistant to Fire or Spirit Nattu·e trait 
is required in order to take Wreathed 
in Flame. 

Wings 
Wings in Burning Wheel connote 

th at th e monster i s capable of 

flight. lf the wings are s.imp ly for 

ornament, take the Vestigial Wings 

trait and save yourself trouble and 

trait points. 

There arc many types of wings, but 

one thing they a ll have ir1 common 

is they grant access to true fl ight. 

What is true flight ? Simply, the 
ability to ge nerate one's own lift 

for take-off; not having to rely on 

external sources for power, like 

updrafts or gliding. 

lt requires three actions in Figh t! to 

take flight from the ground unless 

otherwise noted. Monsters may 
tak e 1'\ight in Ran ge and Cover 

without an action cost. 

Wings and Appendages 
Technically, wings are appendages, 
and in the animal world they, 

tak e the pla ce of arms. In the 

insect world, they are additional 

appendages above and b eyond 

th e six pre -existing legs . To clear 

up any confusion, it's worth noting 

whether your monster 's arms are 

replaced by his wings or whether 

they are additional. Winged ir1sects 

are always assumed to have 8-10 
appendages (six legs and two to 

fom wings) . 

The Price ofWings: 10¢ 
The actual trait point cost of wings 

is relatively cheap. They are all 

Additional Ability traits with the 

More Powerful and P a in in the 

Ass Penalty tack ed on. Desp ite 

the ir low cost, it is worth noting 

that granting a monster flight is a 

relatively significant advantage. J t's 
not. overwhelming or unbeatable, 

but worth noting . Wings add a 

secon d Speed Multiplier to th e 

creature-one for walking and one 

for flying. 

Bat-Winged Dt 4 pts 
Thi s trait is meant to describe that 
the creature 's forelimbs have been 
replaced by flesh y, bone- and sinew­
reinforced wings . lts hands are little 
more than claws extending from 
the top of the wing-node joint. The 



fabric of the wing is anchored to the 
mon ster 's body. Speed multiplier : 

lOx. 

Dragonfly Wings Dt 7 pts 
These beauti fu l, gossamer stretches 
of membrane are the holy grai l of 
fligh t. The two pa irs of wings allow 
the dragonfly impos:;ible mobility­
hairpin turns, the abili ty to hover, 
and blistering rate of acceleration. 
These wings only need one action to 
ta ke flight , and may hover in place 
wi t hout effort . Consider the creature 
eapable of aerial movem ents equal 
to a land-bound acrobat. Speed 
multiplier: x12. 

Fragile Wings Dt 2 pts 
These delicate wings require double 
normal recovery times to heal and 
caJ"l be damaged in a fall or even high 
winds. When und er un controllable 
and/or dangerous conditions, On a 
DoF roll of a 1, the wings are tom a nd 
damaged. They must heal as if they 
took a Midi wound, and fl ying speed 
is reduced b y two di ce ( -2D ) until 
healed. Fragile Wings i:; meant to be 
added to another wings trait. 

Eo.ur-Wing.ed Dt 7 pts 
This is a special tra it to describe 
strange c1·eatures that bear four 
full bird-like wings. Such magical 
creatures can fl y at x 12 Speed 
mu ltipl ier and t a ke fli ght in two 
actions, rather than three. Also, they 
may hover in place. 

Gossamer Wings Dt 6 pts 
TI1ese are the mythical wings of faeries 
a nd their ilk. Speed multiplier: x14, 
but only require two actions for l:i.ftuff. 

Monstrous Trait List 

Insect Wings Dt 5 pts 

In sect wings arc deli cate shee ts of 
.membran e that allow creatures 
to buzz about. Th ey grant Speed 
multiplier: x10. 

Membranous Wings Dt 5 p.ts_ 
These are the m embr a nou s, 
translucent a nd veiny wings that are 
often a third set of limbs sprouting 
from the backs of various monsters­

Dragons, Dremonim, and H sigo to 

name a few. They are like bat wings in 
all other respects. (Speed multiplier: 
x10.) 

Six-Winged Dt s pts 
Seraphin1 bear six wings: two to cover 
their face , two to cover their arms 
and two to cover their feet. Using this 
multiplicity of wings, they may fly at 
x1 .5 Speed multiplier and may take 
flight in a single action, rather than 
three. Also, they may hover in place. 

Wings Dt 6 p.ts 
This creature bears wings similar to a 
bird and may fl y via them. It 1·cquires 
t hree actions to take fligh t. Speed 
multiplier: x14. • 
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Monstrous 
Skill List 

This list is a compilation of all of the skilis presented 
in the lifepath chapters. These skills are compiled 
here for ease of reference and so that they may be 
better incorporated into monsters and characte rs 
beyond their 01iginal intent. 

Roots are listed in italics next to the skill's name on 
the first line. In an effo1t to conserve space, dual roots 
have been abbreviated . The descriptions have also 
been shortened somewhat. Full flowery details can 
be found in the individual monster's chapter. Since 
many skills are part of a particular monster's niche, 
some specifics and individualization have been left 
in. 1 hope this doesn't prove too confusing. Any skill 
not listed here can be found in the Character Burner. 

A 
Ancient Ways Perception 

This skill is the equivalent of the Spirit Binding skill . 
Characters must h~ve the Mark of the Ancient trait to use 
this skill. 

Obstacles: See the Spirit Binding chapter, available as a pdf 
download at www.burningwheel.org. 

Skill Type: Sorcerous Tools: No. 

Arachnid Philosophy Perception 

After accumulating so many secrets, so much knowledge 
and so much power, Masters of Eight spend long days, 
months, and even years contemplating what they have 
learned and formulating an over arching philosophy to 
encompass it a ll. On the rare occasions that Masters of 
Eight meet, they love to share and discuss their attendant 
philosophies. 

FoRKs: Way of Eight, Wyrding Way, Philosophy, History 
Skill Type: Academic Tools: No. 



B 
Begging Will 

Begging is the Wolf's version of the 
Persuasion skill. When a submissive 
wolf wants something, whether it 
be food or permission, he must beg 
the Dominant for it . Begging is not 
humiliating to a wolf; it is part of 
their nature. Sometimes the female 
Dominant will even need to beg when 
she is nursing her pups-she begs the 
pack to bring them food. 

Obstacles: Most tests are based on the 
Will of the Dominant. Begging food for 
pups, Ob 1. Begging food from a kill, 
+1 Ob. Begging into a pack, +3 Ob. 

FoRKs: Pack Etiquette 
Skill Type: Social Tools: No. 

Bridge-wise Perception 
Bridge-Haunts always know where 
the best bridges are. 

FoRKs: Man -wise, Dwarf-wise (where 
appropriate) 

Skill Type: Wise Tools: No. 

Bubble-Breather Forie 

Sea Lord spiders can not breathe 
water. Rather they are taught to carry 
a bubble of air with them when they 
dive. The bubble is trapped beneath 
the abdomen (at the opening of 
the trachea). A single bubble will 
last a spider through a half hour of 
swimming and about an hour of just 
lying idle. 

Skill Type: Special/Mise Tr. Tools: No. 

Burrowing Agi!Pow 
Ground-dwelling spiders often dig 
bmrows in which to nest, rest and lie in 
wait for prey. The walls of these de1~s 
are supported by a fine layer of silk. 

FoRKs: Silken Construct 
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Obstacles: A spider with this ski ll may 
clear one cubic pace of earth per 
success per hour. For looser, sandier 
dirt, increase the number to two paces 
of earth per success per hour. For 
harder pack reduce that to a half pace. 

Skill Type: Craftsman Tools: No. 

c 
Cage-wise Perception 

A wolf learns quickly the nature of 
his confinement-knowledge best 
used for the escape! 

FoRKs: Escape Artist 
Skill Type: Wise Tools: No. 

Camouflage Per!Agi 
Using this, monsters may take on 
the appearance of their surroundings 
and remain hidden. In the forest, this 
means covering their bodies with 
leaves and branches; in the swamp, 
monsters can cover themselves with 
moss and stones; in the desert, grass 
and sand. 
Using this skill effectively requires 
that the monster remain relatively 
motion less while camo ufl aged. 
Test this skill as a Stealthy or 
Inconspicuous. type skill. Characters 
can use Observation to more easily 
spot the hidden spider. 

FoRKs: Stealthy 
Obstacles: The spider creates an obstacle 

for the Observation test. Obstacle is 
equal to number of successes rolled on 
Camouflage test. 

Skill Type: Fmester Tools: No. 

Cave-wise Percevtion 
' Dwellers in the Great Undernest 

know much about caves and what 
lies hidden withi11 them. 

Skill Type: Wise Tools: No. 



Tlu• llons/N' /Jurru•r 

dimbing (Spiderl Spw:L __ __ 
Spiders arc quite adept at climbing. 
T heir ex tra limb s aJlow t hem 
num erou s advantages over other 
creatmes in this rega rd. 

Obstacles: Climbing a 70° rock wall , Ob 
1. Climbing a tree, Ob 1. Cl imbing a 
90° rock wall, Ob 2. Climbing upside 
down through rafters or branches, Ob 
2. Climbing a 100° rock wall , Ob 3. 
Climbing across a smooth wooden 
ceiling, Ob 3. Navigating a smooth 
rock ceiling, Ob 4. Climbing an icy 
100° rock wall, Ob 5. 

Sk.ill Type: Phys ical Tools: No. 

Culling Perception 

Ha ndmaidens practice an exacting 
ritual to cull out males who <Ue Lmfit 
to mate and to keep those who are. 
l t acts lik e the Aura Reading skill 
on pages 229-230 of the Chamcter 
Burner. This skill docs no t require 
The Sense, Second Sight, or Celestial 
Sight to use. May on ly be used on 
Great Spiders. 

FoRKs: Male-wise, Spider-wise 
Skill Type: Social Tools: No. 

D 
.12o.g-wise Perception 

Wolves who l.i ve close to Men ine,~tably 
come to kn ow the ways of dogs. 

Skill Type: Wise Tools: No. 

E 
Elf-wise Perception 

Some Great Wolves journey to the 
Elves and speak with them awhi le 
about the passing of the seasons. 

Obstacles: Proper etiquette for entering 
Elf-lands, Ob 4. 

Sk.ill Type: Wise Tools: No. 

Escape Artist Per!Agi 
Wolves can learn nearly an ythin g. 
When trapped or caged, they quickly 
learn the mechanics of their capti ,~ty 

and dc,~se a method of escape. 

Obstacles: Collars, Ob 1. Leashes, Ob 
2. Traps, Ob 3. Cages, Ob 4 and np . 

FoRKs: Cage-wise, Trap-wise 
Sk.ill Type: Special Tools: No. 

Extortion WiUPer 
Bull Trolls sometimes learn that it is 
more fruitful to let their ' 'ictims live 
and continue to extort food and shiny 
bits from them over the years. This 
way they can get more than a single 
meal out of them! 

FoRKs: Intimidat ion , Interrogation, 
Haggling 

Obstacles: Obstacles are equal to the Will 
of the victim. 

Sk.ill Type: Social Tools: No. 

F 
Firebombs PedAgi 

The Arsonist learns how to nux 
ingred ients to create incendi a ry 
bombs. The Mark resul t damage is 
listed with each t)'pe. If the explosion 
hits a character, roll the DOF to 
determine IMS (like a spell ). This 
skill docs not cover the distribution of 
such bombs. That would come from 
Agility, Throwing, Artillery or simply 
inconspicuous pl acement. Wh en 
igniting such a device, roll the DOF. 
On a 1 the bomb malfunctions: Odds, 
it detonates in the hand; evens, it's a 
dud. 

FoRKs: Alchemy, Herbal ism 
Obstacles: Small , bottle-sized 

incendiaries, B6, Ob 1. Incendiary 
bomb, U8, Ob 4. Fat Boy, B1 0, Ob 6. 

Sk.ill Type: Craftsman Tools: Yes. 



Forest-wise Perception 

The knowledge of the forests of the 
region-their paths, their pools, their 
glens and dens. 

Obstacles: Knowing a good den, Ob 2. 
Good hunting grow1ds, Ob 3 . 

FoRKs: Territory-wise 
Skill Type: Wise Tools: No. 

G 
Garrote Agifig, 

A garrote is a two to tluee foot length 
of cord strung between two small 
wooden handles. It is used to th rottle 
'~ctim s to death. To use tllis skill, the 
character must be on the Inside. Once 
there, a 2D (or greater) Lock must be 
established arow1d the neck with the 
garrote. If such a Lock is achieved , 
the victim loses lD Forte every two 
exchanges thereafter. If Forte reaches 
zero, the victim falls unconscious. 

FoRKs: Brawling, Throttling Training 
Skill Type: Martial Tools: Yes. 

H 
Hoof-wise Percepli.rln_ 

Wolves learn tlte habits and nature of 
their prey. 

Obstacles: Species (Horse, Deer or Elk) , 
Ob 1. Judging the health of intended 
prey, Ob 2. Age-and gender of prey, Ob 
3. Prediction of herd location, Ob 4. 

Skill Type: Wise Tools: No. 

Howling Will 
Wolves love to howl , and they do so 
for many reasons. Howling is the 
combination of the Singing, Oratory, 
<md Conspicuous skills. . 

Obstacles: Sing discordantly, Ob 1. Sing 
for joy, Ob 2. Howl for the lost, Ob 3 . 
Howl for warning, Ob 4. 

Skill Type: Social Tools: No. 

Monstrous Skill List 

Hunter-wise Perceptiml_ 
Web-Stalkers learn the habits of the 
Masters of the Hunt-all the better to 
ambush the hunters! 

FoRKs: Spider-wise, Hunting 
Skill Type: Wise Tools: No . 

Hunter's Dance Will 
Masters of the Hunt have their ow11 
peculiar mating ritual. This involves 
much dancing, bowing and gesturing. 
If the mate is willing, he or she will 
join in the dance. If he or she is 
unwilling, or the Dance is clune poorly, 
the ritual may result in a brawl! 

FoRKs: Mate-wise 
Skill Type: Peasant Tools: No. 

Hunting (Spider) PedSpd 
Hunting spiders use different hunting 
tactics than Men and Wolves. Since 
they have neither the benefit of a bow 
nor that of a pack, they must rely on 
patience and stealth to bring them 
close to their quarry. 

FoRKs: Prey-wise, Mimicry, Camouflage 
Skill Type: Forester Tools: No. 

Hunting (Wolfl Perception 

Wolves hunt for their prey in a 
different manner than Men , Elves, 
and Orcs. Use the sampl e obstacles 
below to determine how much prey a 
pack can bring clown over the comse 
of a week . When pack-hunting, be 
sure to use the Helping rules on 
page 39 of the Burning Wheel. The 
Dominant is always the primary for 
this test. Last Wolves, Pups, Elders, 
and nursing Dominants may not help 
in this test-only Hunters , Aunts, 
Uncles and Yearlings. 

Obstacles: Adequate kills to feed a pack 
of up to three is Ob 4. Adequate kills 
to feed of pack of three to five great 
wolves is Ob 5 . Adequate kills for a 
pack of six to seven is Ob 7. Plentiful 
hunting ground reduces obstacle by 
1. Wild la nd gives neith er a bonu s 



nor penalty. Barren land is + 1 or +2 Luring Per!Agi 
obstacledependingonjusthowbarren Strand-Hunters know how to 
it is. 

FoRKs: Tracking, Scent-wise, Territory­
wise, Forest-wise 

Skill Type: Forester. 

1-K 
Instruction 

Tools: No. 

Will 

This skill allows a character to 
impart his knowledge to his pupils 
in a more efficient manner. When 
using the Learning From Another: 
Instruction rules on page 52 of the 
Burning Wheel , test this skill. Each 
success after the first reduces the 
time required to earn a test by 10%. 

FoRKs: Aura Reading 
Skill Type: Social Tools: No. 

L 
Lariat Agilit;Jz 

Strand-Hunters learn the peculiar 
art of using their webs like a lariat 
or lasso to snare their prey. The lariat 
is usually rather simple-a silk line 
whose end is coated with the spider's 
adhesive. This rudimentary device 
enables a Strand-Hunter to pluck 
birds out of the air and beasts off the 
!,'TOUnd. 

FoRKs: Snares, Throwing, Sleight of 
Hand 

Skill Type: Martial Tools: No. 

Lash Agilit;Jz 
Bellowers bear a massive lash with 
which they drive on their lesset·s. So 
terrible and huge is this whip that it 
may be used as a weapon. 

Obstacles: As a melee weapon. See the 
Resolu·ces section for stats. 

Skill Type: Martial Tools: Lash. 

construct lures to bring prey within 
range of their lariats. These lures are 
built from spidet· silk and are hung 
near the hunter 's perch to bring 
curiou s animals closer. Ambitious 
hunters have been known to sculpt 
fal se birds , young deer and even 
effigies of children to draw prey in. 

FoRKs: Snares, Silken Construct 
Obstacles: Small animals, Ob 1. Birds, 

Ob 2. Large Animals , Ob 3. Two­
leggers, Ob 4. 

Skill Type: Forester Tools: No. 

M 
Male-wise Perception 

Hunter-Seekers are taught the habits, 
routines an d rituals of their prey, 
male spiders. 

FoRKs: Spider-wise 
Skill Type: Wise Tools: No. 

Legion-wise Perception 
Ghosts are wise and knowledgeable; 
even the ways of the Black Legions 
are not unknown to them. 

Obstacles: Location of worgs in a Legion 
march, Ob 2. Frequency of Legion 
patrols, Ob 3. Cmmnand structme of 
Ebon Tyrants , Ob 4. 

Skill Type: Wise Tools: No. 

Man-wise Perception 

Cetiain wolves learn the ways of Men. 

Skill Type: Wise Tools: No. 

Mate-wise Perception 

Choosing the proper mate is very 
important. Spiders come to know 
the signs of who will be compatible 
and who will just be downright 
murderous. 

FoRKs: Mating Rites/Rituals 
Skill Type: Wise Tools: No. 



Mimicry Per!Wil 
Webstalk er s learn to mimi c the 
voices, footfalls and gesticulations of 
other spiders. They particularly play 
off the fact that a spider 's vision is 
none too good! 

FoRKs: L1conspicuous 
Obstacles: Mimicking a type of spider, 

Ob 1. Mimicking a specific spider 's 
m ovem ents , Ob 2. Mimi cking a 
specific spider 's gestures or voice, 
Ob 3 . T hese obstacles assume the 

Monstrous Skill List 

Nursing Wil!Per.___ 
Thi s is th e deli cat e process of 
wearung pups off the teat and slowly 
in troducing them to meat and forage. 
Nursing may also be used as Field 
Dressing as per page 202 of the 
Burning Wl1eel. 

FoRKs: Rearing 
Skill Type: Special Tools: No. 

0 
mimic is of the same relative size and ,.OLJiu.dLJW."-"o"-cl"d"'-'-"w"-i"'s"'e'--__ ..c:Bnen:lJep:;pliJHournL-_ 
disposition as the mimicked. Increase This wolf knows the Old Ways from 
obstacles by +1 for ilifferent size, and before time. He knows of a world 
+ 1 for different body type-Hatched before Men, before Orcs, Dwarves, 
in Air vs Broodling, fm example. and even Elves- a time when only 

Skill Type: Wise Tools: No. on e wolf stalk ed a single, great, 

Mine-wise PercepHon 

Mine-haunts know their way around 
the tunnels and delvings. 

FoRKs: Dwarf-wise 
Skill Type: Wise Tools: No. 

Mounted Combat Per!Spd 
Bearing a rid er on a. journey and 
bearing him into combat are two very 
different skills. A wolf must be trained 
to modjfy his fi ghting style in order 
to coordinate with his rider and not 
roll him or throw him. For detailed 
inform ation on using this skill , see 
page 241 of the Burning Wheel. 

Skill Type: Martial Training Tools: No. 

N 
Nature of All Things Wil!Per.___ 

Thi s skill t eac h es th e vag u e 
knowledge of the interconnectedness 
of all things. This skill can be used 
as a. FoRK for nearly any other ~kill 
(except Martial skill s) just like the 
Asn·ology skill. This skill is not open­
ended. 

FoRKs: Appropriate Wises. May FoRK 
into any other wolf-skill 

Skill Type: Academic Tools: No. 

vaulting forest. 
Obstacles: Location of ar1cient dens, Ob 

2. Guessing the age of a tree, Ob 3. 
Predicting the severity of a regional 
season, Ob 4. 

FoRKs: Way of the First Hunter, Nature 
of All Things 

Skill Type: Wise Tools: No. 

Orb-Wise PercepHon 

Much can be di scem ed from the 
pattern of an orb- the size, gender and 
perhaps even identity of its maker. 

FoRKs: Weaving 
Skill Type: Wise Tools: No. 

Ore-wise PercepHon 
Wolves who ]jve wi th Orcs learn their 
tormentors' culntre and lifestyle. 

FoRKs: Legion-wise 
Skill Type: Wise Tools: No. 



Thl' Jlons/t'r Burfll'l' 

P-Q 
PackBiquette Perreptim)__ 

Thi s is crucial knowl edge of the 
laws of the pack-what behavior is 
appropriate at what jm1cture. 

Obstacles: Feed order at a kill , Ob 2. 
Approaching the pack as a foreigner, 
Ob 4. 

FoRKs: Beggi11g 
Skill Type: Social Tools: No. 

Pack-wise Percepti!lll__ 

To know a pack by their habits and 
their trails; to know where they would 
hunt and den. 

FoRKs: Wolf-wise 
Skill Type: Wise Tools: No. 

Path-wise Perr:eption 

T!Iis skill reflects a wolf's knowledge 
of the many paths throu gh th e 
forests, prairies and swamps . Path­
wise wolves often know the quickest 
way to get from here to there. 

FoRKs: River-wise, Forest-wi se, Hoof­
wise, Orienteering 

Skill Type: Wise Tools: No. 

Poisons-wise Perception 

Dark Friends learn to know poison a 
bv its scent. 

Skill Type: Wise Tools: No. 

Preaching W;U 
As pe1· Oratorv, except Preachin g 
relies upon religious doctrine, reai­
Jjfe anecdotes, and folk wisdom. 

FoRKs: Intimidation , Falsehood , 
Doctrine, Suotbing Platitudes 

Skill Type: Social Tools: No. 

Predator-wise Perception 

The sea is a very dange1·ous place to 
hunt. All manner of large predators 
compete with the Sea Lords, from 
dolphil'1 , to squid, to shark. 

Skill Type: Wise Tools: No. 

Prey-wise Perception 

Masters of th e Hun t quickly learn 
what is viable prey and what isn't. 

FoRKs: Hunting, Appropriate Wises 
Skill Type: Wise Tools: No. 

Pup-wise PercepJ.i.an..__ 
A wise Uncle can always tell the 
difference between troublesome pups 
and well -behaved ones. 

Skill Type: Wise Tools: No. 

R 
Rearing Will 

When a character with the Rearing skill 
is teaching another character a skill 
(via the Instruction rules on page 52 
of the Burning Wheel) , test tllis skill. 
Each success after the first reduces 
the overall time per test by -10%. 

FoRKs: Way of the First Hmner 
Skill Type: Social Tools: No. 

Rider Training Pow!Sp.d___ 

This t1·aining teaches a wolf how 
to subordinate itself and accept 
co1mnands from a rider. For detailed 
information on using this skill , see 
the Mowlt Burner (available as a pelf 
download at www.btmlingwheel.org). 

Skill Type: Physical Train. Tools: No. 

Rituals-wise PercepJ.i.an..__ 
The Dark Friends learn to know the 
Rituals of tJ1eir bloody masters. They 
can tell the coming effec t by the 
intonation of the Summoner's voice 
and the amom1t of blood he spills. 

Obstacles: Telling a real ritual from a 
fake, Ob 1. Knowing a Ritual of Blood 
vs a Ri tua l of Night, Ob 2. Knowing 
the precise Ritual by the sound of the 
first few syllables, Ob 3. 

Skill Type: Wise Tools: No. 



River-wise Perception 

The depth, breadth :md length of the 
rivers, streams and creeks that run 
tlu-ough the pack's territory. 

FoRKs: Forest-wise, Path-wise 
Skill Type: Wise Tools: No. 

Rituals of Blood Will 
Secret Spinn ers are adept with the 
Orcish Rituals of Blood. In fact, theiT 
coll aboration with the Ore Dark 
Servants has created a new ritual , the 
Secret of Eight. 

FoRKs: Rituals of Night 
Skill Type: Sorcerous Tools: No. 

Rituals of Night Perception_ 

Secret Spinners may leam the Orcish 
Rituals of Night. 

FoRKs: Rituals of Blood 
Skill Type: Sorcerous Tools: No. 

s 
Sa.Y.ag~liSJ<d__ 

Savage Attack is a full on Martial Arts 
skill . Un like Brawling, it gives access 
to all the basic martial maneuvers. 

FoRKs: Brawling 
Skill Type: Martial Tools: No. 

Scavenging Pempiion_ 

A player us ing his character 's 
Scavenging skill may state what he 
is looking for-it can be any type 
of item , but it cannot be a specific 
or unique thing. A successfu l roll 
indicates that the character has foLmd 
a reasonal)le facsimile of what he set 
out to look for. 

Obstacles: Conunon household goods aTe 
Ob 2. Hard to find items are Ob 3. 
Rare objects are Ob 5. Obscme or out 
of place items are Ob 7. 

FoRKs: Village-wise 
Skill Type: Forester Tools: No. 

Monstrous Skill List 

Scent-wise PerceJlliim-_ 

This wolf is paTticularly wise in the 
ways of scent and smell. He keeps a 
catalog of scent and identity in his 
memory. 

Obstacles: Recalling a scent from years 
past, Ob 2. Detecting familial relations 
via scent alone, Ob 4 .. 

Skill Type: Wise Tools: No. 

Spirit-Hunter-wise Perr:eplirln.__ 

Gh ost s of th e D eeping Wood 
eventually come to know their enemies 
and pursuers , the Spirit-Hunters. 

Obstacles: Discerni ng t he nature of a 
howl-song, Ob 2. Telling the difference 
between a Chaser, Howler or Hmlter, 
Ob 3. Knowing where the Spiri t­
Hunters roam, Ob 4. 

Skill Type: Wise Tools: No. 

Sea-wise Perception 

Sea Lords are intimate with the 
sea they call home. They know her 
currents, tides , pools, and her moods 
and hal)its. 

FoRKs: Water-wise 
Skill Type: Wise Tools: No. 

Silk Sailing Agi!Spd 
Orb-Weavers lea rn to create great 
sails of webbing and use them to 
catch the wind and glide over great 
distances. To use tl1is skill , the Orb­
weaver must first create a sail. This 
requires about a day's work and is an 
Ob 3 skill test. Then the spider needs 
a height 01· a clear, windy area to 
lift him off. Great Spiders generally 
require strong wind in order to get 
airborne. Once airborne, the spider 
has only minimal control over his 
journey- the winds propel him where 
they will. However, he can make 
slight adjustments to-his course­
general direction and descent-by 
manipulating the sail with his hind 
legs . On a windy day a spider can 



easily travel 100-200 miles before 
being forced down by bad weather or 
laekluster winds. 

FoRKs: Weaving (For sail creation) 
Obstacles: Getting airborne with a 

proper wind, Ob 2. Descending in a 
field , Ob 2. Descending on a road, 
Ob 3 . Descending on a house, Ob 5. 
Altering general course, Ob 3. 

Skill Type: Special/Mise Tools: Sail. 

Silken Construct Agilil)l 
Spiders with this skill may create 
walls, floors, tunnels and bridges from 
their silk. These constructs are solid 
and fuzzy white in appearance. A 
spider with the Silken Construct skill 
may easily traverse such surfaces, but 
other creatures (including spiders) 
find these webs somewhat awkward 
to walk on. All Speed obstacles 
are raised by +2 while on the web. 
Thus walking is an Ob 2 Speed test, 
.Togging is an Ob 3 test, and Sprinting 
is Ob 6. 

FoRKs: Weaving 
Obstacles: Wall or Platform, Ob 2. 

Tunnel, Ob 3. Bridge, Ob 4. 
Skill Type: Artisan Tools: No. 

Snares Per!Agi 
The snares skill teaches the spider 
how to create trips , traps and snares 
to catch her prey. This is nearly 
identical to the standai-d Trapper 
skill , except the spider creates all the 
traps herself from her own silk. See 
the Web Mechanics section for more 
on building snares and nets. 

FoRKs: Lures, Burrowing, Lariat (for 
Netting) 

Obstacles: Line Noose, Ob 2. Hanging 
Noose, Ob 3. 

Skill Type: Forester Tools: No. 

Spider-wise Perception 

It is useful to know the habits and 
patterns of other spiders. Not that 
one would use that knowledge to 
unfair advantage .... 

Skill Type: Wise Tools: No. 

Strand Ritual Will 
Orb Weavers h ave their own 
particular and peculiar mating ritual. 
The process is long and obscure-the 
courting mate must know the proper 
patterns to tap out on the web before 
even being allowed to approach. 

FoRKs: Mate-wise 
Skill Type: Peasant Tools: No. 

Swimming )peed 
This training skill gives a spider a 
x2 Speed multiplier when swinuning 
sub -surface. This is not for water­
walking. 

Skill Type: Physical Train. Tools: No. 

T-U 
Tongue of the Ancient One Per 

It is said that the Great Ancient 
whispered his secrets to hi s last pup 
before he passed on from this world. 
He taught his outcast and hated child 
how to speak the true speech, how to 
make his words have power beyond 
understanding. 

This skill is the equivalent of Sorcery 
for Men. Great Wolves with the Mark 
of the Ancient trait may use this skill 
to cast spells. 

Obstacles: See Incantations on p. 119 of 
the Buming Wheel. 

Skill Type: Sorcerous Tools: No. 



Tracking (Wolfl Perception 

Wolves track in a slightly different 
ma1mer than Men, Elves and Orcs­
they rely on scent and sound more 
than sight. 

Obstacles: Tracking fresh scent on dry 
earth , Ob 1. Recognizing a known 
creature by scent trail , Ob 2. Picking 
up day old scent: Ob 3 . Following 
fresh scent from nearby prey on the 
wind, Ob 4. Tracking fresh scent in 
new, light rain, Ob 5. Tracking quarry 
that has crossed through a stream, Ob 
6. Tracking after rain, Ob 7. 

FoRKs: Scent-wise 
Skill Type: Forester Tools: No. 

Tree-Wise Perception 

An Orb-Weaver learns a great deal 
about various trees in order to spin a 
durable web in a proper location. 

Skill Type: \Vise Tools: No. 

v 
Village-wise Pm:eption 

Wolves can learn the ways of the 
villagers and peasants. Where they 
keep their cattle and trash is of 
paramount impmtance. 

FoRKs: Man-wise 
Skill Type: Wise Tools: No. 

Void Embrace forte 

Neither Orcs nor Spiders are suited 
to the strain that Rituals cause upon 
the fram e of the caster. This training 
teaches the disciple of the Dark 
Blood how to mitigate the pain of 
Tax, and how to open his Hatred to 
a new, unholy world . Void Embrace 
Training is required to purchase the 
Blasphemous Hatred trait. 

Skill Type: Sm·cerous Train. Tools: No. 

Monstrous Skill List 

W,X,Y,Z 
Water-Walking Speed 

This skill allows spiders to walk 
on relat ive ly calm water without 
difficulty-they actually skate across 
the stu·face . Whil e on the smface, 
they are still subject to the dangerous 
whims of the sea- to wind and wave. 

FoRKs: Silken Construct 
Obstacles: Walking on: choppy water, Ob 

3; rough sea, Ob 5. Jogging on choppy 
water is an Ob 4 test; sprinting is an 
Ob 7 test. 

Skill Type: Physical Tools: No. 

Water-wise Perception 

The nature of waters, flows, cmTents 
and tides. 

FoRKs: Sea-wise 
Skill Type: Wise Tools: No. 

Wave Rite WiU 
Sea Lords mate on the open waves. 
Their ritual s ar e dangerous and 
arduous. 

FoRKs: Mate-wise 
Skill Type: Artisan Tools: No. 

Way of Eight WiUPer 

The Way of Eight is sinmltaneously a 
Doctrine and an Astrology skill. It may 
be used in both capacities whenever 
appropriate. The divinations are all 
done via web-casting and strand­
falling. The p atterns in which the 
strands come to rest each represent 
a message from the Queen-Mother. 
(May also be used like Astrology for 
FoRKs. See page 163 of the Character 
Burner ). 

Skill Type: Sch. of Thought Tools: No. 

Way of the First Hunter WiUPer 

This is the Spirit-Hunter's history of 
the world. 

FoRKs: Old World-wise, Nature of All 
Things 

Skill Type: d~"·" ~·~ · ~ 



Thl' Jlow;fN' 

Weather-wise Perception 

Sea Lords must be very aware of the 
weath er when hunting on the sea . 
Combined with their acute senses, 
Weather- Wise allows the spiders 
to make a fair estimate of what the 
coming weather will be. 

FoRKs: Sea-wise 
Obstacles: Today's weath er, Ob 1. 

Tomorrow 's weather, Ob 3. Next 
week's weather, Ob 5. 

Skill Type: Wise Tools: No. 

Weaver Agili9' 
Weaving is the trademark skill of 
the Masters of Orb. It is this skill 
that allows them to create their 
beautiful and strong webs. Weaving 
is more like an engineering skill than 
a cloth-weaving skill. Orb-weavers 
learn how to create load-bearing 
strands, support strands, tension 
lines and trap lines-the portions of 
the webbing coated with adhesive to 
catch prey. 

A great spider with this skill may 
create a 5 pace area web in one 
minute. Extra successes reduce time 
as per the working quickly rules. 

FoRKs: Silken Construct 
Obstacles: Base obstacle for a web that 

supports a Diminutive Stature spider 
is Ob 3. Add + 1 for Middling Stature 
and +2 for Massive Stature-webs. 

Skill Type: Artisan Tools: No. 

Web-wise Perception 
Web-Stalkers learn the nature of 
webs-which lines entangle, which 
are safe to walk on-so that they may 
have better access to their prey! 

FoRKs: Weaver, Silken Construct , 
Spider-wise, Orb-wise 

Skill Type: Wise Tools: No. 

Wolf-wise Perceplj.llfl.__ 

The venerable Ghost of the Deeping 
Wood comes to know all that can be 
known about the ways of the Wolf. 

FoRKs: Pack-wise, Territory-wise 
Skill Type: Wise Tools: No. 

Wyrd-Weaving Weaving 
Wyrd Weaving is a training skill that 
unlocks the Great Spider's innate 
magical ability. Once this training is 
learned, a spider may then combine 
his Weaving skill and his Will stat in 
order to spin webs that have magical 
effects. See the Wyrd Weaving section 
for more on these spells. 

FoRKs: Way of Eight, Wyrding Way 
Skill Type: Sorcewus Train. Tools: No. 

Wyrding Way Perception 
Web Wyrds learn the history of their 
art and its attendant symbology. 

FoRKs: Philosophy, History, 
Symbology 

Skill Type: Academic Tools: No. 

• 



Monstrous 
Spell List 

The spells, songs and rituals from the Spiders and 
Wolves have been compiled here for easy reference. 

Wolf howls are listed with their Root and syllables. 
Spell s are listed with their obstacle and syllables . 
Spider's web-W)'l·cls use actions instead of syll ables . 

Ancestral law Will xl Actions 

It is a matter of debate among the Spirit Hunters and the 
Elven Wanderers as to who taught whom to sing. The 
Great Wolves attest that the Elves learned to sing from 
listening to Great Grandfather howl. The Wanderers say 
otherwise, it was their creator who taught Gnmdfather 
how to howl in chord and vary his pitch. 

Regardless of who is correct, this song is very similar 
to the Elven Sword Song . It allows the Spirit Howler to 
swnmon ancient power into his jaws, transforming them 

into a spirit weapon, or wmse. 

Ob 1: Spirit Jaws, jaws become a spirit weapon. (This is 
the most basic form of this howl. All subsequent form s 
cow1t as Spirit .Taws in addition to the howled for power.) 
Ob 2: Preternatural Jaws, extra successes add dice to the 
wolf's Brawling or Savage Attack skills. Ob 3: F'o:c-Luck, 
all Brawling, Savage Attack, Speed :md Natural Defenses 
dice become open-ended. Ob 4: Jaws o.f Lightning, + 1 to 
Reflexes for the duration of d1e combat. Ob 5: Power o.f the 

Avalanche, the wolf may double his dice on the Charge. 

Duration: Exchanges equal to Will exponent. 
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Ancient Grip OhM 2 Actions 

The wizard calls upon the deep strength of roots, branches, blades and vines to 

reach forth and pull down the w1 wary and weak. Ensorcelling g1·ass and brush 

is Ob 2; vines and hangers me Ob 3; small branches and saplings ru·e Ob 4; lru·ge 

thick brru1ches are Ob 5. 

This spell cause;; available plants and tTees to Close on and Lock the Haunt's 

target. Ancient Grip 's Speed is equa l to the caster 's Will: +1D for grass and 

vines, +I- OD for small branches and -1D for large branches. The Power of the 

Grip is the caster's Will: -2D for grass, -1D for vines, +I- OD for saplings, + 1D 

for large branches. Grass ru1d vines act with a Re11exes of B6, branches act \vith 

a Re11excs of B4, and large branches with a Reflexes B3. They will attempt to 

Lock and subdue their ' 'ictim for as long as the wolf sustains the spell. 

The spell affects a number of tm·gets equal to half the Wolf's Will. 

Origin: Caster 
Element: Earth 
Duration: Sustained 

Primal Bark 

Area of Effect: Presence 
Impetus: Control 
Resource Points: 6 

Will 2 Actjon 

Th is ferocious and formidable bark comes from deep within the wolf. 

Channeling the essence of his snarls and harks, the wolf speaks as Great 

Grandfath er once did. Thi s howl acts like th e summoner's Abjure spell. 

Roll the wolf's skill vs the Spirit's Strength. If the wolf wins the test , the 

spirit is abjured and driven off. It will not return while the wolf remains 

in its domain. If used again st a amed spirit, the obstacle is equal to 

the vi ctim 's Will. Suceess means the creature must pass a Steel test. 

1f used against a creature of non-Spirit Nanu·e, then the Primal Bark causes a 

Steel test to be taken. The wolf tests his Primal Bark skill ru1d each success after 

d1e first is added to the victim's Hesitation. Any animal forced to hesitate from 

this bark will break a11d "Rtm Screaming." Characters may choose their own 

fate as per the standa1·d Steel test results. 

The Primal Bark is impossibly loud and penetrating. It can be heard over 

a great distance- for doz:ens of miles on a quiet night. The sound of it will 

summon forth any Spirit Hunters in the vicinity, who will come to the aid of 
their bretlu·cn . 

Duration: mstantaneous 

Galvanizing Web Ob 3 s Actions 

A web wyrd may alter th e strands of a web so that all those who look 

upon it sh ed th eir fear s . Whil e the wyrd maintains the spell , an y 
Hesitation within the area of effect of this spell is immediate ly removed. 

Origin: Presence Area of Effect: Single Target/Presence 
Element: Anima Impetus: lnflucncing 
Duration: Sustained Resource Point Cost: 6 



Not So Monstrous Spell List 

Grandfather's Song AncestTDI Taint Actions· See helmy____ 

Thi s powerful and dan gerous song all ows the wolf to take on the t1·a its 
of the very spirits he hunts . Th e danger in this howl is that it brings 
the wolf closer to join in g Great Grandfather in the spirit realms­
Grandfather's Song ca uses the Ancestral Taint to spread more quickl v. 

Silent Voice Ob: 5 minus Ancesn·al Taint. This part of Grandfather's song only 
req uires a short (1 action) bark. Thenceforth while Lmder the spell's power the 
wolf may speak directly to tl1e minds of those within his presence. 

Spirit Unseen Ob: 7 minus Ancesn·al Taint. The Spirit Hunter may go Lmseen to 
mortal eyes. Tins ability acts as a 7 -success Chameleon spell around the hm1ter. 
3 actions to cast. 

Celestial Sight Ob: 8 minus fulCestral Taint. The Spirit Hunter may see as the 
spirits do. Combined with his Spirit Ears and Spirit Nose traits, this puts the 
Spirit Hunter's senses entirely within the reaLn of the spirits. 4 actions to cast. 

Spirit Nature Ob: 10 minus AI1cest:ral Taint. The wolf may walk as the spirits 
do. Time does not affect him so greatly, nor does gravity or other earthly 
bonds-shade shift the wolf's Speed one step to the right. Also, ilie wolf c!l.l1J10t 
be burned by mortal fire m cold, and mortal weapons do not harm hin1. When 
Grandfather's Song is called upon for Spirit Nature, Celestial Sight and Silent 
Voice ru·c granted as well. 5 actions to cast. 

When these song obstacles become zero, the ability becomes automatic­
essentially the wolf has eamed the trait. 

Duration: Hours equal to Will exponent. 

The Track.les..s.._Ea""th..._ _ ___ __ _..o.LJ.b'-3'-A------'4"'-..o.A'"'-cti...,onwsL.._ __ 

When ensmcelled with this spell, tl1e n·aveller leaves no tntce of his passage. For 
each exn·a success, add + 1 Ob to anyone attempting to Track or similarly follow 
the Great Wolf. 

Origin: Presence 
Element: Earth 
Duration: Sustained 

Area of Effect: Caster or Single Targ. 
Impetus: Influence 
Resource Points: 12 

The Secret of Eight Ob 5 z Actions 

Comb inin g the twisted knowl edge of Ore ritu a ls with the lang ua ge 
of Great Spiders , so me add]ed mind has created a spell to call forth 
spiders great and small from their dens-beckoning them to the caster. 

Origin: Personal Area of Effect: Leagues 
Element: Anima Impetus: Calling 
Duration: Instant!l.l1eous Resources: 10 

Web of Fear Ob 5 14 Actjons 

Tins spell causes a ll those who look upon the wyrd 's web to make a Steel test. 

Origin: Presence 
Element: Anima 
Duration: Hours 

Area of Effect: Single Target/P resence 
Impetus: Influence 
Resource Point Cost: 1 0 



Web Steel Ob 3' Actions 12 

The web wyrd may increase the strength of his webs. Extra successes can be 

use to increase cl1e SLU-face/Breach ratings by one (each success increases bocl1), 
increase the Integrity by one, or increase the Material Sn·engtJ1 by one. Successes 
may be divided among all three options. 

Origin: Personal Area of Effect: Single Target- one web 
Element: Anima Impetus: Enhancing 
Duration: Sustained Resource Point Cost: 12 

W.y.r_d_CalJ Ob 5' Actions 1 5 

Th e wy1·d spin s a web that , when touched or when the wind passes 

ilirough it, sends out a sir·en ca ll to all those nearby and draws them hither. 

The spell causes any non-spiders \vithin ilie area of effect to make a Steel test. If 
any Hesitation is genemted, the character m.ust m.ove toward the spider's web. 

Once spun, tllis spell sends its call out for one hour plus one hour per extra 
success. Characters must make a Steel test for each exchange they remain 
within ilic soLU1d of the Call. Spell successes may be allocated between DLu·ation 
and Area of Effect. 

Origin: Personal 
Element: Anima 
Duration: Hours 

Area of Effect: 1 Os of paces 
Impetus: Influencing 
Resource Point Cost: 20 

W.y1_d_C~luo8a~k~------------------~O~b~4~'--------~A~ct~iwon~sw1~3 __ ___ 

Spinning a weave of darkness and subterfuge, the web wyrd fades into the 
foliage like a shadow at midnight. Extra spell successes cotmt as a Perception 
obstacle for those attempting to spot the cloaked spider. Characters without 
Observation suffer a double obstacle penalty. 

Origin: Personal Area of Effect: Caster 
Element: Heaven Impetus: Control 
Duration: Sustained Resource Point Cost: 16 

Wyrd Sail Ob4' Actjons 12 

By spinning special palterns into his silk sail the W)'l·d weaver may exert greater 
contml ove r hi s fli ght. Acid' extra successes to his Silk Sailing skill. Extra 
successes can also be used to increase dmation. This spell must be cast as the 
sail is being created. 

Origin: Personal 
Element: Air 

Area of Effect: Single Target- one sail 
Impetus: Influence 
Resource Point Cost: 16 



Not So Monstrous Spell List 

Wyrd Shield Ob 5A Actio~ns~1~6 __ 

This spell allows the spider to cover himself in a protective web coati ng. This 
Wyrd Shield acts as armor for the spider. The armor counts as a chainmail 
equivalent and count as armor protection dice for the cephalothorax . Extra 
successes may be spent to cover the legs location and abdomen location . The 
spell lasts for one how·, plus one per each success devoted to duration. 

Origin: Personal Area of Effect: Caster 
Element: Anima Impetus: Enhancing 
Duration: Hom·s Resource Point Cost: 20 

W.y_r_d Strands Ob 4A Actions 15 

A web wyrd may contTol web strands as if they were his own limbs. The web 
moves with a Speed a11d Agility equal to the caster's Will plus one per extra 
success . The web wyrd may perform martial actions with these enchanted 
strands. 

Origin: Presence 
Element: Anima 
Duration: Sustained 

W}r_r_d Thrall 

Area of Effect: Single Target-one web 
Impetus: Control 
Resource Point Cost: 16 

Actions 16 

When in view of tl1is wyrd web, victims are susceptible to ilie spider's suggestions. 
"Why not step a little closer?" 

A weh wyrd must meet the ~hstacle of this Sfell in order to correctfJ hutU the 
weh. Extra successes dedicated to the effect indicate the Will exfonent that the 
weh will affect. Thus t( a Sfider futs 4 extra successes into the effec~ creatures 
with a Will extonent of 4 ~r l~wer will he susceftih/e t~ his su33estions. 

The duration of tllls spell indicates how long tl-w web retains its magical effects. 
After the allotted time, it degrades and grows useless. Extra successes dedicated 
to dm·ation increase the time by one hour per extra success . The suggestions 
themselves last as long as any other mundane suggestion would-they seem 
completely legitimate and like a fine idea: "I'd love to join you in your web! " 

Origin: Personal Area of Effect: Double Presence 
Element: Anima Impetus: Influence 
Duration: Hours Resource Point Cost: 20 

cl 





Monsters in Play 
So what to do with all these monsters, all this potential to 

do anything character-wise? 

Can you custom build special stocks for your charac"ters 

and then I1Ul them t hrough one of the lifepath sets? Yes. 

Can you just whip up a custom-critter for one-shot play? 

Yes. Can you just throw a few weird traits onto an existing 

character stock for the hell of it? Yes. 

This book is designed to nun tlJC power over to you, 

the playe1; so d1at you can design and play the kind of 

chm·acter best suited to your gamrll. 

ln case you haven't noticed, I use the word "character" 

interchangeably with monster. Let 's face it , they're one 

and the smne. Monster really just means "chm·acter that 

isn 't a hmnan or a luunan analog." 

Designing Playable Monsters 
Ce1tain critters like cmTrivorous plants, infectious slimes 

or brain-devouring swarms of maggots don't make good 

chm·acters in this gm11e. Why? Because, if you look at. what 

is going on there, those types of creatl.tres are obstacles for 

the chm·acters to overcome. Interaction is generally limited 

and one-sided. 

While cool, d1at's not the level of p lay this book 
encourages. I want players to feel these monsters. I want 

fem; ange1; love, hate, greed, rage, joy, and lust; encounters 

tl1at m·e di11:y, gritty, memorable, and f'u.n. They should be 

more than just an impediment t.o overcome in order t-o get 

to the real sniff. These nionsters should be the very fabric 

of the real sniff. 
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Custom Stock 
To create custom stock for use with one of the existing lifepaths sets­
Men, Dwarves, Elves, Orcs, Roden, Spiders, Troll s or Wolves-the full 
monster burning process isn 't necessary. Use the model stock as an 
example, incorporate or remove existing common traits as necessa ry 
into the new stock, and then design new common traits unique to this 
stock. Basically, you only need to use steps 1. Concept, 2. Otherness=Traits, 
5. Monstrous Beliefs and Instincts, 8. Trait Burner, and 9. Peer Review. (You 
don't have to worry about stats and skills, since those will come from 
the existing stock's lifepaths. ) Of com se, custom stock characters rrmst 
go through the Peer Review process . 

A player in a recent !fame wanted to play a monster. He wanted this 
monster-character to be the child of a woman raped by a snake demon­
half man, half snake. This concept was a!! reed upon by the entire !Jamin!J 
!!roup; it (it into what we were after for this particular campaijn. 

For this !fame, all players were under the stricture of creatin!J City­
Dweller characters. So we a!! reed the monster-bui/tlin!J player wouM 
also use the U(epaths of Man to bui/tl up his half-snake. 

Once the concept was nailed down, the next step was to come up with 
common traits for a half-snake man. The player was clear in his 
concept-he wanted him to be human on one side of his face and scaly 
and snake-like on the other. Everythin!J else about the character was 
driven by this decision. 

Here are the traits he chose: Form: Human. Natural Advanta!Jes: Snake 
Spine (contortion ate and extemft'n!J) Poison Blood, Iron Scales (rijht side 
only}. Cosmetic traits: Snake Eye (rijht eye), t;reen Scaled Skin (rijht 
side}. · 

Stats were left up to the A!Je Chart and LP stat bonuses tn the U(epaths 
of Man. However, durin!! Peer Review, I felt he was a bit physically 
under-powered for a half snakeman. So as t;M, I !lave him an addt.'tional 
physical potnt to play with. 

Usil1!J his ft'(epath trait points he bou!Jht the followin!J special traits: Wolf's 
Snout and Color Bltnd A!Jatn, these focused on the concept. 

He ended up bein!J a four ltfepath character, 20 years oM with all starlt'n!J 
skills at B3. His skill set featured Dis!Jut:Se, Inconspicuous, Sleijht of 
Hand and Streetwt:Se. All skills to help him conceal ht:S true nature. He 
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ended uf' beinj a very focused character, built usinj a custom-stock 
desijned via the 100 Questions. 

In !'lay, the character !'roved useful and fun, t( a bit secretive. He manajed 
to remain full of surf' rises, and saved the other !'layer characters' butts 
when they least exf'ected it. He went from a thuj to an accomf'lished 
insurrectionist and a relijious zealot. All the while scruf'ulously 
maintainil1j the secrecy of his heritaje. 

Setting a Trait Point Cap 
The Peer Review process works very well in cmtailing characters that: 
might not fit into a ce1tain game, but don't be afraid to set limits beyond 
that rule. Setting a trait point cap-1 0 pts, 30 pts, etc-is a good way 
to keep everyone on the same page. Stat and skill point limits are usefu l 
as well. These kinds of limits are the same as asking players to make 
characters with a certain number of I ifepad1s. 

By using limits, th e GM lets every player know what he can expect . 
Players are assured that characters end up roughly on the same page. 
I'm a firm believer that limits spark creativity rather than stifle it. 

Using the Bestiary in Play 
Tn case it wasn't obvious, the creatm·es described in the Bestiary were 
designed to be more than a something to end up on the end of a PC 's 
sword. By illusn ating the Hooks, Beliefs and instincts for these monsters 
I hoped to provide the set up for whole adventures fo r players and 
CMs. 

It bears noting that not all of those creatures will fit in an y one 
campaign. Some aren 't going to suit ilie mood or needs. Pick and choose 
the ones that are appropriate, disregard the rest. 

Some of the monsters depicted are essentially unique personalities: 
the Ancient Seneschal, the Bishop Fish, Koscista -Noga, Simurgh and 
Uncle Voclnik, for example. They work best when there is only one of 
them extant in the t:a mpaign. This way iliey become a personality for 
t}JC pla yers to learn about, grow with and perhaps overcome. 

While not technically unique, some should probably onJy ever be used 
once in yom· pa1ticular game. The Ciant, Dragon, Dremon and Vampyr 
spring to m ind. These creatm·es are either so powerfu l, or so situationaJ, 
that mu ltiple appearances in an on-go ing can dilute their 
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impact. (Or you just risk killing yom players' characters by accident, 
rather than by design or via consent.) My preference for all of the above 
creatu_res is to make an on-going game that revolves arotmd extended 
encounters with them. A Dragon 's pretty potent. I think it would be 
quite easy to write an entire campaign based solely around dealing with 
one Dragon. 

I didn 't include 1he Amoeroth or Raksha in the above category because 
they are not as potent as the Dremon, and not as cliched as the Vampyr. 
While their natme provides a lot of possibilities for an on-going, long 
term game, I think they will work best when interspersed with a variety 
of other encotmters. 

Some of the monsters are races just waiting to be fleshed out. The 
Chiropteran (pronounced "Kir-opt-e-rin" ), Graymen, Great Eagles , 
Hsigo, Odonata, Ophidia, and Satyr are essentially optimal average 
templates (meant to be run through the Stock Burner). They are 
provided as a launching point for in-depth games . Hopefully, you'll 
use the material provided in the Lifepath Burner to expand on their 
many themes. Each of these creatmes has a unique culture behind them 
waiting to be explored. 

Lastly, there a couple of super-destructo monsters included in the 
Bestiary. These guys are all about trouble. The B'hemah, Martikhora 
(pronounced "Mar-tehk-whorah;" pretend you're in Jerusalem and say 
it) , Mischief, and Red Caps are about messing ~vith 1msuspecting PCs. 
When they say trouble, they mean it! 

These are just a few of the possible ways to use d1e matmial provided in 
this book. Perhaps you and yom· players want to take it one step further 
and play a campaign of Pragons, Dremons, Raksha and B'hemah­
hfepaths and all. That's cool, too. Whatever you choose, the ultimate 
point is to use this as latmching point to l"tu·ther custolnize yom Burning 
Wheel game-to expand play into new realms, push the envelope and 
have a damn good time doing it. 

Coodluck, and enjoy. 
-Luke, nyc, July 2004 



Ciray and White 
Math 

The Monster Burner presents a lot: more mixed 
shades than the Character Bmner. Because they are 
often representative of a force of nature or hwnan 
psychology that requires heroic effmt to overcome, 
monsters more fluidly span the grayscale. 

Mixing Shades 
Gray and Black 

Whenever a gray shade mixes with black for an 
average, add two ( +2) to the equation and then do 
the average. 

PoweY Ci6 ami Forie 86 aveYaje to 7, which would 

make a Moria/ Wound of 813 YatheY than 812. 

(6+6+2=14. 14/2=Z 7+ base MW of6 = 812}. 

Whenever a gray shade stat or skill is setting an 
obstacle for a black shade stat or skill, add two ( +2) 
to the obstacle. 

A DYajon's Mesmmzt"nj (faze calfs foYa will test 

ajati1st an obstacle e1uaf to the dYajon's own Wtll. 

In this case, the monsteY's will is Ci6. !(the victim of 

the jaZe has a bfack shade Will, his actua( obstacle 

would be 8. Hello chaffenjinj test! 

White and Black 
Whenever a white shade mixes with gray or black 

for an average, add three ( +3) to the equation and 
then do the average. 
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Whenever a white shade stat or skill sets an obstacle for a gray or black 
shade stat or skill, add three ( +3) to find the actual obstacle of the test . 

Shading 
Whjte and black make gray, period. However, if there are more black 

and gray shades in the average than there are white shades, then the 
shade must darken to black. 

white ami white make white. White aml3ray make 3ray. White ami 
hlack make 3ray. t;ray al'ttljYaJ makes 3ray. t;ray ami hlack makes hlack. 
Black, white aml3ray make black. White, 3ray and 3ray make jYaJ­
White, white and jYa;' make 3ray. 



Attribute 
Burner 

Gray Mortal Wound 
Fur gra y Mortal Wound s, Superficial wound 
tolerance is equal to the Forte exponent in the black 
shade. Add the Forte exponent on top of that to get 
the Light wound tolerance. Then factor the Mortal 
Wound-average of Power and Forte plus six , placed 
in the gray- Traumatic goes one step clown to the 
left, then Severe, skip a pip and then place the Mid i. 
This should result in a hu ge gap between Light and 
Midi. This is a good thing. It reflects that the creature 
is woundable, but very hard for us mortals to kill. 

The R.aksha, for example: 

Stats 
Wi___£e Ag 

B6 BS(6) B6 
Sp 
B6 

Po Eo 

{{4 

I'I~J·.,ical 'lhlerwu·t•.• Gmy.vcalc ; idlt1*1' 
Su:OJ B4;Li: OJ&s';Mi: 0Jti'6;Se: OJt/8;'1} 0Jt11M\V: OJt/10 

He has a {{4 Power and Forte. Avera3e of 4+4 is 

4, plus the base Mortal Wound of 6. The shades 

of 6oth stats are 3ray, so that puts him the 3ray 

section of the PT{{S. A {flO Mortal Wound. The 

other wounds are placed accordin3 to the formula 

descri6ed above. 

This means that only weapons that can deliver 
actua l gray damage can kill him., others can 
harm-but nol instantl y kill. 
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White Mortal Wounds 
For white Mortal Wounds, the superficial tolerance is placed at 

double the Forte exponent. If this results in a number higher than 
16, d1e Superficial tolerance is placed in the gray on the difference 
between 16 and d1e total (a "20" Superficial tolerance is really just a 
C4). Light is placed at double Forte exponent distant from Superficial. 
All other wounds are counted from the left of the MW just like a black 
or gmy Mortal Wound. 

The supernatural PTGS stretches across the whole scale, and thus 
iliey can be wounded by the little dungs, but it takes someiliing really 
substantial to kill them . 

Averaging for Health 
and Mortal Wound 

Use the chart below to determine Health and Mortal Wound (if the 
shades are the same; iJ the shades are different see ilie Attribute Bruner). 
Find the two respective exponents on ilie X or Y axis. The box where 
they meet is Bmning Wheel average of the two. The number before the 
slash is for Health , the number after the slash is for Mortal Wound. 
For Health, use the Will and Forte exponents. For Mortal Wound, use 
Power and Forte exponents. (Of course, certain traits might modify 
these nmnbers, but on ilie whole they stand for most vanilla characters 
and monsters.) 

Table for Health and Mortal Wound 
EXJI IU 

117 117 2/8 2/3 3/9 3/9 4/ 111 4110 :i/11 Mil 

'117 "' 2/1 .11'1 "' 4/111 4110 5111 5/11 om 

2/11 2/11 "" 3/9 4/111 4/10 51 11 51 11 6/12 6/ 12 

218 3/'J 3/'J <116 4/10 5111 5111 6/12 6/12 7113 

3/9 3/9 411!1 -11'10 5/11 5111 Ml:.! 6/12 7/1:1 7/1 :1 

4/10 4/10 5111 5111 6/12 6112 7/13 7/IS 8114 

.a/10 5/ 11 :w11 61 12 li/1:! 7/ 1:1 7/U 8114 11/H 

S/11 51'11 6112 6/12 7113 7/tS 3/H 3/14 9/1 5 

:i/11 5111 h/1 2 0/12 711:1 711:1 8/14 8/H 9/J :j 91lii 

10 5111 6/12 M12 !113 7/ll 3/1< 8/1< 9115 9115 10116 

Fur examtle, I've created a wizarcl with a 86 Wd/, 82 Puwer ancl a 87 
Furte. For Health (. u( Will ancl Forte), I check the left column 
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a 6 and cross reference it with the tof column at Z That jives me an 
e.xfonent 6 Health. For the Mortal Wound, I look at the conveY!Jence of2 
and 7 and take the numher after the slash. That 's a B 10 Mortal Wound 
for my crazy wizard 

Averaging for Reflexes 
The Reflexes attr ibute is the average of the Perception, Agility and 
Speed stats. It determines how often a character acts in a melee. To use 
the table below, simply total the three stats and then consult the cha1t at 
the proper number, the number to tbe right is the Reflexes attribute. 

Per,Ag,8pd RcOc.\ CS Per,Ag;8pd Rcllcxt~ 

1bt:al lc~ncnl Total Kxponcnl 

:3 17 s 

18 6 

5 19 6 

16 s 30 10 

For e.xamfle, addinj tojether the R.aksha's Per, Ajl; and Sfd e.xfonents 
jives total of 1Z Consult the chart at 17 to find his Reflexes E.xfonent. 

Gray Reflexes 
If a monster (or cha racter ) has a gray Perception, Agility and Speed, 

he has a gray Reflexes . This means on each interval he acts he takes two 
actions instead of one (first action, volley 1: Block, Strike; second action, 
volley 1: Count:erstrike, Sn·ike). Nasty! 



Supernatural Reflexes 
Monsters with white Perception, Agility and Speed have a white-shade 

Reflexes. These creatm·es act three times on each interval. You're dead 
before you know it-literally! With such an ability they can bid for 
Initiative and never lose, plus they can always defend themselves with 
an action and then retaliate how they see fit. 

Steel 
Base monster Steel is B3, just like regular characters. However, Steel 
questions are different for monsters. Also , five "yes" answers can be 
used to buy a gray shade for Steel. 

-Is it in the monster's nature to crush, kill, destroy, maim, rape and 
pillage? If so, raise Steel by one. 

-Has the monster ever been severely wounded? If the monster is a 
killer (if answered Yes to first question) , raise Steel by one. lf the 
monster is not a killer, lower Steel by one. 

-Has the monster been tmtured, enslaved or beaten terribly over 
time? If yes and his Will is 5 or higher, raise Steel by one. If no, and 
Will is 3 or lower, reduce Steel by one. 

-Is the monster mmderous, inmed to death or particularly bloody­
handed? If so., raise Steel by one. 

-Has the monster led a sheltered life? One free from violence and 
pain? Reduce Steel by one. 

-Has the monster been raised in a competitive (but non-violent) 
culture? If so, raise Steel by one. 

-If the monster is a mother and has given birth to a child, raise Steel 
by one. 

-Is the monster particularly emotionless or remote? Raise Steel by one. 

-If the monster is Gifted or Faithful, raise Steel by one. 

-If the Will stat is exp 5 or higher, raise Steel by one. 

-If the monster's Perception is exp 6 or higher, raise Steel by one. 

-If the monster's Will is exp 7 or higher, raise Steel by one. 

-lf the monster's Forte is exp 6 or higher, raise Steel by one. 



·~ 
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"No doubt I have missed a lot of useful material in 
my research , and readers who are interested are sure 
to be aware of other examples of [monster J -lore, 
or to come across them in the future. They may 
care to see how well this fresh material fits into my 
theory, looking always for that telling combination 
of strangeness and rightness which is evidence of 
something stronger and older than a story-teller's 
whimsy. 

Remember. The dragons live. Inside us." 

-Peter Dickinson, from the afterword of The Flight of Dragons 



374 

Index of Skills, 
Spells and Traits 
Lifepath and common traits (which aren 't priced 
in the general list) a re indicat ed as such in the 
third column. All other traits are listed with their 
respective prices. Skills are indicated in the second 
cohunn. Spells are indicated by the presence of an 
obstacle in the second cohunn. Howls are listed with 
their action costs. 

A 
Addled Char lifepath trait 191 
Acccr's Likeness Char common trait 117 
Aggressive C-0/Dt 4 pts 119, 315 
Alarmist Dt 3 pts 119, 315 
Alien Dt 6 pts 146, 315 
Amoebic Jnfec6on Dt 9 pts 315 
AJnoeboid Cos 1 pt 316 
AmuJet-BOLUld Dt 8 pts 315 
Ancestral Jaw Will x1 Actions 232, 357 
Ancestral1hlnt Dt 3 pts 214, 31 5 
Ancient Grip Ob2-5 2 Ac6ons 234, 358 
Ancient Ways skill Percep6on 346 
Antennae Dt: 2 pts 315 
Ant Fonn Cos 1 pt 316 
Aradmid Body Dt 3 pts 146, 319--
A.raclurid Philosophy skill Percep6on 158;3 46 
Armor-Plated Skull Dt 12 pts 315 
ALu·a of Ten·or Dt 6 pts 217, 315 
Avian Fonn Cos 1 pt 316 

B 
Barks kin Dt 8 pts 331 
Bat- Winged Dt 4 pts 344 
Bat. Form Cos 1 pt 316 
Beaked Dt 4 pts 319 
Begging skill Will 347 
Believer Dt 2 pts 319 
BeUowing C-0 2 pts 191, 319 
Berzerker Dt 6 pts 194, 320 
Bladed Tarsi Dt 4 pis 153, 319 
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Blasphemous Hatred Dt 3 pts 153 
Blood Lust Dt 3 pts 319 
Bony SheU Dt 4 pts 331 
Boor Char lifepath trait 191 
Brass Skin Dt 9pts 331 
Btidge-"~se skill Perception 199, 347 
Bright Pattern Chru· 1 pt 153 
Bristles Dt 4 pts 149, 153,319 
Broken Dt 2 pts 119, 214, 319 
Brutal Fangs Dt 5 pts 153,326 
Brutal C-0 2 pts 214, 320 
Brute Dt 6 pts 191 , 194,320 
Bubble-Breather skill Fotte 159, 347 
Bulbous Bug Eyes Dt 2 pts 342 
BuU-Legged Dt 2 pts 194 
Burrowing skill Agility/Power 159, 347 

c 
Cage-Mse skill Perception 347 
Crunouflaged Exoskeleton Dt 2 pts 153 
Camouflage Dt 4 pts 320 
Crunouflage skill Per/Agi 159, 199, 347 
Canine Fonn Cos 1 pt 317 
Crumibal Char lifepath. trait 149 
Cave-Mse skill Perception 159, 347 
Celestial Sight Dt 8 pts 342 
Changeling Coot Dt 4 pts 217, 326 
Chelicera Cos 1 pt 320 
Chitinous Dt 5 pts 150, 153 
Chitinous Cru·apace Dt 7pts 331 
Chosen One Dt 3 pts 218, 320 
Cilia Dt/C-0 5 pts 320 
Clawed Dt 2 pts 189, 122 
Claws Dt 5 pts 154 
Climbing (Spider) skill Speed 348 
Climbing skill Speed 160 
Club Tail Dt 4 pts 122, 340 
Clumsy Walker Dt 2 pts 320 
Coat of Darkness Dt 7 pts 122, 326 
Coat ofFw· C-0 2 pts 117, 154, 326 
Cold Blooded Dt 5 pts 321 
Communal Dt lifepath trait 117 
Confusing Rant Dt 9 pts 119, 320 
Cmpse Bow1d Dt 7 pts 320 
Corrosive Slime Dt 9 pts 337 
Cm el Stre.ngtll C-0 2 pts 321 
Cmshi.ng Jaws Dt 11 pts 194, 212, 321 
Crushing Mandibles Dt 8pts 330 
Crystalline Spines Dt 4 pts 195, 321 
Culling skill Perception 160,348 

D 
Da~mon 's Skin Dt 9 pts 321 
Deadly Venom Dt 7 pts 



'11te ,J/ousta Burner 

Dead to Pain Dt 9pts 322 

Death Rattle Dt 4 pts 322 
Decomposer Dt 2 pts 322 

Deep Fur Dt 5 pts 212, 326 
Defensive Char lifepath trait 119 

Demented Char lifepath trait 214 

Dense Sir1ew C-0 2 pts 322 
Devastator Dt 7pts 322 

Devourer Dt 6 pts 195, 322 
Dllninurive Cos 1 pt 338, 375 
Dissent Pr.u·asite Dt 5 pts 322 
Dog-wise skill Perception 348 

Dog's Head Dt 4 pts 317 
Dominant Procreator Dt 2 pts 323 
Dominant Will C-0 4 pts 323 

Dominant Dt 1 pt 214, 322 
Doppelganger Dt 9 pts 323 
Dragon's Blood Dt 7 pts 323 
Dragon's Breilth Dt 9 pts 323 
Dragon's Flight Dt 3 pts 323 
DragonJly F onn Dt 2 pls 317 
Dragonfly Wings Dt 7 pts 345 
Dual-Natured Dt 8 pts 324 
DuJl Fangs Dt 1 pt 154, 326 

E-F 
Earth Blood Dt 6 pts 195, 324 
Echolocation Dt 8 pts 324 
Efficient Climber C-0 2 pls 324 
Eight-Eyed Char 1 pt 147, 342 

Eight-Legged Dt 9 pts 147, 317 
Elephantine Fotm Cos 1 pt 317 
Elf-wise skill Perception 348 
Elongated Forelegs Dt 2 pts 154, 324 
Enemy of d1e S,m Dt. 4 pts 195, 324 
Enlarged Incisors Dt 3 pts 117, 326 
Enlru·gecl Venom Sacks Dt 2 pts 154, 324 
Escape A.ttist skill Per/Agi 79, 348 
Exoskeleton Cos lifepa th trait 147 
E>.-r.ottion skill \ViJ/ Per 199, 348 
Extra-long Fw· Chru· 1 pt 122 
E>.1Ta Anns Dt 4 pts 324 
Eye Stalks Cos 1 pt 324 
Faerie Cift Dt 3 pts 325 
Faith in Dead Gods Dt 4pts 325 
FtiJigs Dt 3 pts 147, 189, 326 
Feared Dt 3 pts 119 
Fearsorne Beast C-0 2 pts 218, 325 
Feathered Cos 1 pt 325 
Feline Cos 1 pt: 317 
Fine Bones Dt/C-0 4 pt:s 325 
FillS Dt 2 pl.s 325 

skill Pcr!Agi 123, 348 
Dt 2 pt:s 343 

3 pts 325 



Fish 
Flagellmn 
Flanunable 
Fluke 
Forest -wise 
Fonnidable Bark 
Four-Winged 
Fragile \ltmgs 
Frog 
Frost Coat 
FmstJ"at.ed 
F w· of the Fields 
Fm 
Fused Rib Cage 

Galvanizing Web 
Gan·ote 
Cerdus 
Ghost Coat 
Gift of Babel 
Gigantic 
Goat-Headed 
Goat-Legged 
Good Listener 
Gopher 
Cossmner \Vings 
Grandfather's Song 
Grasping Claws 
Grasping Mandibles 
Great Cunning 
Great Lupine F onn 
Hackles 
Hammer Hands 
Hand-Eye Coordination 
Hand-Shaker 
Hands of Stone 
Hatred 
1-lauling 
HeartJess 
Heaving 
Hermapluoclite 
Hideous! 
High Speech 
Hive Mind 
Hoof-wise 
Hook Hand 
Hooved 
H orns 

Horrific Aw·a 
Howling 
Howl of Doom 
Human Head 

Hmnble 
Hunter- wise 

Cos 
Dt 
Dt 
Dt 
skill 
C-0/Dt 
Dt. 
Dt 
Cos 
C-0 
Char 
Dt 
Cos 
Dt 

Ob3 
skill 
C-O 
C-0 
Dt 
Dt 
Cos 
Cos 
C-0 
Chru· 
Dt 
Anoestra! Taint 
Dt 
Dt 
C-0 
Dt 
C:-0 
Dt 
Dt 
C-0 
Dt 
Dt 
C:-0 
Dt 
C-O 
Cos 
Dt 
Chru· 
Dt 
skill 
Dt 
Dt 
Dt 
Dt 
skill 
Dt 
Cos 
Dt 
skill 
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1 pt. 
6 pts 
2 pts 
4 pts 
Perception 

4 pts 
7 pts 
2 pts 
1 pt 
2 pts 
lifepo th tmi l 
6 pts 
1 pt 
5 pts 

G-H 
8 Actions 

Agility 
lifep ath trait 
4 pts 
5 pts 
4 pts 
1 pt 
1 pt. 
2 pts 
120 

317 
325 
325 
325 
349 

218, 325 
345 
345 
317 

218, 326 
119 

122, 326 
326 
331 

175, 358 
124, 349 

119 
218, 327 

327 
339 
317 
317 

120.327 

6 pts 345 
See desctiption 232, 359 
7 pts 321 
12 pt.s 330 
2 pts 215, 327 
common trait 213 
2 pts 327 
4 pts 195, 327 
2 pts 327 
3 pts 120, 327 
10 pts 327 
4 pts 154 
2 pts 191, 327 
4 pts 327 
2 pts 191 , 327 
1 pt 327 
2 pts 327 
1 pt: 154, 338 
4 pts 327 
Perception 349 
6 pts 196, 328 
3 pts 328 
11 pts 196, 328 
8 pt.s 328 
\Vt.!l 349 
10 pts 215, 328 
1 pt 317 
lijipoth trait 120 
Perception 



Tlu• ilfow;ll~r Burner 

Hunter's Dance skill Will 160, 349 
Hwtting (Spider) skill Per/Spd 160, 349 
Hunting (Wolf) skill Perception 349 

1-J 
hnpersonal Char lifepath trait 120 
Incredibly Strong Dt 8 pts 328 
Ink Dt 6 pts 328 
Insect Legs Dt 6 pts 318 
Insect Venom 2 Dt 4 pts 341 
Insect Venom Dt 4pts 341 
Insect Wmgs Dt 5 pts 345 
Insidious Cruelty Char lifepath trait 191 
htstruction skill Will 123,350 
Intoxicating Venom Dt 6 pts 155, 341 
Iron Hide/Scales Dt 7 pts 196, 328 
Jelly Body Dt 2 pts 318 
Jellyfish Cos 1 pt 318 

K-L 
Keen Sense of Balance C-0 4 pts 148, 329 
Large Ears Dt: 4pts 118,329 
Lariat skill Agility 350 
Lariat skill Agility 161 
Lash skill Agility 199, 350 
Lawbreaker Dt 8pts 329 
Leaper Dt 5pts 155,329 
Leathery Skin Dt 6 pts 331 
Legion-wise skill Perception 350 
Light-Touch C-0 2 pts 120, 329 
Light Chitin Dt 6 pts 331 
Lion's Legs Cos 1 pt 318 
Long-Legged Char 1 pt 155 
Long-Legged Dt common trait 213 
Low Speech Char 1 pt 148,338 
Lwninescent Dt 3pts 329 
Lupine Form Cos 1 pt 318 
Lupine Intellect Dt · common trait 213 
Luring skill Per/Agi 161 , 350 

M 
Dt 2 pts 150, 329 
skill Perception 161 , 350 
Char 1 pt 196 
skill Perception 350 
Char 1 pt 218 
C-0 2 pts 155 
C-0 2pts 155, 329 
Dt 5 pts 218,329 
Dt 1 pt 150, 189, 338 
skill Perception 161, 350 
Dt 8 pts 120, 329 

6 pts 329 



Membranous Wings 
Memmi es of Mother 
Mesmerizing Gaze 
Middling Statme 
Mimicry 
Mimic 
Mind Numbing Work 
t\1ine-wise 
Mis1mderstood 
Mossy Coat 
Mossy Coat 
Mother Killer 
Mmmted Combat 

Naked Muscle 
Naked 
Named 
Natural Pattem 
Nature of All Thmgs 
Night Eyed 
Night Blooded 
Nocnmml 

Nwnb 
Nursing 
Oafishly Channing 
Obedient 
Obsidian 
Odor of the Spirits 
Old World-wise 
Ophiclian 
Opportmrist 
Orb-Walker 
Orb-Wise 
Ore-wise 

Ordained 

Pack-wise 

Pack Etiquette 
Pack Rat 
Padded Feet 
Paralytic Spider Venom 
Parasite lniested 
Parasite 

Pazial1 
PatJl-wise 
Patience 
Phagocytic 
Phermnones 
Piercing Fangs 
Piercing Gaze 
Poisonous Skin 
Poisons-wise 

Dt 
Char 
Dt 
Cos 
skill 
Dt 
Char 
skill 
Dt 
C-O 
C-0 
Dt 
skill 

Dt 
Char 
Dt 
C-0 
skills 
Dt 
Dt 
Dt 
Dt 
skill 
Char 
Chru· 

C-0 
Chru· 
skill 
Cos 
Char 

C-0 
skill 
skill 
Dt 

skill 
skill 
Char 
C-0 
Dt 
Char 
Dt 
Dt 
skill 
Char 
Dt 
Dt 
Dt 
Dt 
Dt 
skill 
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5 pts 
150 
6 pts 
1 pt 
Per/Wil 
6 pts 
lifepath trait 
Perception 
lifepath trait 
2 pts 
2 pts 
1 pt 
Per!Spd 

N-0 
2 pts 
1 pt 
3 pts 
2 pts 
Wil!Per 

345 

330 
150, 338 
161, 351 

330 
191 

199, 351 
120 
196 

196, 330 
155 
351 

318 
122 
330 

155, 330 
351 

5 pts 
2 pts 
2 pts 
8 pts 
Wil/Per 

122, 189, 343 
189, 330 

330 
192, 330 

351 
1 pt 
lifepath trait 
2 pts 
lifepa.th trait 
Perception 
1 pt 
lifepath trait 
2 pts 
Perception 
Perception 

lifep ath trait 

p 

Perception 
Perception 
lifepath trait 
2 pts 
10 pts 
lifep ath trait 
7 pts 
lifepath trait 
Perception 
lifepath trait 
3 pts 
3 pts 
3 pts 
6 pts 
4 pts 
Perception 

196 
21 5 

155, 331 
215 
351 
318 
120 

150, 332 
162, 351 

351 
120 

352 
352 
118 
332 

156, 341 
151 
332 
151 
352 
151 
332 
332 
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Poor Vision Dt 4 pts 343 

POTJIOise Cos 1 pt 318 
Pouched Cheeks Dt 2 pts 122, 332 
Powerful Chelicera Dt 3 pts 156, 332 
Powerful Jaws Dt 6 pts 332 
Practiced Smile Char 1 pt 120 
Preaching skill Will 123, 352 
Predator-wise skill Perception 162, 352 
Prehensile Tail Dt 6 pts 340 
Preternatmally Cahn Dt 3 pts 215, 333 
Prey-wise skill Perception 162, 352 
Primal Bark Will 2 Action 231, 358 
Pronounced Fore-Eyes Dt 3 pts 156, 343 
Pup-wise skill Perception 352 
Pyrmnaniac C-0 2pts 121, 333 

Q-R 
Quembic Mantle Dt 16 pts 333 
Quick-Blooded Dt common trait 118 
Rabbit Cos 1 pt 318 
Radula Dt 3 pts 333 
Rat-Squeak Char 1 pt 121,338 
RatTail Cos 1 pt 318 
Haven-Fri end Dt 1 pt 218 
Raven-F1iend Dt 3 pts 333 
Rea.1iJ1g skill Will 162, 352 
Rending Claws Dt 5 pts 321 
Repulsive Blood Dt 4 pts 196, 333 
Resistant to Fire Dt 4 pts 333 
Retractor Dt 3 pts 333 
Revered C-0 2 pts 121, 333 
Rider Traiuing skill Pow/Spd 352 
Ridged Brow Dt 3 pts 197, 333 
Ringed One Dt 5 pts 334 
Rituals-wise skill Perception 352 
Ri tuals of Blood skill Will 162, 353 
Hituals of Night skill Perception 163, 353 
River-wise skill Perception 353 
Rodent Cos 1 pt 318 
Roots Run Deep Dt 7 pts 334 
Rugose Flesh Dt 5 pts 156, 331 

s 
C-0 2 pts 121 , 334 
Char lifepa th trail 151 
Dt 6 pts 334 
skill Agi/Spd 353 
Dt 7 pts 197, 331 

Scavenger C-0 2 pts 21 5, 334 
Scavenging skill Perception 353 
Scent-wise skill Perception 353 
Scir1tillating Scales Dt 7 p!B 331 
Sca-\\~se skill Perception 163, 353 
Semi -Biped 1 pt 318 



Serious 
Serpent Hair 
SeJT)enl: Tail 
Shadcshifter 
Shadow and Dust 
Shadow Coat 
Shapeshifter 
Shrupened Incisors 
Shooting Spines 
Short-Legged 
Sight of the Eagle 
Sight of d1e Owl 
Silent Voice 
Silent 
Silken Construct 
Silk Sailing 
Silk Spinner 
Sirnian 
Single-Minded 
Six-Winged 
Skittish 
Slashing Claws 
Sleek 
Slow 
Slug 
Small 
SnakeBite 
Snake Venom 2 
Snake Venom 
Snares 

Soft-Step 
Speech of Ages 
Spider-wise 
Spider Sense 
Spiked Tarsus 
Spiked Tarsus 
Spindly Legs 
Spir1e Cloud 
Spines 
Spiri t-Hunter-wise 
Spirit Eru·s 
Spirit Nature 
Spirit Nose 
SpiJi t Unseen 
Scp.rid Body 
Stained 
Statme 
Sticky/Slippery Slime 
Stillness 
Stinger 
Stink of ilie Ancient 
Stone's Age 
Stone Skin 
Stout 
StTrulcl Ritual 
StJ·ru1d Rwmer 

Char 
Dt 
Cos 
Dt 
Dt 
C-O 
Dt 
Dt 
Dt 
Chru· 
Dt 
Dt 
Dt 
C-0 
skill 
skill 
Dt 
Cos 
C-0 
Dt 
Dt 
Dt 
Char 
Char 
Cos 
Dt 
Dt 
Dt 
Dt 
skill 
C-0 
Dt 
skill 
Dt 
Dt 
Dt 
Char 
Dt 
Dt 
skill 
Dt 
Dt 
Dt 
Dt 
Cos 
Dt 
Chru/ Dt 
Dt 
C-O 
Dt 
Dt: 
Dt 
Dt 
Char 
skill 
Dt 
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lifepath trait 
3 pts 
1 pt 
4 pts 
8 pts 
2 pts 
6 pts 
9pts 
7pts 
1 pt 
8pts 
3 pts 
8 pts 
2 pts 
Agility 
Agi/Spd 
10 pts 

121 
334 
340 

156,334 
334 

219, 327 
335 

122, 326 
335 
!56 
343 
343 
334 

156, 335 
163, 354 
163, 353 
148,335 

318 1 pt: 
2 pts 
8 pts 
2 pts 

121, 151, 334 
345 

118, 334 
321 4 pts 

lifepath trait 
lifepa. th trait 
1 pt 
4 pts 
3 pts 
5 pts 
5 pts 
Per!Agi 
2 pts 
8 pts 
Perception 
7 pts 
2 pts 
4 pts 
1 pt 
6 pts 
4 pts 
Perception 
4 pts 
17 pts 
5 pts 
9 pts 
1 pt 
lifepath trait 
See Below 
4 pts 
3 pts 
4 pts 

151 
192 
318 
338 
335 
342 
341 

164, 354 
121, 335 

335 
164, 354 
148, 335 

156 
335 
156 

157, 336 
157, 336 

353 
216, 336 

336 
216, 336 

336 
319 
216 
157 
337 

151, 337 
337 
216 lifepa th trait 

2 pts 190,337 
157, 197, 331 

157 
8 pts 
1 pt 
Will 
3 pt:s 
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Strength of Oaks Dt 8 pts 337 
Submjssive Dt lijepath tm.it 216 

Suckers Dt 3 pts 337 
Sun Drinker Dt 2 pts 337 

Sweet-Talker C-0 3 pts 337 

Swimming skill Speed 354 

T 
Tail Char conunon. tra;t 118 
Talons Dt 8 pts 339 
Tasting the Lash Dt lifepath trait 192, 217 
Tearing Claws Dt 2pts 321 

Telltales Cos 1 pt 339 
Tentacles Dt 4/7 pts 339 
Tenible Beak Dt 4 pts 339 
Terrifying Screech Dt 5 pts 339 
The Secret of Eight Ob5 7 Actions 178, 359 
The Tongue Dt 8 pts 339 
The Trackless Path Ob 3' 4 Actions 234, 359 
Third Eye Dt 6pt 339 
Tiger Form Cos 1 pt 319 
Tiny Dt 7 pts 338 
Toad Cos 1 pt 319 
Toiling C-0 lifepath trait 121 
Tongue of the Ancient One Per lifepath trait 354 
Tortoise Cos 1 pt 319 
Touch of the Devil Dt lifepath trait 152 
Tough Dt lifepath trait 190 
Tracking (Wolf) skill Perception 355 
Tree-Wise skill Perception 164, 355 
Tremendous Endurance C-0 2 pts 339 
TreJnendous Strength C-0 2 pts 339 
Troll Savant Char 1 pt 197 
Troll Skin Dt 6 pts 190, 331 
Trunked and Branched Dt 12 pts 340 
Trunk Dt 5 pts 339 
Ttmncl Vision Dt 2pts 121 , 343 
Tusks Dt 2 pts 197, 340 

U-V 
Ultra-Fast Refl exes Dt 9 pts 340 
Unfeeling Dt: 8 pt:s 340 
Unflinching Dt 5pts 192, 340 
Ungulate Cos 1 pt 319 
Ursine Cos 1 pt 319 
Vegetarian Char common trait 121 
Vestigial Wings Cos 1 pt 197, 341 
Vile Language Char 1 pt 152, 217, 338 
Village-wise skill Perception 355 
Virulent Venom Dt 4 pts 148, 342 
Visionary Faith Dt 5 pts 123 
Void Embrace skill Forte 164, 355 
Voracious Carnivore Char lifepath trait 190 
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W -Z 
Wall-Crawler Dt 8 pts 149, 343 
Wanderlust Char lifepath trait 217 
War-Sense Dt 3 pts 343 
Watchful Char lifepath trait 217 
Water-Walking skill Speed 165, 355 
Water-wise skill Perception 165, 355 
Wave Rite skill Will 165, 355 
Way of Eight skill Wii!Per 165,355 
Way of the First Htmter skill WiiiPer 355 
Weak Venom Dt 3 pts 157, 342 
Weather-wise skill Perception 166, 356 
Weaver skill Agility 166,356 
Web-Sense Dt 3 pts 152, 343 
Web-wise skill Perception 166, 356 
Webbed Hands/Feet Dt 4 pts 197, 343 
Web of Fear Ob5 14 Actions 175, 359 
Web Steel Ob3A Actions 12 176,360 
Where There's a Whip Dt lifepath trait 192 
Whip Tail Dt 6pts 123, 340 
Wickedly Clever Char lifepath trait 192 
Wings Dt 6 pts 345 
Wolf-wise skill Perception 356 
Wolfs Eyes Dt common trait 213 
Wolfs Snout Dt 9 pts 213, 343 
Woodland Ear Dt 10 pts 214, 344 
Worm Cos 1 pt 319 
Wreathed in Flame Dt 8 pts 344 
Wyrd-Weaving skill Weaving 166, 356 
Wyrd Call Ob5A Actions 15 176, 360 
WyrdCioak Ob4A Actions 13 176,360 
Wyr·ding Way skill Perception 167,356 
Wyrd Sail Ob4A Actions 12 176, 360 
Wyrd Shield Ob5A Actions 16 177, 361 
Wyrd Strands Ob4A Actions 15 177, 361 
WyrdThrall Ob5A Actions 16 177, 361 

cf 
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Abbot/Abbess 
Acaden:Lic 
Adding Limits 
Advancing An t;estral Taint 
Affiliations 
Age Burner 
Aged Lone Wolf 
Age Cap: Death by Old Age 
Age Steps 
Agility 
Agility 
Agility 
Albino 
All Bets Are OH 
Always On, +2 pts 
Amoebic L1Jectj on 

Amoeroth 
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Ancestral Taint 
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A 
112 
55 
95 

229 
61 
91 

312 
93 
93 
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48 
80 

114 
187 
74 

247 
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291 
229 
208 
248 
316 
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Araclm arch 
Arachnid Species 
Arch- Weaver 
Ann or 

Anns 
Arsonist 
Ar6stic and Scientific Magic 
Attribute Burner 
Aunt 

Aura of Fear 
Aura of Holiness 
Averaging for 
Health and lortal Wound 
Averaging for Refl exes 

B'hemah 
Baker 
Bandit King 

B 

Barding, Coll a rs and Spikes 
Barkskin 
Bat 
Battering Ran1 
Bat Wings 
Bear 
Bee Keeper 
Beliefs 
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