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IDTRODUCTION

Fantasy is the most popular role-playing game genre and, for many people, it is the genre through which =
they discovered the hobby. This book endeavours to make running a fs.ntasy campaign using Big Eyes, Small ==+
Mouth easier for players and Game Masters. -7y

chmL TemPLATEY

The various races in this book are presented as racial templates. Each template has a Character Point cost
_associated with it — the Character Point cost incurred when selecting the template. 'When a player wishes to
{create a member of a given race, he or she subtracts the Point cost for the given race from the Character Point
‘total the GM provides for character creation. Then, with the remaining Points, the player creates'the rest of the
chatacter. Once the base character is completed, the player adds thc racial tcmplare to finish his or her character.

S
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EXAMPLE: Tom wants to create an Elven ranger for Nancy's fantasy campaign. Nancy has given the players 35
Character Points each. Looking at the High Elf template (page 14), Tom sees that it costs 15 points. He subtracts that L
from the 35 Character Points giving him 20 (35 - 15 = 20 for the High Elf template) Character Points with which to 1
make a ranger. Tom assigns bis ranger a Body of 6, Mind of 5, and a Soul of 3, for  total of 16 Character Points. With
the remaining 4 Character Points, be selects Animal Friendship at Level 1, Damn Healthy! at Level 1, and Heightened
Auwareness at Level 2. With bis base 20 Skill Points, be selects the following Skills from the Medieval Fantasy list: Stealth
Level 1, Swimming Level 1, Wilderness Survival Level 3, and Wilderness Tracking Level 2. With his base vanger | %
character completed, Tom adds the racial template for @ High EIf His Elven ranger now has the following statistics:

HigH CLven Ranger | °

35 Character Points

Body 7, Mind 6, Soul 7, Attack Combat Value 6, Defense Combat Value 4, Health Points 60, Energy Points 63,
Animal Friendship Level 2, Appearance Level 1, Aura of Command Level 1, Bow Bunny (Lightning Draw) Level 1, Damn
Healthy! Level 1, Dynamic Sorcery Level 1, Feature (Longevity) Level 1, Heightened Awareness Level 3, Highty Skilted Level
2, Mind Shield Level 1, Archery Level 1, Cultural Arts Level 1, Linguistics Level 1, Riding Level 1, Stealth Level 2, X s
Swimming Level 1, Wilderness Survival Level 4, Wilderness Tracking Level 2, Not So Strong 1 BP, Not So Tough 1 BP

,_m{,w 3
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- otherwise noted in the text, the following Attribute costs apply for all templares and characters: -

- GMs may veto the use of any racial template for a player character should it be inappropriate for a
campaign. For example, if Tammy wanted to create a Titan for Nancy's fantasy campaign, Nancy may decide to.
disallow the cemplatg, recognizing that a 80+ foot tall character may not fit ifito the campaign she is running.

If a racial cemplate-has a Point cost higher than the number of Character Points provided by the GM for ;.;*H
character creation, then players obviously may not create a character of that particular race. >
e _ DeraacT ATTRBUTE COST = ;ﬂ
Some Attributes in BESM have mtdnple Pomt costsﬂ.eve[ depending on the appilcatlon Unless. =

: '_.-._

Contamination 1 Point/Level Super Strength 3 Points/Level gL
Flight 4 Points/Level Telekinesis 2 Points/Level j
Invisibility 5 Points/Level Telepathy 3 Points/Level ]
Meld 2 Points/Level Transmutation 4 Points/Level “
Mind Control 4 Points{Level Water Speed 3 Points/Level

Shape Change 2 Points/Level
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Racia. Average = < 3 B
The templates also present the average member of the specific race when a value of 4 is applied to Body,

" Mind, and Soul. For example, Nancy requires a band of average orc warriors to throw against her players. She
~ simply adds a Body, Mind, and Soul of 4 to the Orc template (see page 30), resulting in a band of orcs with the

following statistics:

"C
T

Average ORC

Budy 5, Mind 3, Soul 4, Damn Healthy! Level 1, Melee Attack Level 1, Melee Defense Level 1, Not So Fast
1 BP, Unique Defect (+1 Penalty to all rolls when in sunlight) 1 BE. Unskilled 1 BP.

The template represénts the*avera:g‘%' ‘member of a race that player characters are likely: o meet in thélr
adventures. There are cettainly below average members of each race as well. If the characters, for example, came

across a young ore-who had not yet reached maturity, he may not be as strong o skilled as indicated by the orc

template. GMs can rc;iuce the Stats or Attributes of below average characters or monsters when necessary,
Similarly, player characfc'(s may also encountef exceptional membemof each race. For example, the army of orcs

—
;

;
L3
1
-

arrayed against the chiaracters may all be avetage orcs with Seats'téflected by the racial template. A wat chief

_who is even more capable than the player characters may lead the army, though. In such a case, the GM would:

create the war chief and then apply the facial remplate, creating a yillain to stand against the player characters.
To determine the Character Point total of an average creature, simply add 10 to the Character Point cost

~of the template (4 for each Stat, minus 2 for the Unskilled Defect). For example, an average orc is a 10 (10 +

zero) Chamter Pone creacure while an average High EIf is a 25 (10 +15) Character Point creature.

STATIFTIC MAaximams

The racial templates are presented as bonuses that one applies'co.a base character. For example, elves
possess the Dynamic Sorcery Attribute at +1 Level. This means that all elves possess the Dynamic Sorcery
Attribute at a minimum of Level 1 (0+1=1). If a player selected Dynamic Sorcery at Level 3 and then applied
the Elven template to the character, he or she would then have Dynamic Sorcery at Level 4 (3+1=4). If the
racial template increases a Stat or Attribute Level above the normal maximum (12 for Stats and 6 for

e

allow Stats to extend beyond 12 (Stats of 12 should be rare).

Attributes may increase above Level 6, if permitted by the GM. This mlght mean “that the character is
truly exceptionally and well beyond the bounds of mortals. The player character may be the most powerful
mage to have walked the lands, possessing Dynamic Sorcery Level 7 — he or she would be capable of virtually

= limitless power. In most cases, it is obvious from'the-progression of the Attribute what Level 7 and beyond

represents. This is only an issue for very high level campaigns in which the player characters have a large
number of Character Points for creation. The GM may limit an Attribute’s Level if he or she feels it will distupt

the game, of course. GMs may simply wish to provide fetver Character Points if they believe players are creating-

characters who are too powerful for a campaign. o |

“")"mTlsTK' MIDimams ...

3 Some racial templates indicate a penalty to.Stats, such as the Minotaur’s penalty to Mind. If this penalty
red s the character’s Stat below 1, the player must assign additional Points to the particular Stat to raise it
back tof Scats should only fall below 1 with GM permission.

“y
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* Attributes), the player and GM should discuss the ramifications. Under normal circumstances, GMs shouldnot
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The racial templates indicate that any race capable of wielding magic has a bonus to the Dynamic

" Sorcery Attribute. Should the GM’s campaign make use of the Magic Attribute rather than Dynamic Sorcery, ]
simply switch the bonus to Magic. The Point cost for both Attributes are the same and so it will not change =
; the template. : R
/ AppLIcATIOD OF HIGHLY YKILLED ADD UDSKILLED
;- For NPC characters, all templates assume thac Stac values of 4 are applied to Body, Mind, and Soul and

\‘]:e Unskilled Defect is-applied at 2-BP (for 2 base Character Point total of 10 plus the total additional Point

t), Consequently, templates do not indicate the Unskilled Defect if the racial average does not normally
possess Skills. - If the template includes a bonus for the Highly Skilled Actribute, it indicates that the average
mbmbdr of the race eicher has the Unskilled Defect at a lower BP value or nt at all, If a template has Highly
Skilled at +1, the final (average) NPC will have the Unskilled Defect at 1 BP (2 BP'increased by 1 Character
. Point reduces the BP value of the Defect by 1): When a template indicates Highly Skilled at +2, the (average)

NPC does not have the Unskilled Defect at all nor che Highly Skilled Actribute — the two cancel out each
5 ~ other. Reduce the template’s bonus for nghiy Skilled by two if rhe bonus is higher thin +2 to determine the ‘|
NPC's Level i in the Arcribute. ! ) Lo

. Player characters (or except:onal I“Pés) do not operate under this ru]e since'they are not created with the
lﬁ'rshlled Defect — they are created with, 20 starting Skill Pomts Apply anytbonus to the Highly Skilled
~ ‘Auribute provided by the template directly to the character and adjust his or her Skills as indicated. If the &
chidracter does possess the Unskilled Defect, apply a template’s Highly Skilled bonus in rhe same way as for an = %
NPC, as indicated above. ! :

. If the template lists the Highly Skilled Astribure, it will also pmwde the ltst of Skﬂls provided by the
increased Skill Points. The character does not gain the*l:sted Skills plus additional Skill Points from the Highly
Skilled Arrribute. For example, 4 High Ef (page 14) fias the Highly Skilled Attribute at +2 as well as a list of
Skills. The listed Skills total che 20 additional Skill Points provided by che Highly Skilled Artribute. Yo

l
¥
A

ExAmPLE: The Centanr template has the Hilgirfy Skilled Attribute at +1. If the GM required an average
NPC centanr, the character wonld have the Unskilled Defect at 1 BP, thus having 10 Skill Points. The template lists

S

3 ~

: the Skills that the NPC possesses so the GM is immediately ready to go. If a player wanted to create a centauy character, g
' be ar she would create ber base character and apply the Centaur template. The player would add 1 Level to the Highly B
’ Skilled Attribute, which provides ber character with the bonuses to the Skills indicated in the template. 25y
- -""1

v Combining T‘ZIDPIEI(QS’
In some ca.ses, itis pﬁssible to combine templates to get hybnd creatures. For example, most people think
“of werewolves as humans who can transform into a wolf-beast, It is possible, of course, that a High Elf could
be 4fflicted with lycantheopy. What happens if a Dwarf becomes a Vampire? Can the characters hope to beat
a Titan Zombie? In these cases, simply apply both templates to the base character to create the new, hybrél/
creature, GMs should exercise discretion and not allow combinaciods thar make litcle sense. For example, whil '
throwing a Vampire Dragon (a 120 Character Point monstrosicy) at the characters might be fun for the
terror it will inspire, it is unlikely that an abomination like this would exist.

Rl e L ! S A

i adl




G 'O(JTH FﬂDTﬂ?Y BE’S’TIﬁW’“
Crtzaturvs and Defecty

}' ~ GMs should handle the application of various Defects for animals and monsters the same as it is for playcr
- characters. If an animal cannor talk, it should possess the Cannot Talk Defect at 2 BR. Since BESM is a point-
% * based system, it strives to ensure thgt one entity worth 30 Points is equal to another entity also worth 30 Poins,
* ~ be it a character or a monster. Additionally, by applying Defects and Attributes universally to characters and

-~ monsters, GMs can be certain that when they pit the characters against a threat, the characters are capable of
defeating it and rather than being severcly outmatched. Consequently, many animals gain a large number of
Bonus Points from a variety of common Defects such as Cannor Talk, No Arms, Diminutive, Awkward S:ze {
etc. GMs shoulcj keep in mind that many simple animals are 0 to 5 Character Point credtures. - NG

EXAMPLE: A Snake has the Cannot Talk, Unskilled, and No Arms Defects at 2 BP each — the average snake
i has G Bonus Points. These Bonus Points should be used to assign the snake's Stat values (possibly Body 3, Mind 1,
. ;. Soul 1), Additionally, they are used to assign Attributes such as Natural Weapons (Fangs) and perbaps a Special

. Attack (Poisonous bite), as well as Stealth (Camonflaged skin patterns), Special Movement, Speed, or other appropriate
E : Attributes. Thus, a simple, non-poisonous snake would be a zero Character Point creature while a larger, more lethal

v 3 snake might be a 5 Character Point creature.

J + GMs should not borher dettunuung Stats for amma]s or créatures that are below zero Character Pomcs
j! (for example, small fish or birds). They are so small and insignificant that applying Stats, Actributes, and
| Defects to the animal s awaste of time and effort — one hit will kill theny and they are incapable of inflicting
any noticeable harm to the character. The exception to this may be small ammais, such as insects, that attack
in a swarm. In these instcances, the GM should creace tbc animal swarm as if it was a single creature and give
it the Swarm Attribute (at a Level indicative of the swarm s'size). The animal swarm should also have a 1 BP
Unique Defect: Can only be a swarm, reflecting that the animal swarm cannot transform into a person, as
indicated by the Swarm Actribute — it is always a swarm of individual animals. In this way, the GM can
provide statistics for a swarm of killer bees or some other small, nasty creature. |
= 2
THe Mareep Dereer . o
5 Many.people wonder if animals or non-human races should possess the Marked Defect. Unless the
animal/character stands out compared to others of its kind, the answer in-most cases is no. If a player creates
3 an elf in a high fantasy game where elves are common, then the Marked Defect is inappropriate: Since the
=" people within the game environment are accustomed to seeing elves, the character will not stand out in any
= specific way due to his pointed ears and slender build. If the player was creating an elf for a modern day
- campaign where elves are incredibly rare, however,'the Marked Defect is acceptable — suddenly the character's
pointed ears do mark the character as unusual. Similarly, a wolf should not possess the Marked Defect unless
it stands out when compared to other wolvés. The Marked Defect should only be used when the character can
be easily identified from other similar creatures within the campaign setting. A unique feature or tattoo is an
: \ example of Marked; being a member of a race is not. )

‘DE’(U DepecT D
APIMENTARY mﬂDIPULﬂTIOD

eral animals do not have hands, as humans think of them, yet have the ability to grasp items. Birds,
iple, have talons with which they can grasp, hold, and carry objects. A bear has four legs but possesses

- ] pa =
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the ability to grab and hold fish while eating. Neither animal'is ablé’tp open a door, though, or pick a lock or
write a message — they only have rudimentary ability to manipulate things. These animals possess a unique
Defect called Rudimentary Manipulation. It is worth 1 Bonus Point and allows the animal to make grappling
attacks or simply o lift and carry objects. It cannot perform any action requiring fine motor control (GM
discretion). If the animal completely lacks arms (or front legs, as the case may be), such as a bird, this Defect
replaces the No Arms Defect. Though a bird lacks arms, the limited dexterity of its legs and talons compensates
for the absence of arms. If an animal, such as a horse, possesses four legs and has no ability to manipulate objects
it possesses the No Arms Defect at 2 BP as normal.

- TeppLaTe CQTE‘GORIE'S’ Y

- CHARACTER Races ot

The races that constitute Character Races are those races with intelligence and a‘ﬁ ability to interact with
society, thereby lending themselves to use as a player character. Wl'ule they may not be apprppnatc for d specific
campaign, they usually fepresent the sentient races of a fantasy < ¢ampaign.

CReATURES OF MYTH TR R R e

Creatures of Myth are the ca'mmoniimansters and fanrast:cal beasts that characters encounter i their

acjvenrures They run the spectrumi from beasn that live deep in caves guard:s:g treasure hoards to magical '

‘mounts that player charactets and other hefoes ride into battle. = ;

DINOSAURy Lk SRR i )

These long lost creatures may still exist in the realms of fanmsy These giant reprlles lead simple hves but
they can still pose a serious thireat to a party of advcnturers Y v e

Facricy N

While faeries are intelligent, like many of the Character Races, they are often mischievous, malicious,
and/or extremely foreign to traditional chinking. GMs may wish to allow players to use them for player
character races, though their fey nature may create a prob]em in a campaign. As potential enmunters, faeries
pmvtde GMs with a wealth of possibility for havoc. . :

~ Unpeap i

These dark monsters of unlife. have one simple goal — the eradication of all creatures. Though some are
quite intelligent, they are normally not suitable as player character opmms As monsters to challenge the
~ players, however, they ate a terror that players must batcle wlrh cammn

"

RaciaL Y TereOTypeEy

The racial write-ups and templates presented in this book follow the generally accepted
stereotypes of the races as presented in popular fantasy anime and other fiction. GMs may make

yes — orcs are the normal “evil” race in most fantasy fiction. In some games, however, orcs may be just

another race, similar to elves, humans, and dwarves. Do not let the write-ups nor templates restrict

your campaign creation.

adjustments as required to fit the races into their own campaign setting. Are orcs evil? Stereotypically, /
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iy Angels are the divine servants of the gods and fulfill
- several roles for them. In many religions, they work to
~ maintain the order of the universe, overseeing the cycles of
birth and deach, or even keeping the stars and planets in
their proper courses. They serve as guardians of holy
places, sacred relics, and people. A minor angel might

mighty warrior-angel may guard the encrance to the realm
of the damned, using powerful magic and divine weapons

from entering. Angels are messengers for their divine
~ masters, communicating, their will to mortals eicher
L quietly, even through dreéms or loudly and dramatically
~ toherald momentous events. They are also inscruments of
o divine justice and v wrg;h,r an angel in full fury'can pur

E armies to flight. .; L J
. Although ang'e]s can ' take many forms, mortals see

* connection to the divine gwes theém & presenee that morrals
_find overwhelmingly attractive or fearsome, depending on
i.' the angel’s intent. Though l:hey can be encountered singly,

 angels are social beings. wHu join together to worship the

3 gods in song and prayer. ‘Mortals rarely see an angel,

though individual angels have occasionally raken mortals as

~ lovers. When angels gacher in gredt numbers, it'fs often a

sign heralding a world-shaking evenc for good or evil.

While all angels are powerful beings, the greatest
among them will wield divine Items of Power that make

e
5

|';_'-f-. / them even more formidable in their lord's service.
8
. ApGeL. TempLATE
A Template Cost: 55 Character Points 3
_ Body +1, Mind 2, Soul +4
e Appearance +2, Astral Projection +1, Aura of

«  Command +2, Combat Mastery +1, Damn Healthy!+2,
... Divine Relacionship +2, Dynamic Sorcery +1, Energy

Heightened Awareness +1, Highly Skilled +3,- Kensei
(Judge Opponent) + 1, Life Support +2, Mind Shield +2,
N Precognition +1, Reincarnation' +1, Shape Change +1,
B Sixth Sense (Evil, Magic) +2, Special Defense (Ageing) +1,
\ Super Strength +1

. Cultural Arts +2, Linguistics +5,,Med|ca.1 +2,
Military Sciences +1

\@;Az:a(k Restriction (Will not attack worshipper’s of the
Angcl%d} +2, Magic Restriction (Agent of a God) +1

~* warch over a new-born babe to reward pious parents, or a. .

t0 keep those within from escaping ... or foolish mortals

them most often in the guise of very B&uﬂ.ﬁ.ﬂ male or-
fcma.[e winged beings. Garbed il robes or even nude, their |

Bonus +2, Exorcism +2, Flight +1, Healing +1;~

Dew Messenger OF Heaven

75 Character Points
Body 5, Mind 6, Soul 8

Attack Combar Value 7, Defense Combat Value 5
Health Points 105, Energy Points 90

Appearance Level 5, Astral Projection Level 1, Aura
of Command Level 2, Combat Mastery Level 1, Damn
Healthy! Level 4, Divine Relationship Level 2, Dynamic

Sorcery Level 1, Energy Bonus Level 2, Environmental !

Control (Light) Level 2, Flight Level 1, Healing Level l,

Heightened Awareness Level 1, Highly, Skilled Level 1j

Ttem of Power (Clarion of Heaven, page 9'2} Level 1, Kensel
(Judge Opponent) Level 1, Life Supporc Level 2, Mind
Shield Level 2, Precognition Level 1, Reincarnation Level 1,
Shape Change Level 1, Sixth Sense (Evil, Magic) Level 2,
- Special Defense (Ageing ) Level 1, Speed Level 1, Super
Scrength Level 1
Culeural Arts (Theology) Level 3, Linguistics Level 5,

Medical Level 2 Md:mr}r Sciences Level 1

{icls R&strmmn (Will not actack worshipper's of the
'Angel's ng) 2 BB, Magic Restriction (Agent of a God) 1 B

¢

AGEDT OF Dwine WRrATH

90 Character Points _
Body 6, Mind 6, Soul 9

* b Attack Combat Valye 9, Defense Combar Value 7

Health Points 115, Energy Points 95

Appearance Level 5, Astral Projection Level 1, Aura
of Command Level 4, Combar Mastery Level 2, Damn
Healthy! Level 4, Divine Relationship Level 2, Dynami¢
Sorcery Level 1, Energy Bonus Level 2, Environmental
Control (Light) Level 3, Flight Level 2, Healing Level 1,
Heightened Awareness Level 1, Highly Skilled Level I,
Item of Power (Heaven’s Wrath, page 93) Level 1, Kensci
(Judge Opponent, Lightning Draw) Level 2, Life Support
Level 2, Massive Damage Level 1, Mind Shield Level 2,
Precegnition Level 1, Reincarnarion Level 1, Shape Change
Level 1, Sixth Sense (Evil, Magic, Virrue) Level 3, Special
Defense (Ageing ) Level 1, Speed Level 2, Super Strength
Level 17

Cultaral Arts (Theology) Level 3, Linguistics Level 5,

Medical Level 2, Military Sciences Level 1

Attack Restriction (Will not acrack w::rshipper‘s of
the Angel's God) 2 BP, Magic Restriction (Agent of a
God) 1 BP

i
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CenTtaur TRIBEYMAD
30 Character Points

Body 7, Mind 4, Soul 4

Actack Combat Value 4, Defense Combat Value 2
Health Points 75, Energy Points 40

Animal Friendship Level 1, Damn Healthy!
Level 2, Extra Capacity Level 1, Focused Damage

= j‘(K.it:k) Level 1, Heightened Senses (Hearing) Level 1,
* . Light Armour Level 2, Natural Weapons (Hooves —
treat as claws) Level 1, Personal Gear (Spear, Shield)

Level 1, Sixth Sense (Détéct Danger) Level 1, Speed
Level 2, Super Strength Level 11

Melee Attack Level 1, Melee Defense Level 1,
Unarmed Artack Level 1, Wilderness Survival Level 1,
Wilderness Tracking Level 1 *

Awkward Size 1 BP Cais SIA

h CEDTQUR CLDER

45 Character Points’

Body 8, Mind 5, Soul 5

Attack Combat Value 6, Defense Combat Value 4 ¢ 154 of love and friendship are strengthened during

“ these times.

Health Points 95, Energy Points 50

Animal Friendship Level 1, Appearance Level 1,
Aura of Command Level 3, Damn Healthy! Level 3,
Dynamic Sorcery (Nature Magic) Level 2, Extra

. Capacity Level 1, Heightened Awareness Level 2,
" Heightened Senses (Hearing) Level 1, Highly Skilled
" Level 1, Kensei (Judge Opponent) Level 1, Light

Armour Leyel 2, Natural Weapons (Hooves — treat
as claws) Level 1, Personal Gear (Spear, Shield) Level

4 1, Sixth Sense (Detect Danger) Level 1, Speed Level 2,

Super Strength Level 1

Animal Tramlng Level 2, Cooking (Game) I.evel
1, Melee Attack Level 1, Melee Defense Level 1,

Petforming Arts (Storytelling) Level 1, Unarmed

Acgack Level 1, Wilderness Survival Level 1,

* Wilderness Tracking Level 2

Awkward Size 1 BP

ey

CenTaur

Centaurs are beings with the torsos, arms, and
heads of a humanoid and the lower bodies of horses.
These strong, sleek; and regal people spend most of
their time on the plains and other open areas. They
reside in small communities, ranging from 50 to 500
people, living simple lives. Their nomadic lifestyle is
a result largely of their desire to run and always
remain active, abhorring a sedentary lifestyle.
Different centaur communities come into contact
with each-other often which, m MOSE C4SEs, Are Causes
for celebration and rcvelry. Sometimes, though,
communities will develop animosity. for each other,
resulting in fierce battles shoPld watriors from each
side ever meet on’an opéft field. In some rare

instances in -the past, centdur communities have
 bonded together formirg massive bands of centaurs,

usually ‘during time. of 'great conflict. Few thmgs
inspire the degree of fear and awe of seeing thousands
of centaur warriors upon an open plain. These great
bands of centaurs usually’ st oply as long as the
conflict with each community, breaking away, though

Centaurs conflict with few other races due to
their grassland homes and nomadic lives. When they
dp;;:_;.tome into conflict with anyone, however, they
fight fiercely and withour quarter asked nor given.

Centaur characters are always eager for action
and often maintain an open-minded view of people,

judging them by their actions and deeds.

Centaur TempPLATE -

Template Cost: 10 Character Points

Body +2

Damn Healthy! +1, Excra Capacity +1,
Highly Skilled +1, Natural Weapons (Hooves — =

treat as claws) +1,'Speed +2, Super Strength +1

Unarme'd Atrack 41, Wilderness Survival "F'
Wilderness Tracking + 1

Awkward Size +1

1
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Demons are the malicious servants of demon lords

~and evil gods. Many religions see them as fallen angels,
beings cast to Earth or banished to another dimension for

rebellion. They may still have a role, Serving as agents of

punishmeéne in the afterlife for those damned by the gods,

In other religions, they are invaders secking to destroy all of

Creation. Demons often have interests in areas that mirror, .
those of angels, becoming their rivals. They take special joy |

in perverting all that is pure, good, and beautiful. If'a
young couple are in love, a demon will look for a way to
turn it to selfish, harmful lust.” If 2 guardsman takes pride
in his role as a protector, a demon will try weewist this o
arrogance and cruelty. ljgmons are also instruments of
wanton destruction, Whether unleashed accidentally by a
mortal’s act or summoncdby a mad wizard, demons take
great joy in smashing, maiming, and killing, spreadmg
misery wherever they 8- “ v

Demons  come in rnany forms, “from cIassu: red .
; humanoids with the hindquarters and horns ofa goat and a

pointed tail to shapeless, shiftingiblobs sprouting dozens of
mouths and tentacles. Wihen acting as cempters, they will
appear in forms most likely to please or reassure their
victim.  Demons most often operate alone or in ‘small
numbers, for thqr haye tmuble working together for long
without betraying each other unless held together by a more

powerful demon. When demons gather in large numbers, |

“Demon or Famine

it is an omen of great evil for the world.

Most demons will fight with natural weapons and
magic, bur powerful demons will have Special Atcacks such
as a fiery breath or a wave of madness. Some will also carry
Items of Power that are artifacts of deadly mighr. ¢

Demob TempLATE

Template Cost: 50 Character Points
Body +4, Mind +1, Soul +2

Astral Projection +1, Aura of Command +3,

_Combat Mastery +1, Damn Healthy!+3, Divine
2, Dynamic Sorcery +1, Flight +1, Highly—

Relationship +
Skilled +2, Heightened Awareness +1, Kensei- (Judge
Opponent) +1, Life Suppore +2, Mind Shield 42, Natural
Weapons (Claws, Fangs, or Tentacles) +2, Reincarnation
+1, Shape Change +1, Sixth Sense (Magic) +1, Special
Defense (Ageing) +1, Super Strength +2

K‘z_ - Culrural Arts +1, Melee Artack +2, Ne!ec Defense

+l, Military Sciences +1
\';_Hag!c Restriction (Agent of a Demon Lord) +1

Demon orF Greep
70 Character points

Body 8, Mind S, Soul 6

Atrack Combar Value 7, Defense Combat Value 5
Health Points 110, Energy Points 55

Astral Projection Level 1, Aura of Command
Level 3, Combat Mastery Level 1, Damn Healthy!
Level 4, Divine Relationship Level 2, Dynamic’
Sorcery Level 1, Flight Level 1, Heightened
- Awareness Level 2, Kensei (Judge Opponeat) Level 1,
Life Support Level 2, Mind Shield Level 2, Nartital
Weapons (Claws, Fangs, or Tentac[es) Level 2,
 Reincarnation Level 1, Shape Change Level 1, Sixch
Sense (Magic) Level 1, Special Attack: Inspire Greed
Level 2 (,.50 Damage; Accurate, Drain Soul, Soul
Attack, L mited Shots x2, No Damage, Short Range),
Spec:gl. fisé” (Ageing) Level 1, Super Strength
‘Level 2 3 r ¥

Cultural Arts Level 1, Melee Artack Level 2,
\Melée Defense Level 1, Military Sciences Level 1

Magic Resriction (Agent of a Demon Lord) 1 BP

90 Character Points
Body 8, Mind 7, Soul 8

Attack Combat Value 9, Defense Combat Value 7
Health Points 120, Energy Points 75

Astral Projection Level 2, Aura of Command
Level 3, Combat Mastery Level 2, Damn Healthy!
Level 4, Divine Relationship Level 3, Dynamic
Sorcery (Death Magic) Level 5, Flight Level 2,
Hpighfened Awareness Level 5, Invisibility Level 1
Kensei (Judge Opponent) Level 1, Life Support Level -
2,"Mind Shield Level 2, Natural Weapons (Claws,

_Fangs, or Tentacles) Level 2, Reincarnation Level 1,

Shape Change Level 1, Sixth Sense (Magic) Level 1,
Special Defense (Ageing) Level 1, Super Strength
Level 2

Culeural Arts Level 1, Melee Attack Level 2,
Melee Defense Level 1, Military Sciences Level 1

Magic Restriction (Agent of a Demon Lotd) | BP




i )

|

Nike Geyer



T - AP —

BIG Eyes S’anL D)OUTH Fantasy BeSTIARY

T?

[

~ Dwarr

s Dwarves are stout, rugged, noble craftsmen who

|"

".‘:;-' live under the ground. The men and women of the
-~ dwarven nation live most of their lives in beautiful,
3 majestic caverns under mountains, working stone and
metal with a skill and grace that belies their gruff
exterior. Dwarves often have dealings with the
outside world since many other races are eager to
trade goods for dwarven-crafted weapons and armour.
Due to their self-imposed confinement underground,
dwarves are open to these trade ‘arrangements in
return for foods and ()the;' goods that are hard to come
L by under tonnesiof rock.

L Dwarves are a brash and bold people, wnllmg 0
speak their mind regai'dless of decorum. | While
know how to party — few, if any, races can maintain

47 pace with a dwarf in a drinking contest.’

;,e  Dwarves bear a long and deep hacred of orcs,
goblins, and bgres — rages that are often found in
mountainous regions. There has been a long

memories of even the oldest of mortals. Dwarves and
gnomes, however, are close friends, eager to share
their crafts with each other.

Dwarf characters are usually boisterous ::fez
_fiercely honourable people, eager to fight against evil.

Dwarr TempLATE
Template Cost: 10 Character Points

L Body +2, Soul +1 g
Aura of Command +1, Combat Mastery +l
Damn Healthy! +2, Highly Skilled +2, Special

\; Defense (Disease) +1
--_vf (5.

<=

Architecture +1, Artisan +1, Linguistics +1,
\ elee Attack +1, Navigation + 1, Unarmed Attack +1

"~ Not So Fast +1 p

%,

dwarves may often stem stern and serious, they also .

standing war between the dwarven nations and cheir
hated foes thac reaches back well beyond the . ',

Dwarr CLansman

30 Character Points
Body 6, Mind 4, Soul 5

Acrack Combat Value 6, Defense Combat Value 4
Healch Points 85, Energy Points 45

Aura of Command Level 2, Combar Mastery
Level 1, Damn Healthy! Level 3, Focused Damage
(Hammer) Level 1, Heightened Awareness Level ;'
Heightened Senses (Hearing) Level 1, Kensei (Blind
Fighting, Judge Opponent) Level 2] Light Armour
Level 2, Personal Gear (Hammer, Clan Heirloom)
Level 1, Special Defense (Disease) Level 1 ;

Architecture Level 1, Artisan Level 1,
Linguistics Level 1, Melee Attack Level 1, Navigation
Level 1, Unarmed Attack Level 1

Nar.§o Fast.1 BP

Dwarr WARRIOR AND |
YCHOLAR |

45 Character Points

Body 7, Mind 6, Soul 6

Arrack Combat Value 8, Defense Combat Value 6
Health Points 95, Energy Points G0

Aura of Command Level 2, Combar Mastery
Level 2, Damn Healthy! Level 3, Focused Damage
(Battle Axe) Level 2, Heightened Awareness Level 3,
Heightened Senses (Hearing x2) Level 2, Highly -
Skilled Level 2, “*Kensei (Blind Fighting, Judge
Opponent) Level 2, i.ighr Armour Level 3, Massive
Damage Level ‘1, Personal Gear (Battle Axe, Clan
Heitloom) Level 1, Special Defense (Disease) Level 1
"o, Architecture Level 3, Artisan Level 1, Cultural

Arts (Dwarf History) Level 4, Linguistics Level 2,
Melee Artack Level 2, Navigation Levcl 1, Unarmed

* Attack Level 1

Not So Fasc 1 BP . "-_

2. CharacTer Race TeppLares
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Dark CLF (UORKER
35 Character Points

Body 5, Mind 4, Soul 5

Atrack Combat Value 6, Defense Combat Value 4
Healch Points 50, Energy Points 45

Appearance Level 2, Aura of Command Level 1,
Combat Mastery Level 2, Dynamic Sorcery Level 1,
Feature (Longevity) Lével 1, Focused Damage (Sword)
I.evel % Haghtened Awareness Level 1, Highly
Skﬂled Level 2,'Kensei (Judge Opponent, Lightning
Diaw, Precise S,tlroke) Level 3, Personal Gear (Sword)
Level 1, Sixth Sense (Detect High Elves) Level 1

Cultural Arts (Demonology) Level 1,
Intimidation Level 1, Linguistics Level 1, Melee
- Attack Level 2, Melee Defense Level T; Poisons Level

g 3, Stealth Level 1, Wilderness Trackm_g Lc;el 1

3 Bane (Sunlight) 1 BP

-

.
] \

Dﬂﬂh E'Lf' Dt'monomem

P ; 50 Character Points
Body 5, Mind 6, Soul i

~ Attack Combat Value 7, Defense Combat Value 5
Health Points 60, Energy Points 95

. Appearance Level 2, Aura of Command Level 3,
(Eomba;,Mastery Level 1, Dynamic Sorcery Level 3,
. Energy Bonus Level 3, Feature (Longevity) Level 1,
Heightened Awareness Level 2, Highly Skilled Level
* 3, Kensei (Precise Stroke) Level«1, Personal Gear
(Sword, Demonic. Grimoire) Level 2, Sixth Sense
 (Detect Hanglwes, Spirits) Level 2

. Cultural Arts (Demonology) Level 5,
Intimidation Level 1, Law (Demon Pacts) Level 1,

- Defense Level 1, Poisons Level 3, Sceaith Level 1,
.deemess Tracking Level 1

e Bane (Sunlight) 1 BP

‘and the vibrant wonders of the wortld has been

- group of elven wizards uncovered some evil magical

that they are descended from tigh elves.

% 'ngmstlcs Level 1, Melee Attack Level 2, Melee

Template Cost: 15 Character Points
. Body +1, Soul +1 ..-.-
. Appearance. +1, Aura of Command +1; =
‘Combat Mastery +1, Heightened Awareness +1,
, ~Feature (Longevity) Level 1, Highly Skilled +3, R

CLF, DARK

Dark elves are the distant, evil cousins of high
elves who abandoned their foresc homes for
subterranean dwellings. They share a number of =
similarities with their woodland born cousins — long, b
slender, and elegant features and a natural affinity for

smagic. For some reason, however, their love of life

replaced by a deep hatred and reséntment for the
world. Dark elves are therefore malicious beings who
eagerly serve- the dark gads of the world. Some
believe that the dark elves came into existence when a

secrets that forever changed and warped them. Dark 4|
elves bridle ar this theory, fésenting any implication

Dark elves will work with anyone so long as .
they serve the elves” long term goals of destruction
and domination. Once the dark elves determine thar
the'benefit of the alliance has run its course, they will
turn on theirallies in the blink of an eye. This means ’
Few intelligent races will trust & dark elf for long,
“blade in their back. The less-intelligent races are
eager to ally themselves with the powerful dark elves = =
and rarely live to tell of their mistake.

i " Dark elf characters are ambitious and power-
hungry, willing to do anything to achieve their goals;

Dark €LF TempLaTE

Kensei (Precise Stroke) +1, Dynamic Sorcery +1 '.j,;’ 3
Intimidation +1, Linguistics 41, Melee Attac:fl/
+1, MeleB-'Defense +1, Poisons +2, Stealth 4

Wilderness 'Ii'ackmg +1

Bane (Sunlight) +1
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E’LF HiGH

Sometimes known as wood elves, high elves are

~tall, slender, elegant guardians of the wilderness.

Elves live for many hundreds of years, spending most
of their-time deep in their wild forests, caring for
nature. While most elves are content to remain in
their peaceful woodland homes, others are curious-
about the world beyond their green pastures. These
clves go forth and wander the lands, learning from
other races, advenmrmg, and often combatmg the

forces of evil. : ¥t .5
L1

Elves and orcs have a long history of ammos;ty

.ﬂrt

between them, stemmmg from by numerous bloody. -

wars over the ages. )Thc orcs’ destructive nature
regularly brings them Iﬁ‘&l conflict with elves ;whn will
always stand opposed t0 thuse who harfin nature.

High elves and dwanrts also have a long history |
with each other, though far Tess antagonistic.  Elves

. have troubles comprehending a dwarf’s desire to live

underground, away, from/the sunlight, fresh air, and
the vibrancy of nature.. Dwarves similarly have

troubles understanding’the enigmatic elves and their
ways. This rift of misunderstanding has kepr elves '

and dwarves from forging a strong alliance and
sometimes resulted in bickering or even mild conflict.
Regardless, elves and dwarves can often count on each
other for aid when needed. 5

High elves are usually good, kind' characters
who stand against evil and cruelty.

Higr €LF TempLare

_ Template Cost: 15 Character Points

Body +1, Mind +1, Soul +2
Animal Friendship +1, Appearance 41, Aura

of Command +1, Bow Bunny (Lightning Draw) +1, -

Dynamic Sorcery +1, Feature (Longevity) Level 1,

\;lbetghwﬂed Awareness + 1, Highly Skilled +2, Mind

ield +1 | i

Archcry +1, (ulmr.;l Arts +1, ngmsncs +1,

HigH €LF ADUENTURER

35 Character Points
Body 5, Mind 5, Soul 7

Arttack Combart Value 6, Defense Combat Value 4
Health Points 60, Energy Points 60

Animal Friendship Level 1, Appearance Level 2,
Aura of Command Level 1, Bow Bunny (Lightning
Draw) Level 1, Combar Mastery Level 1, Dynamic'
Sorcery Level 1, Feature (Longevity) Level 1,
Heightened Awareness Level 3, H.;glﬂy Skilled Level
1, Mind Shield Level 2, Personal Gg'a.r (Long Fdw,
Arrows, Spear, Shicld) Level 2

Archery Level 1, Cultural Arts (Occultism)
Level 1, Linguistics Level 1, Melee Attack Level 1,
Melee Defeme Level’l, Riding Level'1, Stt'a]th Level

1, Wild tess Suryival Level 1

Not So Strong 1 BR, Not So Tough 1 BP

/4

HigH E’LF_.S’ORCﬁRﬁR

50 Character Points
Body 5, Mind 7, Sotl 9

" Actack Combat Value 7, Defense Combat Value s
Health Points 70, Energy Points 120

Appearance Level 2, Aura of Command Level 2,
Bow Bunny (Lightning Draw) Level 1, Dynamic
Sorcery Level 3, Energy Bonus Level 1, Feamr:e'
(Longevity) Level 1, Heightened Awareness Level 3, ~
Highly Skilled Level 2, Mind Shield Level 2, Personal
Gear (Long Bow, Arrows, Spear,Shield) Level 2

Animal Training Level 1, Archéry Level 1,
Culeural Arts (Occultism) Level 5, Linguistics Level 1,

- ‘Meglee Attack Level 1, Melee Defense Level 1, Riding
" Level 1, Stealth Level 1, Wilderness Survival Level 1

Not So Strong 1 BP, Not So Tough 1 BP .
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Standing as much as 20 to 25 feet in height,
~ giants are truly imposing people. ~Giants appear as
humans with skin colours matching their habitat;
giants that live in the mountains have rocky, brown or
grey skin; giants that live by the sea have smooth,
blue skin; giants that live in the swamp have hairy;

mottled green and brown skin, etc.’ In most cases,

giants are solitary creatures that keep to their own.
The past has taught giants thac their size makes them
feared and the smaller rgces of the wor}d*wdl often
attack a giant on sight. | This has led some giants to

resent “the lieele peaple,” making them eager to strike -

out for past m]ustlcfs If presented with an
opportunity to strike aginst a small group thac the

giant feels he or she cdh defeat, d reseneful giant will
happily exace retribution for'the deaths of his or her |

ancestors. Other giants, however, would ._ like to
change the perception that surrounds their kind and

eagerly help the smaﬂg_r races whenever possible,

Regardless, giants.f ogﬁ‘ize that, despite their size
 and strength, they fack the numbers to stand against
the combined might of the smaller races and prefer

solitude rather chan risking death ac the hands of an”

angry and fearful hunting party.

Some giants, known as a cyclops, only have one
eye (though the rest of their statistics are the samc»as
a standard giant).

Giant-<characters share a similar range of
motivation and goals as humans,though they tend to
be reserved and wary of the reaction.their presence
may cause.

Giant TempLaTe
Template Cost: 10 Character Points

Body +2

: \ Damn Healthy! +2, Highly Skilled +1, Light

\érmour +1, Super Strength +2
p Me]ec Attack +1, Melee Defense +I

wkward Size +2

UprFrieppLy QianT
3() Character Points

Body 6, Mind 4, Soul 4

Attack Combat Value 4, Defense Combat Value 2

Health Points 80, Energy Points 40

Damn Healthy! Level 4, Extra Attacks Level 1,
Light Armour Level 2, Persondl Gear (Club, Sack with
Throwing Rocks) ixvc! 1, Speed Level 1, Super
Strength Level 2 '

Cooking (Lictle People Stew) Level 1, Melee
Actack Level 2, Mc_[ee Defense Level 1, Thrown
Weapons Level 1

Awkward Size 2 BP

MonyTROUs GianT

45 Character Points

Body 9, Mind 5, Soul 5

Artack Combat Value 7, Défense Combat Vahie 5
Health Points 110, Energy Points 50

Combat Mastery Level 1, Damn Healthy! Level

4 4, Extra Accacks Level 2, Highly Skilled Level 1, Light
*Armour Level 1, Massive Damage Level 2, Personal

Gear (Club, Sack with Throwing Rocks) Level 1,
Speed Level 1, Super Strength Level 2

Cooking (Lictle People Stew With Vegerables) 2
BP. Melee Artack Level 2, Melee Defense Level 2,
Thrown Weapons Level 4 >

Awkward Size 2 BP
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Gnome TeCHDICIAD
25 Character Points
Body 4, Mind 5, Soul 4
Attack Combar Value 4, Defense Combat Value 2
Health Poines 40, Energy Points 45
Divine Relationship Level 2, Feature (Longevity)
iLwel I, Focused Damage (Wrench) Level 2,
. Heightened Awareness Level 3, Mechanical Genius
,._;xvel 1, Personal Gear (Tools, Knife, Bow and
&rraws} Level 2, Sixth Sense (Detect Danger) Level 1
" Artisan Level 2, Stealch Level 1, Archery Level
1, Linguistics Level 1 :

Not So Strong 1 BP

Ghome ﬂDuEDIUReR

40 Character Points
Body 4, Mind 7, Soul'6 k

Attack Combat Value 5, Defense Combat Value 3,
Health Points 70, Energy Points 85

. ! Damn Healthy! Level 2; Divine Relationship
| Level 2, Dynamic Sorcery (Alchemical Magic only) J

et

* Level 3, Encrgy Bonus Level. 2; Feature (Longevity)®

Level 1, Highly Skilled Level 2, Heightened
_ Awareness Level 1, Mechanical Genius Level 2,
- Personal. Gear  (Laboratory, Scientific Instruments,
.+ Knife, Bow and Arrows) Level 3, Sixth Sense (Detect
=" Danger) Level 1

h' £ Artisan Level 4, Stealth lﬁvﬂi, Archery Level
2, Linguistics Level T, Melee Combat Level 1, Writing
= (Technical Jotrnal) Level 2

Not So Strong 1 BP

e

. Heightened Awareness + 1, Mechanical Genius +1

14

Gnome

The intelligent and highly innovative gnomes d
are distant cousins of halflings with hints of = =
similarities to dwarves as well. Gnomes are avid =

i

alchemiists and inventors, constantly striving.to learn
new and interesting scientific 'gems of knowledge.
‘Gnomes live in medium-sized communities in a
variety of environments, be it near their dwarven
friends in the mountains, along side their halfling
cousins in the plains, orin villages in the elven woods.
A gnomegommunity is asily identifiable by its
unique architecture — fantastical door knockers,
wondrous systems of levers and pulleys for seemingly
mundane objects ‘such as dpor hinges, and other 1
marvels of inpovation abuuri‘d d

Gnomes are close mends with halflings and
especually dwarves who understand the care and |
attention gnomes pay to their craft. Gnomes have
often fallen prey ro dark elves and other evil races,
who are intent upon forcing the inventors to ply their '
trade towards their evil goals. L;!-;e halflings, gnomes
avoid open conflict, preferring to rely on wits and
intelligénce when forced to fight. To che chagrin of
those who mistreat gnomes, their wits more than
compensates for their small stature. When a gnome

[V &
-~

sets a trap, it is an elaborate device sure to spell doom
foms target. ‘
Gnome characters are concerned pnmarlly with O
discovery and creating marvels of science and v,-
seriously resent their creations being used against -.;t
others. gxy,
=g

Gpome TempLATE =
Template Cost: 5 Character Points 3

Feature (Longevity) +1, Highly. Skilled +2,

Artisan’ +2, Stealch +1,
Linguistics ;&- 1

Not So Strong +1

L

Archery + 11;'

CHaracTer Race T




~ GoBLID

" humanoids that thrive everywhere.

Goblins are small, rough, and ill-disposed
They are
nomadic, roving about in large tribes where the
strongest leads (and contests for who is the strongest
are common). Goblins' desire to plunder and take

what they want drives them to roam — once they.

strip an area bare, they move on, While goblins may
be slight and small, their harsh lives make them
sturdy and ferecious. Additionally, goblins reproduce
at an alarming rate. Sincg.most intelligentvaces view
them -as a threat and ‘they live brural lives, their

- numbers remairt in,check. Sometimes, gob]m tribes -

that avoid conflict lcmgx«énough grow to a size of tens

- oreven hundreds of thc&ia.ﬂds Ac times like thls, the

goblins will move, en rasse, plundering everythmg in
their path until a force puts'an end to their march,

 dwindling their numbers and bn:akmg the tribe into
- smaller groups.

Goblins. will soragtlmcs work with orcs,
hobgoblins, and, bn rare. circumstances, ogres. In

~ most cascs, the other race is simply using the goblins
as foot-soldiers in a war upon the lands, bolstering

their own numbers. Elves, dwaryes, and humans are
often the first races to step forward when goblin
aumbers get out of hand, knowing that it could lead
to a serious conflict if left unchecked. 3,

Goblin characters are tough, rugged, and mean

3 -‘; . spirited individuals who take what they want when
- they want it.

GoBrLID TempLATE

=" Template Cost: Zero Character Points
Body +1, Mind -1, Soul -1
Highly Skilled +2

b Melee Actack + 1, Melee Defense +1, Stealth
N +1, Wilderness Tracking + 1, Wilderness Survival + 1

—

GoBLID TRIBEYMAD
20 Character Points

Body 6, Mind 3, Soul 3

Attack Combat Value 3, Defense Combat Value 1
Health Points 75, Energy Points 30

Damn Healthy! Level 3, Focused Damage

(Spear) Level 1, Heightened Senses (Hearing) Level 1,

Light Armour Level 1, Personal Gear (Spear, Shield)’

Level 1, Sixth Sense (Detect Dwmes, Elves) Leve[ 2

Melee Attack Level 1, Melee Defense Level 1, .-‘
Stealth Level 1, Wilderness Tracking Level 1,
Wilderness Survival Level 1

Not So Strong-1 BP

GOBLIND. YHAMAD
35 Chiaracter Points
Body 6, Mind 4, Soul 5
- Attdck Combat Value 5, Défense Combat Value 3
Health Points 75, Energy Points 75

Damn Healthy! Level 2, Divine Relarinmhip
4 Level :2, Dynamic Sorcery Level 2, Energy Bonus

* MLevel 3, Focused Damage (Spear) Level 2, Heightened

Senses (Hearing) Level 1, Highly Skilled Level 1,
Light Armour Level 2, Personal Gear (Spear, Shield)
Level 1, Sixth Sense (Detect Dwarves, Elves, Spirits)
Level 3 ;

Cultural Arts (Goblin Lore) Level 2, Medical
(First Aid) Level I; Melee Attack Level 1, Performing
Arts (Ricual Dance) Level 3, Social Sciences (Tribal
Politics) Level 1, Stealth Level 1, Wilderness Tracking
Level 1, Wilderness Survival Level 1

. Not So Strong 1 BP
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- HaLFLing

The diminutive, jovial halflings live happy

~ lives in rolling glades and verdant glens on the

fringes of larger communities, While some
halflings take to wandering the world in sedrch of
stories and excitement, most are content to live

their lives in their close-knit villages. The three to-
four foot ta.l!'ha]ﬂings are fond of parties, tales of

wonder, and all'sorts of celebrations, especially if a
meal is involved — halflings are hearty eaters,
never turning down an excuse tospartakedn a meal.
Halflings are rarely violent and shy from physical
conflict in most.situations, preferring to wage a
battle of wits over a anreSt of brawn. This leads
many daring halflingseto mischievous activities,

testing their ingenuit} and Creativity rather than
; risking the potential of a refl fight. When ‘pushed

mto ‘a fight, however,’ thalflings exlul:ut a
determination and resolve that belies their size and

* catches most opponents off guard and ill-prepared.

Since haiﬂmgq live pluse to other, larger, well-

~established societies, they have few enemies, Instead,

they often have good relarions with humans, elves,
and dwarves (the races they most often reside near).

Halfling characters tend to be good and hearty
characters who are looking for nothing more than
excitement and tales of wonder. When friends ar'E*".i;:.
need, though, they will be the first to step forward to

~ offer aid; regéirdless of the danger involved.

HaLrLng TempLATE

Template Cost: 5 Character Points

Soul +2. i

Divine Relationship +1, Highly Skilled -1

. Acrobatics +1, Cooking +1, Ranged Defense
" +1, Stealch +1, Unarmed Defense +2

Not So Strong +1

)OUTH FADTAYY BESTIARY.

Young ApdLT HALFLING
25 Character Points

Body 4, Mind 4, Soul 6

Attack Combat Value 4, Defense Combat Value 2

Health Points 50, Energy Points 50

Appearance Level 1, Art of Distraction Level 1,
Damn Healchy! Level 1, Divine Relationship Level 2,
Focused Damage (Sling) Level 1, Heightened’
Awareness Level 3, Personal Gear (Quality Cooking: -

. Knives, Pipe, Tobacco, Sling) I.evel"l Sixth Sense
(Detect Danger) Level 1, Stealth (Visron} Level 1

Acrobatics Levél 1, Cooking Level 1, Ranged
Defense Level 1, Stealth Level 1, Unarmed Defense
Level2 =

" Not So S'!trong 1 BP

il

i /o
:4_ },~a

T XPERENCED - I‘IQLFLIDG
40 Character Points £ \

Body 5, Mmdi Soul 8

Artack Combat Value 6, Defense Combat Value 4
‘Health Points 85, Energy Points 65

Aura of Command Level 1, Appearance Level 2,

Arr of Distraction Level 2, Damn Healthy! Level 2,

Divine Relationship Level 3, Focused Damage (Sling)
Level 2, Focused Damage (Sword) Level 2,
Heightened Awareness Level 3, Highly Skilled Level -

1; Personal Gear (Pipe, Short Sw_{_)'_rd, Tobacco, Sling) =

Level 1, Sixth Sense (Detect Danger, Evil) Level 2,
Stealth (Hearing) Level 2 -

Acrobatics Level 1, Cooking- Level 1, Melee
Attack Level 1, Performing Arts (Storytelling) Level
2, Ranged Defense Level 1, Stealth Level 1, Unarmed
Defense Level 2, Writing (Letters) Level 1 :

~ Not So Strong 1 BP

b
N
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HOBGOBLID YOLDIER
25 Character Points
Body 6, Mind 3, Soul 4
Attack Combat Value 6, Defense Combat Value 4
Health Points 50, Energy Points 35

Combat Mastery Level 2, Heightened Senses
(Vismn) Level 1, Light Armour Level 2, Focused
Damage (Sword) Level 1, Highly-Skilled Level 1,
Natura.l Weapons (Claws, Fangs) Level 2, Personal

‘Gear (Sword, SHield) Level 1

; * Melee Attack Level 2, Melee Defense Level 2,
Stealth " Level 1, Wilderness ' Tracking' Level 1,
Wilderness Survival Level 1

HOBGOBL!D C:—wzr

:‘i

 Body 8, Mind 4, Soul5 $ Oy

Attack Combat Valye 8, Defense Combat Value 6.
Health Points 65, Energy Points 45 :

Combat Mastery Level 3, Heightened Senses
(V]saon x2) Level 2, Kensei (Judge Opponent, 3

Lightning Draw) Level 2, Light Armour Level 3,4 -

Focused Damage (Sword) Level 2, Highly Skilled
Level 2, Massive Damage Level 1, Natural Weapons
(Claws. Fangs) Level 2, Personal Gear (Sword, Shield)
tevel 1

* Law (Tribal) Level 1, Melee Attack Level 3,

" Melee Defense Level 2, Stealch Level 2, Wilderness

Tracking Level 1, Wilderness Survival Level [

ot
SRES

hunting'them down:

HOBGOBLID

Hobgoblins are the larger cousins of goblins,
larger even than orcs. Hobgoblins live in medium-
sized tribal groups that are centred on familial bonds.
These tribal groups are aggressive, moving around the
lands and atracking villages and towns on a regular

«+basis. Though they will sometimes join forces with

goblins or orcs in their battles with the other races,
hobgoblins prefer to act alone. Whilé they are not the
most intelligent of the humanoid: races, they have
learned thatmoving about~ large numbers attraces
the unwanted attention of sdchers Thus, they prefer

- to move in small bands, striking cheir targets swiftly

and dcc:sweiy, and then moying on towards a new

targer. This way, they redudé'the chances of an army
i "

Hobgoblins keep company with the other races |

for as short an amount of time as possible, moving on
as ‘soon as the opportunity presents itself. Despite

their efforts to maintain a low profile, humans and

elves know the threat that, hoﬁgybhn tribes pose to

their outlying settlements and will hunt them 'down

whenever they find a gathering.  Unfortunately,
hobgoblins do a good job of moving about unseen so
conflicts with them are rare.

Hobgoblins are stealthy characters' who are

€ager to take what they want, bue will always ery to

avoid detection.
i e

HorGoBLID TempLATE

. Template Cost: 5 Character Points
, Body +2, Mind -1

“Fangs) +2

- Melee' Attack +1, Melee Defense +1, Stealth ~
+l, Wilderness Tracking +1, Wilderness Survival +1 5 R

Highly Skilled +2, Natural Weapons (Claws,

b

Y

s




‘__KOBOLD

Kobolds are small, hairy, energetic cousins of

" goblins, who regularly join orcs or other larger, war-
like races. Though larger races regularly bully them,
kobolds- enjoy the protection of the larger race's
company as well as‘accompanying them while on
raids. This affords the kobolds the chance to invade:
settlements without fear of being slaughtered.
Sometimes, a kbbold' tribe will grow large enough

that it will part from the larger war-band and strike

out on its own. These lasge groups of small, vicious
kobolds will cut a swal through the countryside,
using speed and'stealth to strike at their targets. If
the group is lucky, ‘their cunning and furtive
movements will keep hofiters from ending rhelr reln
of terror. Few kobold Bands are hucky for long

"Kobolds will often work alongside orcs, -

hobgoblins, ogres (thouglt ogres will sometimes eat

them), and their slightly larger cousins, goblins.
These races suffer their, presence only because the

kobolds are so eager to help in whatever way they can,
- even 'if it means: being the first into a fight.

Additionally, they make excellent scouts, keeping the

larger war-band informed of enemy movements.

Other intelligent races view kobolds as a nuisance
While villagers
won't stand against a band of orcs, they'll cagcr!y
muster to hunt down a kobold clan.

that kill livestock and spoil crops.

Kobolds are highly energetic characters who are
eager to please and quwkly succumb to bullying
LaCtics.

‘KoBoLD TempLATE
Template Cost: Zero Character Points

Mind -1
x i Heightened Awareness +1, Stealth +2

Not So Strong +2
b

gr\.

.

-~

KOBOLD (UORKER
20 Character Points

Body 4, Mind 3, Soul 4

Atrack Combat Value 3, Defense Combat Value 1

Health Points 40, Energy Points 35

Damn Healthy! Level 1, Heightened Awareness
Level 3, Heightened Senses (Hearing, Smell) Level 2,

Personal Gear (Small Sword) Level 1, Special;

Movement (Untrackable) Level 1, Sl:ealth Level 5
Tunnelling Level 1

Not So Strong 2 BP, Unskdled 2 BP

KOBOLD YHAMAD

35 Character Points 7
'Body;é Mind 4, Soul 5
Attack Combat Value 5, Defense Combat Va]ua 3
Hedlth Points 65, Energy Points 45

‘Darin Healthy! Level. 2," Divine Relationship
Level 2, Dynamic Sorcery Level 1, Heightened
Awareness Level 3, Heightened Senses (Hearing,

, Smell) Level 2, Light Atmour Level 2, Personal Gear
«Smill Axe, Fetishes, Shrunken Heads) Level 2, Sixth

Sense (Detect. Spirits) Level 1, Special Movement
(Untrackable) Level 1, Stealth Level 3, Tunnelling
Level 1 -

Not So Strong 2 BP, Unskilled 2 BP

55 Q%m Race TempLaTes
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= Template Cost: 15 Character Points

leqm)r'om

Lizardfolk are a race of serpentine humanoids

" that live in swamps and marshes, far from most other

civilized races. Lizardfolk are fiercely territorial beings
who will ambush and brutally attack anyone who
enters their swampy home. Their villages, while

mired in dank, humid swamps, are beautiful, existing

both above and beneath the water., Almost half of the
lizardfolk village lies underneath the vegetation

floating atop the calm waters, with large logs and ..

plants creating a:r»po-ckets in wh:ch they can breath.

Lizardfolk live in \a close symblosts with their
environment, taking from it what they require but
not abusing it. Lizardfolk will often work to maintain’
a balance should théy, notice that something is
endangering their sutrgundings. If a predacdr moves

into the area and threatens 1o tip the balance of the -
' ecology, for example, they will form a hunting party

to kill the invader to re-establish - the balance.
Likewise, if they require a resource that is

' diminishing, they will expend efforts to cultivate it

growing needed plants, protécting the species, or
somehow revitalizing che resource.

The Lizardfolk rarely come into contact with the . ',

other races and usually only when another race
invades their swamp home. When that happens, the
invader encounters swift and brutal attacks until they
are dead or leave the lizardfolk’s territory.

Lizardfolk characters will rarely leave thetr
homeland-and do so only under extreme circumstances,
eagerly anticipating their return to their home.

LizarproLs TempLaTe

Body +1 -
Highly Skilled +2, Heightened Awareness +1,

Light Armour +2, Life Support +1, Natural
Weapons (Claws, Fangs) +2, Stealth +1, Water

\;,Specd (Needs air) +2

. Intimidation +1, Swimming +2 Unarmed
Actigk. +1, Unarmed Defense +1, Wilderness
Sury 1&?1 Wilderness Tracking +1

Awkwatd Size +1

LIZﬂRDFOLh QHIE’FTFIII% e
'50 Character Points '

LIZARDFOLK (UQRRIOR

35 Character Points

Body 6, Mind 4, Soul 4
Attack Combat Value 4, Defense Combat Value 2
Health Points 90, Energy Points 40

Damn Healthy! Level 3, Focused Damage (Bite)
Level 2, Heightened Awaréness Level ‘2, Lighc
Armour Level 4, Life Supporc Level 1, Masswe
Damage Level 1, Natural Weapons (Claws; Fan
Level 2, Stealth (Hearing) Level 2, Water Spee
(Needs air) Level 2 '

Intimidation Level 1, Swimming Level 2,
Unarmed Attack Level 1, Unarmed befense Level 1,
Wilderness Survival Level 1, Wﬂdemess Trac‘kmg
Legal kS 70 2

Awl:féa{déize 1 BP

i =

¥

Body 7, Mind 5, Soul 5

Attack Combat Value 7, Defense Combat Value 5
Health Points 90, Energy Points 50

Combat Mastery Level 2, Damn Healthy! Level
3, Extra Attacks Level 1, Focused Damage (Bite)
Level 2, Highly Skilled Level 1;-Heightened
Awareness Level 3, Kensei (Judge Opponent) Level T,
Light Armour Level 4, Life Support Level 1, Massive

Damage Level 1,-Natural Weapons (Claws, Fangs)

Level 2, Personal Gear (Bronze. Broadsword ‘and
Shield) Level 1, Stealch (Vision) Level 2,-Water Speed
(Needs air) Level 2

.- Intimidation Level 2, Swimming Level 4;
Unarmed Attack Level 2, Unarmed Defense Level 1,
Wilderness Survival Level 1, Wlldemess Tracking

»Level 1

Awkward Size 1 BP ¥

acTeR Race TempLarey
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Young Mepusa

25 Character Points
Body 4, Mind 4, Soul 5

Attack Combar Value 4, Defense Combat Value 2
Health Points 55, Energy Points 65

Damn Healthy! Level 1, Divine Relationship
Level 1, Energy Bonus Level 2, Focused Damage
(Bll.‘e} Level 1, Heightened Awareness Level 4, Mind

i&]d Level 1, Light Armour Level 2, Natural
_ pons (Fangé) Level 1, Special Attack: Petrifying

Gaze Level 1 (15 Damage; Accurate, Incapacitating:
‘Soul Stat, Spreading, No Damage, Shore Range,
. Toxic, Unique Disability x2: Defender must meet
~ Medusa’s gaze directly for actack to work)

- Not So Stong 1 BR Uniique Defect (Special
Attack is permanent — anyone who meets Medusa’s
gaze will be turned to stone) 2 BB Unskﬂlzd 2.BP

Y

i , 40 Character Points
" Body 6, Mind 4, Soul 7.
3

Health Points 85, Energy Points 85

Damn Healthy! Level 2, Divine Relationship
Level 2, Energy Bonus Level 3, Focused Damage
(B:te) Level 1, Heightened Awareness Level 3, Mind

Shield Level 2, Light Armour Level 2, Nacural

5 Weapons (Fangs) Level 1, Spema]g’tttack Petrifying
f_] Gaze Level 3 (45 Damage; Accurate, Incapacitating:
- Soul  Stat, Spreadmg, No Damage, Short Range,
- Toxic, Unique Disability x2: Defender must meet

Medusas gaze directly for actack to work)

Attack is permanent — anyone who meets Medusa’s
-~ gaze will be curned to stone) 2 BR, Unskilled 2 BP

¥

THE;- Mepasa

" Artack Combat Value 5, Defense Combat Value 3..

-

Not So Strong 1 BP, Unique Defect (Specm.i -

3

Mepusy

The medusae, sometimes known as gorgons, are
a horrific race of beings capable of turning anyone to
stone who looks upon them. Thaokfully, medusae are
also exceptionally uncommon and rarely found near
civilization. They usually live near ancient ruins where

-«the proliferation of creatures that have been turned to

stone will not attrace attention — the stone creatures
mighe simply be mistaken as statues. Very lictle is
known about medusae since studying them is next to
impossible~Whenithey are, encountered, they either
kill whomever discovers them;ur are hunted down until
they are themselves killed. Since a.medusa’s gaze only
curns the target, and not hii or her belongings, to
stone, & medusa’s” lair Wil often contain many

.wondrous items and ‘treasures $ccumulated over time.

Other races are unwdlulg t-work with-a.;

medusa; they will eicher shuniits presence or attempt
to destroy the creature,
existence is terribly feared so they will eicher try to
kill anyone who learns of their existence or will strive
to remain hidden if they believe they cannor kill

_everyone in the group.

A medusa character who is able to hide his or
her form, thereby preventing someone from being
petrified, is very wary of adventurers and unlikely to
tﬁt anyone, fearing they will eventually turn on the
medusa ou of fear.

B

Mepasa TempLaTe
Template Cost: 5 Character Points

, Soul +1°

Damage; Accurate, Incapacitating: Soul Stat,

Spreading, No Damage, Short Range, Toxic, Unique b
Disability x2: Defender must meet Medusa's gaze

directly forsarcack to work) 2

Not So Strong +1, Unique Defect (Spegtal
Attack is permanent — anyone who meets
gaze will be turned to stone) +2

Medusae know their 4

T P )

Heightened Awareness +2, Natural Weapons e
(Fangs) +1, Special Acrack: Petrifying Gaze +1 (15

CHARASTER RACE TEMELA
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= Merfolk are the guardians of the sea, living in

* wondrous kingdoms under the waves. They have the

; upper bodies of humans, with long hair that flows
- gracefully with the ocean's currents, and the lower
bodies of fish. Hair colour is as varied as those of the
land dwellers, though silver and green are not
uncommon. .
_ colours and patterns vary by tribe. Merfolk inhabit
- the upper waters, building their cities and palaces on
"; coral reefs and the peaks of vast underséa mountains
 (areas typically rich in fish). They rarelj Venture to
~the lower, darker depths for fear of what mighe lie
. there, h1dmg farfrom the sun.

i Merfolk kmgdoma mirtor those of humans, With
- a monarch, nobles, prf@ﬁs and common folk. They

worshi
o
B
]
¥

)
s

&

o Merfo
" their time tending the schodls .of fish-and reaping
. harvests of seaweed, Sometimes they' trade with
-coastal humans, offering fish or recovered sunken
goods in return for bronze tools and weapons. They
may also offer théir owh crafts, for many of the
_ Merfolk are skilled ‘artisans with coral and stonie and

cities, Still, Merfolk are cautious around humans who
% ; : :

have not gained their trust, though legends persist of

humans and Merfolk who have fallen in love, Such

tales usually end in tragedy, however, as one lover
 eventually returns to his or her own kind, leaving the
~ * other to waste away from a broken heart.

b o While peaceful, Merfolk_ see themselves as
~defenders of the sea and will take steps against those
b€~ who harm it. Fishermen who over-fish might find

&+ their nets fouled or their boats sunk, and pert cities
-~ have found themselves blockaded when a ruler's ways

- armies gather, and only then in the face of a grave
threat to life under the sea.

JERFOLK TEmPLATE
emplate Cost: 5 Character Points

B tyo il Dot Fantayy RO iR

Their lower bodies are scaled, and’

nature, with the god of the ocean paramount.
have a pastoral soclety, spending much of .

" their works will command high prices among human -

have harmed the Merfolk, Only rarely do Merfolk™

Youns Mermap
25 Character points i
Body 5, Mind 4, Soul 6

Attack Combat Value 5, Defense Combat Value 3
Health Points 55, Energy Points 50

Appearance Level 2, Animal Friendship. (Sea
Creatures) Level 2, Art of Distraction Level 1, Divine

: Relationship Level 2, Heightened Awareness Level i, }j

Personal Gear '(Coral Spear) Level 1 Sixth Sembé
(Detect Evil) Level 1, Water Speed, Lével 8

Restricted Path (Water) 1 BR, Uaslulled 2 BP

ApALT PRESTESY OF THE -
yea Gop ¢
40 Chant?er Points

Body 6, Mind 5, Soul 8

Actick Combat Valde 6, Defense Combat Value 4
~Health Points 70, Energy Poinits 65

Appearance’ Level 2, Animal Friendship (Sea

Creatures) Level 3, Art of Distraction Level 2, Aura of

y Command Level 2; Divine Relationship Level 3,

!Dynamic Sorcery '(Sea Magic only) Level 2,

Heightened Awareness Level 2, Personal Gear (Coral

Spear) Level 1, Sixth Sense (Detect Evil) Lew:lI 1,
Water Speed Level 1

Melee Artack (Spear) Level 1, Social Sciences |
(Merfolk religion) Level 2, Wilderness Survival
(Oceans) Level 1 =

Restricted Path (Water) 1 B, Unskilled 1 BP

e Body +1, Soul +2
Water Speed + 1
Re ed Path (Water
CTER Race TempLaTey
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Minotaurs are massive, bullish, territorial
bemgs that fiercely defend cheir underground lairs
(often containing mazes) from'anyching foolish
enough+to enter. Minotaurs usually live in small

*:J-
by
-,

alone ‘or with a sibling. Most minotaurs are: -

deep undergrouhd caverns in which they hide their
treasure from greedy adventurers and roving bands of
orcs and goblins. ‘While !;_hey are.not thebrightest of
humanoids, their knowledge of their underground

to ambush an}'(}ne who enters the caves.
Occasionally, mmotaprﬂ'ﬂrlll join‘orc or gnblm bands

remrmng to their lair 10 add to their *hoard. This
_ only happens if there are other minotaurs who can
~ remain behind to protect| the lair — a minotaur will

never leave his or !if:r‘hcakd unprotecred:

Dragons: will: somerimes _allow minotaurs to

- keep their treasure in the dragon’s lair in return for

 the added protection the minotaur provides against

~ * dragon-hunters, In the end, however, since the

~ dragon will vastly outlive the minotaur, the dragon

knows this arrangement only adds the minotatc’s

wealth to the dragon’s own. Minotaurs rarely come

~* into direct ‘conflict with other races, unless they
- encroach upon the minotaur’s lair.

Minotaur characters are interested in gathering

wealth and riches and will bullishly pursue these
® . treasures.

MihoTadr TempLATE

Template Cost: 10 Character Points

Body +2, Mind -1 ‘
. Combat Mastery +1, Damn Healthy! +2,
ght Armour +1, Natural Weapons ‘(Horns) +1,
+2, Super Strength +1

P _-*:{-.

\mard Size 41, Cannot Talk +1

family groups with bull males sometimes wandering -

interested in hoarding wealth and riches and build

so that they can .gicher some more l:'reasure _
0 eventually parting ways with the smaller face and |

Lont MINOTAUR
30 Character Points o

Body 6, Mind 3, Soul 4

Artack Combat Value 6, Defense Combat Value 4

Health Points 70, Energy Points 35

Combat Mastery Level 2, Damn Healthy! Level
2, Extra Artacks Level 1, Light Armour Level 2,
Massive Damage Level 1, Natiiral Weapons (Hnrns)
Level 1, Personal Gear (Battle Axe) Le'v‘el 1, Speed
Level 2, Super Strength Level 1 !

Avlward Size-1/BP. Canie Ta]k 1 EP
Unakﬁled D RP

lairs is extraordinacy and they will use this knowledge ?

MINOTAUR LORD
45 Chammr Puum

Body 8 Mind 4, Soul 5

Actick Combat Value 8, Defense Combat Va.ltm 6
_Health Points 105, Energy Points 45 l

Combat Mastery Level 3, Damn Healthy! Level

4, Extra Attacks Level' 2, Light Armour Level '3,

% Massive Damage Level :2. Natural Weapons (Horns)

tLevel 1, Personal Gear(Battle Axe) Level 1, Speed
Level 2, Super Strength Level 1

Awkward Size 1 BP, Cannot Talk 1 BR,
Unskilled 2 BP '

o
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Ogre BaLLy
25 Character Points

Body 5, Mind 3, Soul 4
4 Actack Combat Value 5, Defense Combat Value 3
3 Health Points 75, Energy Points 35
I;{ Combat Mastery Level 1, Damn Healthy! Level
E 3, Focused Damage (Mace Bash) Level 2, Light
- ﬁrmuur Level 2, Massive Damage Level 1, Natural
i, .’Weapons (Claws, Fangs) Level 2, Personal Gear
(Grear Mace) Lével 1, Super Strength Level 1

Awkward $ize 1 B, Not So Fast 1 BB, Unskilled

QOare CHier

- Body 7, Mind 4, Soul 5

> ot = " 2
E © Actack Combat Value 7; Defense Combar Value 5

~ Health Points 90, Energy Points 45 .

Aura of Command Level 3, Combac Mastery

:?, Level 2, Damn Healthy! Level 3, Focused Damage

(Mace Bash) Level 2, Light Armour Level 3, Massive i
Damage Level 2, Natural Weapons (Claws, Fangs) -

Leével 2, Personal Gear (Great Mace) Level 1, Super
Strength Level 2

Awkward Size 1 BP, Not'So Fast 1 BB, Unskilled

@__,gha:_af'gy- Points

OGRe

The larger, brutish brechren of ores, ogres are

frightful beings of malice. Often residing in caves or

mountainous areas} small ogre tribes scavenge off the
land, using force to take what they want. While an
otc is driven to plunder by their desire to destroy and
take what they want, an ogre is held back by a sense
of lethargy. Ogres are generally lazy beings who only
act if the need demands it — otherwise, they'd rather
lounge around eating their slain prey and gloating
over theirdrooty. “When they ;_*lc act, however, they do
not stop until the task is gompleted. This makes

- ogres l'ugh]y desirable allies 0 evil sarlords — if one

can motivate them to join an tmmy, virtually nothing
can stand in theirway. = ¥

Ogres and dwarves will sbmetimes come into

conflict . since both live in mountainous regions. |

Dwarves haye. come'to reshze that ogres rarely seek

them out and thus rhey attempt to avoid building in -

areds in which ogres reslde!'sOrcs__gr:‘_ always eager to
convince their larger brechren to join their war-bands

and use cunning and double-m.lk to move tnb&c of

ogres to join their fight.

Ogres are mean characters who use their
strength to accomplish their goals, crushing and
smashing things that stand in their way.

Al

Ogre TemPLATE
Template Cost: 5 Character Points

Body +1, Mind -1

Damn Health'y! +1, Light Armour'+1, Natural ' ‘ '
.+ Weapons (Claws, Fangs) +2, Super Strength +1

Awkward Size +1, Not So Fast +1

¥
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3 Orcs are the bane of most civilizations. They are
& _‘*"' aggresswe and warlike, living in medium-sized tribes
= that wander the lands constancly laoking for a fight.
"~_ ~ Orcs sometimes establish large communities in
underground lairs or' in captured cities, but usually
end up moving on in search of new conquests. Their -
society is one of a “might makes right” menality,
~ where the strdngest, nastiest individual can do
- whatever they like. Only their desire to crush anyone -
“in their path is stronger thy themcfw}hgy covet
- the possessions of othégﬂzeeply and will organize
~ massive war-bands m the attempt to ga:her
something valuable. " hts has brought them into
constant conflict wsqhﬁﬁmrves who regularly mme
~ valuable minerals fron’the €arthi —fsomedimg orcs
. are only too cager to take.
2 | Ores will sometimes ﬂll?‘w:th goblins and ogres,
. using their smaller cousins. as fodder in their war-
~ bands and their larger brethren to bolster their
strength. They wiil also ally with powerful warlords
- orsorcerers who are able to command their respect, so

ol they want. Dwarves, elyes, humans, and most other
. intelligent races have a strong hatred for orcs due to
their aggressive nature. Most kingdoms have
~ bounties on orcs in an effort to prevent their number
~from growing too strong and posing a threat to the
[ * country'speople:

o Orcs are tough and mean characters who do not
hesitate to use strength and threats to get their way.

-ORc< Tepprare

- ‘Template Cost: Zero Character Poines

Body +1, Mind -1

Damn Healthy! + 1, Highly Skilled +1
Melee Attack +1, Melee Defense 4+ 1

: P:ena[ty ‘to all rolls when in sunlight) )1 BP Unskilled -

lon as they are given rein to pillage and destroy what ! ,
el £ " %5, Focused Damagei (Sword Strike) Level 2,

ORC WARRIOR
20 Character Points

Body 6, Mind 3, Soul 4

Attack Combat Value 4, Defense Combat Value 2

Health Points 80, Energy Points 35

Damn Healchy! Level 3, Focused Damage
(Sword Strike) Level 1, Heightened Senses (Smell)
Level 1, Light Armour Level 2, Massive Damage Level
1, Personal Gear (Shield, Sword) Level 1 _Sll(h Sens%a ;
(Detect Elves) Level 1 . ‘

Melee Actack Level 1, Melee Dcfense Level 1 4% o

A f . ?
Not So Fast 1 BP, Unique Defect (Level 1

i

lBP g o

-_OR(’-'-MQBLORD Ve

35 Charater Points v
_Body 8, Mind 4, Soul' 5+ ' ¢ e

Attack Combat Value 7, Defense Combat Valuci
Health Points 115, Energy Points 45

Combat Mastery Level 2, Damn Healthy! Level

Heightened Senses (Smell) Level 1, Kensei (Judge
Opponent, Lightning Draw) Level 2, Light Armpur
Level 2, Massive Damage Level 1, Personal Gear
(Shield, Sword, Chariot and Horses) Level 2, Sn(th :
Sense (Detect Elves) Level 1

Cultural Aus(Torture) Level 1, Melee Artack
Level 2, Melee Defense Level 1, Riding (Chariot) Level 1

Not So Fast 1 BE Unique Defect (Level 1
Penalty to all rolls when in sunlight) 1 BP

' %
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Trmn

Titans are the true giants of the humanoid

~ races, standing 70 to 100 feet in height. Unlike their

smaller cousins, the giants, titans dre unconcerned by
the smaller races’ fear of them and live cheir lives as
they wish. Fortunately, for the smaller races of the
world, most titans are content to live far from their -

societies, deep in inhospitable mountain ranges or on

remote islands across distant seas. Their goal in life
is similar to a. human's — to create a safe
environment in which & raisé & family=+.A titan’s
commumty is often clo¢ to nature, integrally built
amongst the ‘mountain’s cliffs or spread serenely
upon a grassy plain. Most titan communities are
incredibly small by hunan standards, having a few

hundred titans at mosf) Many ticans live with j just.
 their immediate family, interacting with mhgr titans
oniy when required: 1, .

Titans rarely come into conflict with the other
races of the world and few races are willing to ineur
a titan's wrath. @casmnally, evil warlords or dark
sorcerers will try to manipulate a titan towards his
or her goals, unleashing che titan’s might upon
their foes. Should this manipulation ever come to
the titan’s attention, their vengeance is truly fearful

to behold.
Titan characters tend to be good though thir

motivations are as varied as a human'’s.

e "

Trran TempLATE

Template Cost: 20 Character Points
Body +3
Damn Healthy!+3; Light Armour +3, Sup-cr

- Serength +4, Special Artack: Earthquake +1 (15

Damage; Area Effect, Muscle-Powered, Quake,

Meiee Slow)

Awkward Size +4, Not So Fast +1

Trman Farmer
40 Character Points

Body 7, Mind 4, Soul 4

Atrack Combat Value 5, Defense Combat Value 3
Health Points 105, Energy Points 70

Appearance Level 2, Damn Healthy! Level 5,
Divine Relationship Level 2, Energy Bonus Level 3,
‘Light Armour Level 4, Super Strength Level 4, Spew};;i
Attack: Earthquake Level 1 (15 Damage; Area Eﬂfect@
Muscle-Powered, Quake, Melee, S]pv/)

Awkward Size 4 BB Not So Fast 1 BP, Unsk:lfed

e

e SRR R T s, A

2 BP

DIGHT Y Trmn
55 Chatac er Points
Body 9; Mind 5, Soul 5
Attick Combat Value 7, Defense Combat Value ThE
‘Health Points 130, Energy Points 50/
Appearance Level 3, Combat Mastery Level 1,
Damn Healthy! Level 6, Divine Relationship Level 3,
y Light Armour Level 5, Super Strength Level 4, Special
A:tack Earthquake Level 3 (45 Damage; Area Eﬂ'ea.
Muscle: Powered, Quake, Melee, Slow)

Awkward Size 4 BP, Not So Fast 1 BP, Unskilled

2BP

4

S
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Y0oung TROLL

25 Character Points
Body 6, Mind 3, Soul 4

Attack Combar Value 4, Defense Combat Value 2
Health Points 80, Energy Points 35

Damn Healthy! Level 3, Focused Damage
(Brte) Level 1, Heightened Senses (Smell) Level 1,
f‘__-bght Armour Level '1, Massive Damage Level 2,
.}Famral Weapons (Claws, Fangs) Level 2, Super
7 ;ﬁtrength Level:f! :

x 3 Awkward Size 1 BP Cursed Permanently turns
to stone'in sunlight 2 BP Not So Fast 1 BB, Unskilled
. 2BP

OLD D)u*mn*r ‘ROLL

40 Character Points

" Body 7, Mind 4, Soul 5 \

~ Artack Combat Value 5, Defense Combat Value 3

" Healch Points 90, Energy Points 45

: Damn Healthy! Level 3, Energy Bonus Level 1,
1 Focused Damage (Bite) Level 3, Heightened Senses

(Smell) Level 1, Light Armour Level 3, Massive

Damage Level 2, Natural Weapons (Claws, Fangs)

) chel 2, Regeneration Level 1, Super Strength Level 3

Awkward Size 1 BP, Cursed: Permanently turns

F o stone in sunlight 2 BR, Not So Fast | BP, Unskilled

= BP

. tree used as a club. Trolls stalk the wild lands on the

: ﬂmg defenders aside like rag dolls in their desire for

5 their vietims. Trolls Have no appreciation of wealth or

" to mate in short-lived pairs that break apart as soon as

-.Al'"

b

TROLL

Trolls are brutal predators who delight in
hearing the screams of humans and other sentientsas
they torture them and eat them alive. They are _
larger ‘and much more massive than humans, and A
fight with fang and claw or, occasionally, with a small

fringes of civilization, lying in wait to ambush lone
travellers or small parties, or attacking lonely
farmsteads and villages, Their strength and
relentless feshcity ave terrlfymg, and trolls have been
known to smash through héavy wooden doors and !

raw meat. While not very intelligent, they have an
instinctive hunter's 'i:unnin*g;:ihey have been known
to evade large parties of arnted warriors sent to kill
" them, instead picking'them off one by ome'and  *
making the hunters the huated. 5

Hideously ugly, trolls lair in caves or ruins whe:e
they can hide from the sun, for the kiss of sunlight will
instantly and irrevocably tien chém to stone. Their §
havens are filthy, strewn with trash 'and the remains of

=g

“weapons, and any found in their homes will be lying
loose, like garbage. If trolls have anything they
treasure, it will be a larder in which they keep their
fresh kills, letting them age a bit. Trolls usually live
alone, only coming together to fight over territory or

e "

the young can hunt for themselves.

Encountérs with trolls will be savage affairs, 2
desperate fight for survival with no quarter asked or -]
given. :

TroLL TempPLATE

Template Cost: 5 Character Points
Body +1, Mind -1 ; 8
Damn ‘Healthy! +2, Focused Damage (Bite) -
Level 1, Light Armour +1, Natural Weapons (Claws;
Fangs) +2, Super Strength +1 '
Awkward Size + 1, Cursed; Per mane -
to stone in sunlight +2, Not So Fast +1
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 unaware of what chey are,

WUerewoLr FOrm ' :

- \ .

(LIE'RE«JOLF

A werewolf is @ human cursed to become a savage,

- raging beast — a mix of wolf and human. Werewolves

originate in several ways, including divine curses or the bite
of another werewolf. The victim’s true nature as a werewolf
might even lie hidden in his or her bloodline until revealed
by some major event, such as the onset of puberty or
tremendous stress.  Wharever the origin, by day, the,
werewolf looks like the normal person he or she was, but, on
the night of the full moon, the person becomes a bestial
killer who abandons humanity for bloodlust. Neither
animals nor people are safe, and ‘only a fool of a would-be
hero travels when the m u full;

Werewolves usua]ly{,m.habnt mml ateas far fmm
soldiers and priests,, though some occasmm]ly take up
residence in a city, where rhey stalk the slums and prey
on those no one would' Some werewolves regret
their state-and take the sclve_s_ far from hometo avoid
hurting loved ones while they seek a éufe. ‘Others are .
waking the morning after a .
rampage and thinking they had a bad mgh:mare. Some
evenl adjust to their condition and revel in it finding

atﬂl-\

__ others of their kind and forming clans of werewolves rhat

can terrorise whole regionsy

Encountering alwerewolf is a frightening experience.,
Though maddened with the need to kill, 2 werewolf is a
formidable hunter who can shrug off most wourds, save
those caused by silver. Worse still, if ever bitten by a~
werewolf, a character can never be sure the curse was not

passed-on.

(UerewoLF TempPLATE.

* Template Gost= 25 Character Points

Damn Healthy! +1, Mcta.motpho&is__(sge below) +5

Involuntary Physical Change (Forced to become
werewolf when moon is full) +1

Body +2, Mind -3 . -~
Combat Mastery +1, Damn Healthyh +3,
Heightened Awareness +2, Heightened Senses (Smell) +1,
Jumping 1, Natural Weapons (Claws, Fangs) +2,
Regeneration +4, Speed +2, Super Strength +1
Awkward Size +1, Cannot Talk +1,
ed (By "prey”) +2, Vulnerability: Silvgr +2

Easily

" Level 4, Heightencd Senses (Smell) Level 1, Highly Skilled Level 1,

Uoopsman-TurneD-(UEREWOLF -

45 Character Points

Body 5, Mind 4, Soul 4 , Attack Comba Value 4, Defense Combat =
Value 2, Hca.lth Poines 63, Energy Points 40

Animal Friendship Level 2, Appearance Level 2, Damn Healthy!
Level 2, Heightened Awareness Level 2, Metamorphosis Level 5,
Personal Gear (Axe, Bow, Arrows) Level |

Involuntary Physical Change (Forced to become werewolf when ;
moon is full) 1 BE, Unskilled 1 BP

Stealth Level (Silent Movement) Level 4, Wilderness Sumval";
Level 1, Wilderngss Tracking Level 1
WerewoLr FORM i

Body 7, Mind 1, Soul 4; Actack Combat Vale, DcfmCmnhax b
Value 5, Health Points 95, Blmgy Points 25

Animal-Friendship Lével 2, Appearance Level 2, . Combatl
Mastery Level 3, Damn Healthy! Level 4, Heightened Awareness

\"_ o

Jumping Level 1, Metamorphosis Level 5, Natural Weapons
(Claws, angg) I.C\‘el 2, Petsonal Geéar (Axe, Bow, Arrows) Leyel 1,
ch Level 4, Spu:d Letel 2, Super Strength Level 1

e Size Tvel 1, Cannot Talk Level 1, Easily Distracted

By pmy")lgv!l , Vulnerability: Silver Level 2 ? Unskilled 1 BP

Stealth Eevel (Silent Movement) Level 4, Wilderness Sumv&t i
Lml 1 chlcrm.-ss Tra.cklng Lwel 1

4

7ORQ€RE’R-(UERE'(UOLF

-

60 Character Points . o
¢ Body4, Mind 6, Soul 5 , Atmk Combat Value 7, Defense Combat

. ,anue 5, Health Points 65, [m:rgy Points 83

" Aura of Cummmd Level 2, Damn Healthy! Level 2, Dynarmiic
Sorcery Level 2, Energy Bonus Level 3, Metamorphosis Level 5,
Mind Shield Level 2, Organizational Ties (Sorcerers’ Guild) Leyel 2

Cultural Ares (Occultism) Level 4, Cultural Arts. (Painting)
Level 1, Physical Sciences (Alchemy) Level 3, Physical Sciences -+
(Astronomy) Level 1, Poisons (Natural) Level 1, Social Smncts
(Guild Politics) Level 2

Involuntary Physical €hange (Forced to brcomc werewolf when
moonisfull 1 BP ~ ~ - =
(UerewoLr FORM

Body 6, Mind 3, Soul 5, Attack Combat Value 8, Defense Combag
Value 6, Health Points 95, Energy Points 70 :

“Aura of Command Level 2, Combat- Mastery Level 1, Damn
Healthy! Level 4, Dynamic Sorcery Level 2, Energy Bonus Level 3,
Heightened Awareness Level 2, Heightened Senses (Smell) Level 1,

- Jumping Level 1, Metamorphosis Lével 5, Mind Shield Lével 2,
Natural Weapons (Claws, Fangs) Level 2, Organizational Ties

(Sorcerers’ Guild) Level
Super Strength Level 1 :

Awkward Size Level 1, Cannot Talk Level 1, Easily Distracted
(By “prey”) Level 2, Vulnerability: Silver Level 2

Cultural Arts (Occultism) Level 4, Cultural Arts (Painting)
Level 1, Physical Sciences (Alchemy) Level 3, Physical Sciences
(Astronomy) Level 1, Poisons (Natural) Level 1, Social Sciences
(Guild Politics) Level 2

2, Regeneration Level 4, Speed Levgl 2,

TR RAct T CmPLATES
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- BasiLisk

Eight-legged reptiles, basilisks are found in
warm, semi-arid climates in rocky or mountainous
wildernesses. They are large, sedentary predators who
wait for. warm prey to come near, then they pounce
and attack with fang and claw until their victim is
dead. Their sharp claws enable them to grip sheer,
surfaces with ease, ‘and they can tunnel through the
hardest rock. Thus; they are able to surprise their
prey from any of several directions. Their tunnelling -
also serves to preserve the species, for the females lays
her eggs deep in a nest'she has dug, burying them
with loose dirt, leaves 'and twigs, along with the
rotting carcasses of . her victims to servelias her
hatchlings’ first meal. 2 The female guards this nest
with a passion untill ;Ze young have hau‘hed at
which time she abandons them. Basilisks are also very .

+ territorial and, if not resrmned any within 2 square
kilometre will seek each other out and batele until
only one survives,

Basilisks can breathe a cloud of moist, foetid gas
three times a day that can turn-its victims to stone.

The basilisk does this only in self-defense, sinceitisa
meat-eater. Although stupid, basilisks can, with care, . ",

be trained to serve as watch-beasts and guards,
allowing only those to whom they have been
acclimared to pass. Savvy handlers will keep them
slightly hungry and, therefore, aggressive. Hernes
will encounter basilisks most often in their role as

* guards, unléss they stamble across a guarded nest.

RasiLiss TempLate

Template Cost: 35 Character Points
Body +2, Mind -3, Soul - Y
Combat Mastery +1, Damn Healthy! +l

Heavy Armour + 1, Natural Weapons (Fangs, Claws}_

+2, Special Movement (Wall-Crawling) +1, Super

" Strength +2, Special Attack: Petrifying Breath +4

36 Dk

* (30 Damage; Incapacitating: Body Stat, Incurable,
*Spieading, Limited Shots x2, Short Rafige, Toxic),

Stealth (Vision) +3, Tunnelling +3
kward Size +1, Cannot Talk +1,

Rudimentary Manipulation + 1
5

Y Oung BasiLisy .g
55 Character Points ‘i

Body 6, Mind 1, Soul 2

Attack Combat Value 6, Defense Combat Va.!ue4
Health Points 70, Energy Points 15 ‘
Combat Mastery Level 3, Damn Healthy! Level |
3, Heavy Armour Level 1, Massive Damage Level 2,
Natutal: Wedoos (sl Gliway. Level 2, Special
Movement (Wall-Crawling) Level 1, Super Stre_. th
Level 2, Special Actack: Petrifying Bréath Level 4 (30 ;
Damage; Incapacitaring:” Body Sat; IncuraBle,
Spreading, Limited Shots x2, Short Range, "Toxic);
 Stealth (Vision) Level 3, Tunnelling Level 3 3
Awkward Size 1 BB Cannot Talk 1 BR
Rudir'm:"ntgry Manipulation 1 BR, Uniskilled 2 BP

&
APCENT BAsiLIsK
70 Character Points - .

‘Body 8, Mind 2, Soul §

Attack Combat Value 8, Defense Combat \"alucﬁ
Health Points 85, Energy Points 25 '

** Combat Mastery Level 4, Damn Healthy! Level

e

Fe

3, Heavy Armour Level 3, Natural Weapons (Fangs,

Claws) Level 2, Special Movement (Wall- mehng)
Level 1, Super Strength Level 3, Special Attack:
Petrifying Breath Level 6 (60 Damage’-
Incapacitating; Body Stat, Incurable, Spreading; -
Limited Shots 2, Short Range, Toxic), Stealch Level
3, Tunnelling Level 4 - 3

Awkward Size 1 BP, Cannm ~Talk. 1 BP
Rudimentary Manipulation 1 BB, Unskilled 2 BP

AUR T EMPLATES
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Young CHmMERA

40 Character Points

Body 6, Mind 1, Soul 3

Attack Combat Value 5, Defense Combat Value 3
Health Points 65, Energy Points 20

: Combat Mastery Level 2, Damn Healchy! Level
B 2 Extra Attacks Level 1, Heightened Awareness Level
i 4,; Light Armour Level 2, Natural Weapons (Fangs,
I ws) Level 2, Special Accack: Flame Breath Level 2
(60 Damage; A\'eq Effect, Short Range, Uses Energy
.~ x2);- Special Attack: Poisonous Bite Level 2 (60
Damage ‘Burning, Low Penetration, Melee), Speed
-: Level 2, Super Strength Level 2

: Awkward Size 1 BB Cannut Talk 1 BR, No Arms
b 2BR Unskilled?BP. & g

e 2 'é._w- )

By ApaLT CHIMDERA
f b /L35 b Cha:am_r_ Points

Body 8, Mind 2, Soul 4
Attack Combat Value 7, Defense Combat Value 5

" Combar Mastery Level 4, Damn Healchy! Levels
L 3, Extra Actacks Level 2, Heightened Awareness Level
4, Light Armour Level 4, Natural Weapons (Fangs,
Clst] Level 2, Special Attack: Flame Breath Level 2
'_ (60 Damage; Area Effect, Short Range, Uses Energy
~x2), Special Attack: Poisonous Bite Level 2 (60
~ Damage; Burning, Low Penetraclﬂn,, Melee), Speed
3 Level 2, Super Strength Level 2
E Awkivard Size 1 BB, Cannot Talk 1 BB No Arms

2 BR Unslul]ed 2BP

i
5
i
2 ‘

Health Points 90, Enetgy Points 30 i v

CHIMERA

The Chimera is a vicious predator normally found
in rocky, wild places. With the hindquarters of a goat,
the fore-body of a lion, the tail of a snake, and the head
of a lion, it looks like the product of a mad sorcerer’s
experiment or a drunken god's whimsy. Chimeras are
~usually encountered alone, for they need a large
territory to provide enough food. The exception to this
is during the breeding season, when 4 mated pair will
build a nest high in the mountains. The young are
born aliveand hungry, and, the parents will defend
them savagely uneil they can fend for themselves.

.. Chimeras have a range of attacks with which to
bring down their prey or :o;\defend themselves. It
belches a fiery cloud, the hdn s:head bites and tears

“with its fangs, and the snake’s s head kills with poison.
If the lion’s bite is successful the chimera will also
simultaneously rake ‘thé victim with its front claws.
Chimeras hunt from above, watching for likely prey
before leaping to attack. Although they prefer to stay
far from civilized iands, a dgerth of game or
overpopulation will sometimes: lead a desperate
 chimera to raid farms and villages in a search for food.
Thus, the lords of human lands will sometimes hire
heroes to hunt a rogue chimera or offer a bounty for
those killed in the wild.

CHmera TempLATE -

Template Cost: 20 Character Points
Body +2, Mind -3, Soul -1

Combat. Mastery +1, Damn Healthy! +2,

Extra-Attacks +1, Heightened Awareness +1, Light
“Atmour +2, Natural Weapons (Fangs, Claws) +2,

Special Actack: Flame Breath +1 (45 Damage; Area

~Effect, Short Range, Uses Energy x2), Special Arcack:

Poisonous Bite +1 (45 Damage; Burning, Low
Penerration, Melee), Speed +1, Super Strength +2,

Awkward Size +1, Cannot Talk +1, No Arms +2¢

7




Bl DCraTRICE S - Yo v

The cockatrice is a beast that looks like a bizarre Body 4, Mind 1, Soul 2

~ cross between a rooster, a reptile, and a bat. It has the
~~ body and head of a rooster, with wattles the colour of
i blood and red-rimmed eyes filled with hate. Though
covered in feachers and sporting a rooster’s colouts, its
skin is scaled like a reptile's, giving it a toughy -
resistant hide, While it has the wings of a bat, they
are barely functional; the cockatrice is not a strong
flier and does so only to escape or to leap on its prey
from above. They are &F@[Y tectjtorialyexcept when Incapacitating: Body Stat, Incurable, Melee) *

Atrack Combat Value 4, Defense Combat Value 2
Health Points 40, Energy Points 15 '

Combat Mastery Level 2, Damn Healthy! Level
1, Elight Level 1, Heighrened Awareness Level 2, |
Heightened Senses (Smell x2) Level 2, Light Armour:
Level 3, Natural Weapons (Claws, Beak) Level 't
Special Attack: Stone Touch Level 5 (30 Damage, !

breeding, and commnntjg hunt small animals or the ~ Cannot Talk 1 BR Rudimentary Mmupulanon | i
. unprotected young.of larger species. i .- BP Unskilled 2 BP | 1
The legends surrounding the cockatrice speak of :

it unnatural origins, fg“mg of a dark wizdrd who
buried.a slaughtered hen gravid wické eggs in a dung . POMQRFUL COQMTRKE

. heap ander g 169 moon. When the eggs hatched ac = 77 Charactet Points

the nexe new moon, the ‘reshle was the cockatrice. Body 5, Mind 2, Soul 4 s :
3 Cockatrices are fertile, however. - Although they do  Attack Combat Value 5, Defense Combat Value 3
not form long-tetm maced pairs, che male will giard " Fiealh Points 65, Energy Poins 30 _
the female on her’ @est and bring her food until the Goribae Masteiiyel 2, Baspd Héalshy! Leval
hatchlings are born, at which time she drives him off.
02 Extra Actacks Level 1, Flight Level 1, Heightened
If caprured soon after hatching, a cockatrice can be
: .Awareness Level 2, Heightened Senses (Smell x2)
trained as a watch animal by those willing to take the .'
! ; Level 2, Light Armour Level 5, Natural Weapons
risks. Characters will most often encounter a lone y
: s : : .. (Claws, Beak) Level 1, Special Actack: Stone Touch
cockatrice defending its territory or its master’s lair.
< ; ~ " Level 6 (45 Damage; Incapacitating: Body Sl‘al
May the gods help them if they chance across a pair
e “ Incurable, Melee)
defending its eggs.
A Cannot Talk 1 BE, Rudimentary Manipulation 1 -
' BR, Unskilled 2 BR -
CoCKaTrICE. TEmPLATE !
<= Template Cost: 20 Character Points ' :
a Body +1, Mind -3, Soul -1 (-3) \
Combat Mastery +1, Flight +1, Heightened--
Senses +1, Lighc Armour +1, Natural Weapons
(Claws, Beak) + 1, Special Attack: Stone Touch +4 (15
Damage; Incapacitating: Body Stat, Incurable, Melee)
X Cannort Talk +1, Rudimentary Manipulation +1 »
.\
\.—a{-“h
) ¥
38 Crearure.or MytH TempLaTes
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DRrRAGON

Dragons are huge winged reptiles, predators of

- tremendous power, wisdom, and grace.. They can live to an

immense age and some legends say théy have existed since
the creation of the world, preceded only by the gods. From
their lairs high atop mountains or deep within a wilderness,
dragons are lords of all within their domain, which can
cover thousands of square kilometres.

In some cultures, dragons are seen as servants of the !

gods, themselves worthy of awe and worship. In others,
they are cerrifying beings in need of propitiation through

sacrifices of blood and treasure, lest they lay waste to city
and country alike. The  amay evén- allyewith mortal
kingdoms and join them iff war — not as servants, but as
honoured equals.. Regardless, all but the most unusual
dragons are greed§ahd seck to accumulate vast hoards of
treasure and kmwledge, Vanity, too, is' common to
dragons, and they will sothetimes keep a pmonet alive so
long as he or she can creatively sing its pmsﬁ lntelhgent

heroest have- sometimes turned this’ vsm(y -to their "
advantage, swaying the dragon to their cause o leaving it '

vulngrable 1o a killing blow. * '+
Most dragons mate for life, though :hey nnly come

“together to lay eggs and raise their young, which th defend

to the death, Thcyhuﬂtusrqg their claws, fangs,an tail and
like ta surpnse from “above, slamming into cheir foe and

- leaving it stunned and vulherable to. a killing attack,  When
* enraged, a dragon has terrible breath weaponis at its disposal. X
No one type dominates: it may be a gout of fire, a bolt of  *

lightning, & spray of acid, or something else. In combar, a
dragon will swoop from the skies to strafe its enemy, preferring
not to land for the kill until the prey is severely weakened.
Encounters with a dragon should never be a routine affair, but
something to be remembered long after it s over.

-

Dragon TempLate
Templare Cost: 60 Character Points
Body +3, Mind +2, Soul +4
Aura of Command +3, Combat Mastery +2,‘D'a1_1_:m

Healthy! +3, Dynamic Sorcery +1, Energy Bonus +2

Fearure (Longevity) Level 1, Elight + 1, Heavy Armour +1,
Heightened Awareness +1, Highly Skilled +3, Kensei
(Judge Opponent) +1, Mind Shield + 1, Natural Weapons
(Claws, Fangs, Horns, Tail Scriker) +4, Sixth Sense (Magic)
+1, Super Strength +3, Special Attack: Breath Weapon

#+2(60 Damage; Arca Effect, Short Range Uses Energy
?2), Extra Capacity +2

ultural Arts +3, lnnmldatlun +2, Linguistics +3,
Navigation + 1, Social Sciences +2, Wilderness Survival +1
Awks Size +3, Easily Distracted (Treasure) +1

£

~ Extra Capacity Level 2

-

Distracted/Treasuré) 1 BP. :

ApcenT DrRAGOD

Y0oung Dragon
85 Character Points
Body 7, Mind 6, Soul 8
Attack Combat Value 9, Defense Combat Value 7
Health Points 125, Energy Poinrs 100
Aura of Command Level 4, Combat Mastery Level 2,

Damn Healthy! Level 5, Dynamic Sorcery Level 3, Energy
Bonus Level 3, Feature (Longevity) Level 1, Flight Level 2,

Heavy Armour-Level 1, Heightened Awareness Level 1,"

Heightened Senses (Sruel] x2) Level 2, Highly Skilled Lmrel g
1, Kensei (Judge Opponent) Level 1, Migd Shield Level 2§
Natural Weapons (Claws, Fangs, Horns, Tail Striker) _I.h.g:uel
4, Sixth Sense (Detect Intruders, Magic) Level 2, Super
Strength Level 3, Special Atrack: Breath Weapon Level 2.
(60 Damage; Area Effect, Short Range, Uses Energy ::2),

Culeural {Arcs Leve] 3,
Linguistics Level 3, Navigation Level'1, Social Sciences
Level 2, Wilderngss Survival Level 1

Awkward Size 3 BP Awkward Size 3 BP Easily

105 Character Points -

+ ' Body 8, Mind 7, SouI 10

Attack Combat Value 10, Defense Combat Value 8

Health Points 140, Energy Points 115

Aura of Command Level 6, Combat Mastery Level 2,
Damn Healthy! Level 5, Dynamic Sorcery Level 4, Energy
Bonus Level 3, Feature (Longevity) Level 1, Flight Level 2,

&
i

3|

|
’Q
}.i
4

b

Intimidation Level 2,

#
:

=

Heavy Armour Level 2, Heightened Awareness Level l, i1 i

Heightened Senses (Smell x2) Level 2; Highly Skilled Level
2, Kensei (Judge Opponent) Level 1, Mind Shield Level 2
Natural Weapons (Claws, Fangs, Herns, Tail Seriker) lxvel
4, Sixth Sense (Detect Intruders, Magic) Level 2, Super
Strength Level 3, Special Ateack: Breath Weapon Level 2
(60 Damage; Area Effect, Short Range, Uses Enc:gy x2),
Extra Capacity Level 2

~ Cultural Ares Level 4, Intimidarion Level 3,_
Linguistics Level 4, Navigation Level 2, Social Sciences

. Level 3, Wilderness Survival Level 1

Awkward Size 3 BP Awkward Size 3 BR Egsily
Distracted (Treasure) 1 BP

Mgk i "‘-"‘LA.A-.. . _




MiscHiEvous GarRGOYLE

45 Character Points
Body 6, Mind 2, Soul 3

Artack Combat Value 5, Defense Combat Value 3
Healch Points 85, Energy Points 25

Combat Mastery Level 2, Damn Healthy! Level

4 Extra Attacks Level 1, Heavy Armour Level 1, Life

-Supporr Level 2, Natural Weapons (Claws, Fangs,

. Horns) Level 3, Flight (Glider) Level 2, Special

Defense (Ageing) Level 2, Stealch (Vision) Level 5,
Super Strength Level 2

Awkward Size 1 BR Cannét Talk 1 BB, Cursed:

Inanimate during the day 1 BR, Not So Fast 1 BR
Unskilled 2 BP

1

- O ap Wiy GarGoyLe
g - 60 Character points
" Body.8, Mind 3, Soul -‘-i

Artack Combat VaIue 8, Defense Combat Value 6
Health Points 110, Energy Points 35

Combat Mastery Level 3, Damn Healthy! chel

Support Level 2, Natural Weapons (Claws, Fangs,
- Horns) Level 3, Flight (Glider) Level 2, Special
Defense (Ageing) Level 2, Stealth (Vision) Level 6,
~  Super Strength Level 3
= Awkward Size 1 BR Cannot Talk 1 BR Cursed:
* Inanimate during the day 1 BP ‘Not So Fast 1 BB
Unskilled 2 BP

-

| Big Cyey, Yarl DodTH FanTayy BESTIARY

'1mmcbxllry help disguise them from all buc the most ~ ©
" observant hunters. -

5, Extra Attacks Level 1, Heavy Armour Level 2, [;ifg.-_ source of geographical lore, since they have seen

GarGgovie

Gargoyles are nocturnal hunter-scavengers who *
take great joy in torturing and killing those weaker =
than themselves. They are the colour of old stone and =
have featherless batwings that let them glide for long 3
distances on currents of aif. Gargoyles originated in
rocky, mountainous lands where they would gather in
small numbers to hunt animals such as sheep, deer,
and primitive humans. As humans'built large towns
and cities, gargoyles found they could hide among
them, perched among the statuary that decorated
their buildings and taking'lone prey in a sudden,
swooping attack. Though ‘cursed to be inanimate,
and thus defenseless, during: the' day, gargoyles are
patient creatures who use: dﬁs time to observe and 1
learn. At the same time, theu: natural colouring and

,

Gargoylés as a whole ate not very intelligent,
but, as immortals, the passing decades and centuries ¢
will bring some a certain wisdom. For characters who
can communicate” with them and keep 'their
aggressive instincts .in" check, gargoyles can “be a

landmarks come and go. Servants of evil favour them
as guards for their lairs, for gargoyles will obey those * &
more powerful than they as long as they are giventhe
fl;&‘;dom to “play with” some of their catch before
eating it_or turning it over to their lord.
Conscquently, encounters with gargoyles are usually “,,
in conjunction with the hunt for another, more i
powerful being. T
. - 51

. Gargovie TempLATE .
Template Cost: 25 Character Points

‘Body +2, Mind -2, Soul -1 a
Combat Mastery +1, Damn Healthy! +4, ”"r
Heavy Armour +1, Life Support +2, Natural _-_‘?
Weapons (Claws, Fangs, Horns) +3, Flight (Glider)
+1, Special’Defense (Ageing) +2, Stealth (Vision
+5, Super Strength +2 o 4
Awkward Size +1, Cannot Talk +1




GOL(’D)

e Golems are magical constructions, animate
;s' * statues built most often of clay, though they can be
L made of metal, stone, wood, or any other material a
{ sculptor.can work. Legend has it that the first golem
was created by a priest seeking to protect his people
from persecution, though now sorcerers and priests- -
use them to guard their laboratories and temples.
Golems are ugudﬂy buile to resemble large humans,
though some makers have sculpted them to resemble -
apes, bears, and other lagge animils. Thesprocess is
- diffi cult, requiring I:W and rare, and therefore
|~ expensive, ingredients. %
P The most powe:;@sl golems will have maglca.l
attacks in addition to their great strength. Though
not very intelligent, thgy have some degree o of reason .
, and can distinguish friend from foe. Very rarely, they '
develop a self-awareness 'that grants them a
. startlingly human range of emotions and thoughs.
They can be a danger 4 fven o those whom they
3 protect, however, ﬁr ‘the magic that creates them is
not perfect. Some golems malfunction, forgetting
their instriictions and attacking all around them in a
rampage that lasts until they are destroyed. This is
sure to happen when their masters die since the
magical bonds of control will vanish. Those rare few
that develop self-awareness sometimes rebel against
their makers and flee, seeking to live alone, away from
those who hate them as “monsters.”

i Gowem TempLaTe
«  Template Cost: 20 Character Points

Combat Mastery +2, Damn Healthy!, +4,
Heavy Armour + 1, Life Support +2, Special Defense
- (Ageing) +2, Super Strength +3
N Awkward Size +1, Cannot Talk +1, Not So
“él;'gsr +1 2

b

A

(1’ oLem Guarp
40 Character Points

Body 6, Mind 2, Soul 2

Attack Combat Value 6, Defense Combat Value 4

Health Points 80, Energy Points 40

Combat Mastery Level 3, Damn Healthy! Level
4, Energy Bonus Level 2, Heightened Senses (Mag:cal
Hearing, x2) Level 2, Focused Damage (Punch) Le\\el :
2, Heavy Armour Level 1, Life Support Level 2
Massive Damage Level 1, Special Diefense (Agemg}
Level 2, Super Strength Level 3 LR

Awkward Size 1 BP Cannot Talk 1 BP: Not 8o

_ Fast 1 BP, Unskilled 2 BP

YeLF-f (mRE GOLem

55 Charic eI'"Pomts

Body 7, Mind 3, Soul 4

_Attack Combat Value 8, Defense Combat Value 6
Health Points 95, Energy Points 55

Combat Mastery Level 4, Damn Healthy! Level
4, Divine Relationship Level 1, Energy Bonus Level 2,

- iExtra Attacks Level 1, Heightened Senses (Magical

Hearing x2) Level 2, Focused Damage (Punch) Level
2, Heavy Armour Level 2, Life Support Level 2,
Massive Damage Level 1, Special Defense (Agemg)
Level 2, Super Strength Level 3

Awkward Size I BE, Cannot Talk-1 BB, Not $6
Fast 1 BP, Unskilled 2 BP

Body +2. Mind -2, Soul -2 T %

42 (‘Wﬁ:.w MyrH TempLATES
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E griffins captured while very young can be tamed and

e

‘\ Flight +1, Natural Weapons (Claws, Beak) +2

F?"I

- Wp SRIFFID
GRIFFID 30 Character Points

Griffins are hybrid creatures, combining the Body 6, Mind 2, Soul 6

Attack Combar Value 6, Defense Combat Value 4 .

Health Points 100, Energy Points 40

Combat Mastery Level 2, Damn Healthy! Level -
4, Extra Capacity Level 1, Heightened: Awarenessi ;

body of a lion with the head, wings, and claws of a
great eagle. They are fierce predators whose favourite
food is horse — and they are not afraid to kill the
rider to get the horse. They come in all the colours

common to eagles, from a brown body with white -
-Level 5, Flight -Level 1, Light -Armour Level 2,

head feathers, to a tawny golden all over. Griffins are : =gy =
found in wilderress lands and are rarely seen among Natural Weapons (Claws, Beak) Lm‘ o E

mortal kingdoms; for the damage they can do to Awkward Size 2 BP, Cannor Talk Level l,,
livestock herds and hor,;es forces humans. to drive Rudlmentaq’ Manlpu}atmn 1BP. Uﬁskdled 2B.P
them away or kill rhem.; They nest high among the -

cliffs, from which.they. can see potential prey and - -
enemies for miles amunfi Griffins lay a clutch of two ROYF"_. mOUDT _‘

to three eggs, which théy defend wich their lives. 45 Character Points # s
Raids by griffins in areds whére they afe tot normall}' Bﬂd’;g Mind _;, Soul 7

seen may indicate a breeding pair with young to feed. | . Arcack Combat Value 9, Defense Comber Vi ahieT ‘
- Though proud and indomitable, as_ adults, ‘Hedlth Points 125, Energy Points 50 P

~~Combat Mastery Level 3, Damn Hedlthy! Level
5, Extra Capacity Level 1, Heightened Awareness
Level 4, Heightened Senses (Sight x2) Level 2, Flight
. Level 2, Light Armour Level 2, Natural Weapons
»{Claws, Beak) Level, 2, Telepathy (Only with rlder)
Level 3

Awkward Size 2 BP, Cannot Talk 1 BP,
Rudimentary Manipulation 1 BB, Unskilled 2 BP

o

taugh to accept a rider., Aside from the dangers of
raiding a griffin’s ‘est, tiw taming process is both
difficult, as griffins do)not easily accept riders, and
expensive, since they have voracious- appetites for *
fresh meac. Horses are naturally frightened of
griffins, and so their owners will not appreciate having
one nearby. If successfully tamed, however, the griffin
becomes an absolutely loyal mount that will be a
formidable fighting partner for its rider.

~ Consequently; griffins are usually owned only by great
nobles and kings, or near-legendary warriors.

GRriIFFID TempPLATE
« - Template Cost: 10 Character Points
Body +2, Mind -2, Soul +2

Combat Mastery +1, Damn Healthy!. +2,
Extra Capacity +1, Heightened Awareness +1,

% Awkward Size +2, Cannot ,Talk +1,
Rudimentary Manipulation +1
\
-
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Ycavenger Harpy

40 Character Points
Body 5, Mind 3, Soul 5

Attack Combat Value 4, Defense Combat Value 2
Health Points 70, Energy Points 40

Damn Healthy! Level 2, Elight Level 1, Focused

i Attack (Fangs) Level 2, Heightened Awareness Level
3., Heightened Sensés (Hearing) Level 1, Natural
* Weapons (Claws, Fangs) Level 2, Special Attack:
. Shrick Level 4 (60, Damage; Area Effect, Soul Attack,

Shore Range, Toxic, Uses Energy)
Cannot Talk 1 BP, Unskilled 2 BP

3 mﬁT_RIﬂRQH Harpy

ter Points

.~ Body 6, Mind 4, Soul 7 A
" Actack Combat Value 6; Defense Combat Value 4
~ Health Points 95, Energy Points 55

Combart Mastery Level 1, Damn Healthy! Level
3, Flight Level 2, Focused Attack (Fangs) Level 1,

Heightened Awareness Level 2, Heightened Senses
(Hearing, Sight, Smell) Level 3, Natural Weapons; -

(Claws, Fangs) Level 2, Special Attack: Shriek Level 5
(75 Damage; Area Effect, Soul Attack, Short Range,
Toxic; Uses Energy)

" Cannot Talk 1 BR, Unskilled 2 BP

-y

Harpy

The harpy is hideous creature, a disgusting mix
with the torso and head of an ugly woman and the
body and legs of & vulture. Its human arms end in
sharp, filthy claws and its bird legs end in talons that
it uses to drop rocks on its foes from high. The

harpy's face reveals an evil joy when tormenting and

hurting those weaker than itself, its smile showing
jagged fangs with which to rend living flesh. They are
found in out-of-the-way places all around the world,
perching onveliffs, treetops, or ruins and waiting for
lone, unwary travellers to wander by. Only female
harpies have ever been seen, and how they reproduce
is a mystery. Perhaps cheir males remain in the nest,
or perhaps a fate worse thafi*immediate death waits
for male mortals captured by them

Harpies hunt in groups, having endugh.

intelligence to co-ordinate their atracks. One or two
will typically atrack with cheir soul-chilling shrieks,
while the others strike with claw and fang or drop
rocks on their targes. Harpies will try to frighten
animals and their riders over cliffs, letting the fall do
their work for them. Harpies do not eat their prey
right away, but, instead, they take it back to their
nests to age and rot until it is the way they like it,
making their eyries disgusting as well as dangerous
places to visit.

Harpy TemPLATE
Template Cost: 20 Character Points

~ Body +1, Mind -1, Soul +1

~ " Damn Healthy! +1, Flight +1, Heightened

Awareness + 1, Natural Weapons (Claws, Fangs) +2,
Special Accack: Shrick +3 (45 Damage; Area Effect,
Soul Attack, Short Range, Toxic, Uses Energy)

Cannor Talk +1

e
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HYDRq

While the Hydra may be related to the dragon
~ (and most dragons would take insult at this), they
bear only a superficial resemblance to their majestic
cousins.+- Hydras are immense, with the body of a
dragon or great lizard, and three or more draconic

heads. Each head candeliver & vicious bite at the.. % Extra Actacks Level 3, Heavy Armour Level 1,

same time the beast strikes with its claws or tail.
They have not early the intelligence of the great

dragons, being creatures of low cunning. who rely on

brute force and base instige. \bmeusﬁ&krs, hydras
live in desolate wasteldpds where:they hunt other
large game, occasionally venturing into human lands -
when game is scarce: ’ghough hydras do not demand
tribute, unlike dragonsy they are attracted to the
thlngs mortals value dhd will gather them fand use
 these s bait to ateract the bréve and foolish.

| Although the hyd.m r:sn*deal massive damage to
an enemy, it is its abxhty o rEgenerar.e and heal

rapidly from the worst wounds that scares opponents
the most. Even chpppmg off its. heads,will do liccle

- good; unless all the heads are cut off or the killing

blow is delivered to the body, a hydra can rapidly re- ,_'. G B iiacks Lo 4, Hisvy Atroout Levilil

grow the severed limbs and continue the battle.
Heroes count themselves lucky that hydras are rarely
encountered together.

. Hypra. Temprare

 Template Cost: 50 Character Points

Body +2, Mind =2, Soul +1
Damn Healthy! +3, Extra Actacks +3, Heavy

g . Armour +1, Heightened Awareness +2, Natural
: Tail Striker) +’5--

~ Weapons (Fangs, Claws,

Regeneration +6, Super Strength +2

: Awkward Size +3, Cannot Talk +l
* Rudimentary Manipulation +1

Young Hypra
70 Character Points

Body 6, Mind 2, Soul 5

Attack Combat Value 6, Defense Combat Value 4~|
Health Points 105, Energy Points 35 .

Combat Mastery Level 2, Damn Healthy! Level

Heightened Awareness Level 2; Heightened ;

(Smell x2) Level 2, Massive Damage Level 1, Naa E

Weapons (Fangs, Claws, Tail Stri ker): l.evel 3 fe
Regeneration Level 6, Super Strength Level 2 “‘_

Awkward Size 3 BP Awkward Size 3 BP Cannot

Talk 1 BP, Rucltmen:ary Mampulauon 1 BP, Unskilled. 5

1

IBP :

£t l

4

’.
3

- Ow ApdLT HyYDRA
85 Charagter Poirts 3 g
Body 8, Mind 3, Soul 6 i
Artack Combat Value 7, Defense Combat Value 5
Health Points 130, Energy Points 45 2

‘Combat Mastery Level 2, Damn Healthy! IA‘.'VE']._

]

Heightened Awareness Level 6, Heightened Senses
(Smell x2) Level 2, Massive Damage Level 2, Natural
Weapons (Fangs, Claws, Tail Striker) Level 3
Regeneration Level 6, Super Strength Level 2 i

“ Awkward Size 3 BP, Cannot- Talk 1 BP, ~
Rudimentary Manipulation 1 BE, Unskilled 2 BP
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Template Cost: 35 Character Points
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MOUTH FADTASY BESTIARY.

Kraken

The kraken, while often called the “demon of

* the seas,” is an earthly but monstrous relative of the

giant squid. They inhabit the farthest depths of the
oceans, from where they hunt whales and other large
prey. Their coloration is like that of a smaller squid,
with luminous eyes larger than 2 man set in a pale, -
tubular body over 30 metres long.  Around its
massive beak is 4 ring of eight tencacles ranging from
25 t 30 metres in length. These powerful and
flexible “arms™ can grasp victims:in-an 4ron grip and
crush the life out of them in minutes. Those that
escape the kraken's embrace bear ring-like scars on
their bodies for the rest')of their lives.

Some kraken huq'?rsurface waters and’ coastal
regions, having learned that ships ‘arid their soft-.

. bodied crews are easy targets An attacking kraken

might grip the ship and try t6 crush the' hull, sinking
it and picking the crew off as they float helplessly.
Others will mezeiy try © hold the ship and slow it
with two or three o{ its tentacies, while using the rest
to pick up dainty morsels at leisure. Kraken rarely
fight to the death, however. If badly hurt, they will
flee and seek easier pickings elsewhere,

KRraken TempLate

P

Body +3, Mind -3

Damn Healthy! +4, Elasticity +2, Extra Arms
+3, Extra Actacks +2, Light Armour +3, Natural
Weapons (Spikes, Beak, Tentacles) +3, Super

_ Strength +4, Water Speed +3 -

INEXPERIENCED KRAKED

55 Character Points
Body 7, Mind 1, Soul 4

Attack Combar Value 4, Defense Combart Value 2
Health Points 105, Energy Points 45

Damn Healthy! ‘Level 5, Elasticity Level 2,
Energy Bonus Level 2, Extra Arms Level 4, Extra.
Attacks Level 2, Focused Damage (Beak) Level. 4,
Light Armour Level 3, Massive Damage Level Iy
Natural Weapons (Spikes, Beak, Tedtacles) Level 3
Super Strength Level 4, Witer Speed Level 3 ¢

Awkward Sizé 5 BP, Cannot Talk 2 BP

Restricted Path (Water) 1 BP, Rudlmentar)r
Mampu.fatlon 1 BP Unskilled 2 BP

J

OLD“%RUIUOR KRAKen

70 Charagter Poirts
Body 9, Mind 2, Sou! 5

Attack Combar Value 7, Defense Combat Value 5
Healch Points 130, Energy Points 55

Combat Mastery Level 3, Damn Healthy! Le\rc]

: 16 Elastluty Level 2, Energy Bonus Level 2, Extra

Arms Level 4, Extra Attacks Level 2, Focused
Damage (Beak) Level 3, Light Armour Level 5,
Massive Damage Level 2, Natural Weapons {Spifces,
Beak, Tentacles) Level 3, Super Strength Level 4,
Wiater Speed Level 4 -

Awkward S_s_?.e 5 BP, Cannot Talk 2° BP,
Restricted Path (Water) 1 <BP, Rudimentary
Manipulation 1 B Unskilled 2 BP

Awkward Size +5, Cannot Talk +2, Rfsmctecr‘

Path (Water) +1, Rudimentary Manipulation +1
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Big €vty. YmaLL DoaTh FanTasy BESTARY

Y0oung MaAnTICORE
30 Character Points

Body 6, Mind 1, Soul 3

Attack Combat Value 5, Defense Combat Value 3
Health Points 75, Energy Points 20

Combart Mastery Level 2, Damn Healthy! Level
3 Heighrened Awareness Level 4, Light Armour
"Level 4, Natural Weapons (Claws, Fangs) Level 2,
. Special Actack: Tail Stinger Level 2 (60 Damage;
'IBummg, Penerfatmg, Limited Shots x2, Melee)

" Awkward Size 1 BP, Cannot Talk 1 BP
Rudimentary Manipulation 1 B, Unskilled 2 BP

OLp AparT

- Body 8, Mind 2, Soul 4

Attack Combat Value 6, Defense Combat Value 4
~ Health Poirits 100, Energy Points 30

4, Heightened Awareness Level 5, Light Armour

Level 2 (60 Damage; Burning, Penetrating, Limited
Shots x2, Melee), Super Strength Level 1

~ ‘Awkward Size 1 BR' Cannot Talk 1 BR
- Rudimentary Manipulation 1 BP, Unskilled 2 BP

45 _'(;h_a’lra?ter Points

Combat Mastery Level 2, Damn Healthy! Level

Level 5, Massive Damage Level 1, Natural Weapons §
(Claws, Fangs) Level 2, Special. Actack: Tail Stingers

~DanTICORE

The manticore is a fearsome beast with the head

of 2 man or a woman, the body of a lion, and the ** e

stinging tail of ascorpion, It hunts arid, distant
wildernesses, making its lair in caves or among the
tunnels of ancient volcanoes. Though it has the head
and face of a human, the manticore is a stupid
creature whose few thoughes are taken up with hate
for all living things. They live alone, coming together
only to-mate. The male leaves after coiipling, and the
female takes-care 9( her young only until they can
fend for themselves. Then, the cubs are forced to flee
lest they become food themselves.

Lazy, shiftless beasts, manticores wil only hunt
when _hungry. Otherwise,?ihcy spend cheir days
Keeping watch from their mountain caves, waiting for
‘foes or_potential food (often one and the same) to
come near. Then they leap to the attack. A"
manticore's favourite tactic isto pounce from behind

and make an attack with its poisonous tail sting and ¢

quickly springing away. Wihien the target is disabled,
the manticore will move.in for the kill. Fierce
resistance will make it flee, however; survival is its
first instinct.

Male manticores will always be encountered
alone, and they are more aggressive than females
when intruders challenge their terricory. = Females,
hgsever, are far more vicious when defending their
young and will never flee. The discovery of a

manticore’s lair nearby is a cause for panic.in civilized =

lands, the rulers of which will pay almost anything to
be rid of them.

‘Body 42, Mind -3, Soul -1

Combat Mastery +2, Damn Healthy! +2,
Heightened Awareness +1, Light Armour +2,

Natural Weapons (Claws, Fangs) +2, Special Att‘ack e
Tail Stingéf!+1 (45 Damage; Burning, Penetratis :

Limited Shots x2, Melee) o

Awkward Size +1,
Rudimentary Manipulation +1

Cannor Talk” +1,

CREATURE OF MyTH TE
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ManTicore TempLaTe .~
Template Cost: 10 Character Points s s
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Naga s

- Nagas are a weird mixture of giant snake and
human. They have the faces of either men or women,
: I;ut the rest of their 10-metres-long body is that of a
~ snake with a bony striker at the tip of its tail. They

are coloured in bright patterns that match those of

| their jungle homes. Nagas make cheir lairs in hidden. -
caves by sacred: watenfalls or in vine-covered ruins,
~ particularly anciént temples and palaces. The origin
, - of the nagas is lost in time. Some legends say they are
| demons punished wu:h al fuun and-foreed to live
# " on Barth, while others say they are the descendans of

. a god who took;the form of a snake and 1a|d w1ch a
- mortal woman. BT

Nagas can be fn ly, md:ﬂ'erenl:, or hpstile to
1 mona{s — there.is nd genera] rule. Those; fﬁendty or.
-, neutral might answer qusnons from respéctful heroes
3 seeleéug knowledge, and thiey tay even did chem with
: f - an Item of Power from the places they guard, which
- * “must be returned whcn,lthe adventurer's quest is
. complete. Nagas‘ti,ll -disposed to humans and their
i ~allied races will guard their Jairs with all their might,
L fighting to kill the intruders who dare to stéal from
L them. Some few have greac powers of hypnosis,
. © which they will use to subdue mortals, making slaves
~ of them, or even a meal.
Explorers and travellers will usually cncouﬁi‘e;
*just a single naga, though occasionally two or three
* weaker nagas will serve one that is far more powerful.

“  Daga TempLaTe
2 Template Cost: 25 Character Points

Body +2 s
Combat Mastery +1, Damn Healthy! +2;
el - Elasticity +2, Light Armour. +3, Natural Weapons
;",, W% (Fangs, Tail Striker) +2, Special Attack: Venom Spit
% +1 (30 Damage; Burning, Irritant, Spreading,
: Mnaccurace, Limited Shots, Short Range, Toxic), Speed
o e 6’ Smll:h +1, Super Strength #2 <

SAwkward Size +1

Lont? Naga
45 Character Points
Body 6, Mind 4, Soul 4 1
Attack Combat Value 6, Defense Combar Value 4
Health Points 80, Energy Points 40 ‘
Combar Mastery Level 2, Damn Healthy! Level
3, Elasticity Level 2, Light Armour Level 3, Masswef ;
Damage Level 1, Natural Weapons (Fangs,. Tl
Striker) Level 2, Sixth Sense (Detect [ntruders) Level
1, Special Actack: Venom Spit Level 2 (45 Dan:nge,

Burning, [rritant, Spmding Insqumte hmmgd ]
Shots, Short Range,v"[‘om), Speed Level 2, Stealth
 (Vision) Level 1, Super Strength Level 2

Awkward Size 1 BP Unskilled 2 BP

J

DQGI LORD

60 Charagter Poirts - X
_ Body 8, Mind 5, Sou15 webeyss SR

Arrack Combat Value 8, “Défense Combat Va]ue6
Health Points 105, Energy Points 50

{ Combat Mastery Level 2, Damn Healthy! Level'

\,/ "

§
: 4, Dynamic Sorcery Level 2, Elasticity Level 2, Light

Armour Level 4, Massive Damage Level 1, Natural
Weapons (Fangs, Tail Striker) Level 2, Sixth Sense
(Detect Intruders) Level 1, Special Artack: Venom
Spit Level 2 (45 Damage; Burning, Itritant, *
Spreading, Inaccurate, Limited Shots, Short Range, —
Toxic), Speed Levej 2 Stealth (Vision) Level 2, Super
Scrength Level 2. J

Awkward Size 1 BP, Uﬁsk:l[ed 2BP
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. anxious to sell chem to w:zmds

A Pegasus is a large, beautiful horse with the

~ wings of a graceful bird. It stands nearly two metres

tall ac the shoulder and weighs neatly 700 kilograms.
Most commonly white, the pegasus can also be grey
or even coal-black. Unlike horses, which live in herds,

pegasi-live in small family groups among the high -

peaks, far from most predators save dragons and
manticores, theif dire enemies. They build their nests
on sheltered ledges and inishallow caves, where male
and female will give I:m;h to just one<grtwo foals
every couple of years. iPmrs mate for life and are
absolutely devored 10 ea.ch other and their young.

Pegasi are shy cregtures who try to avoid contact
with humans and thelr’kmd t00 often; rhey‘ve been
hunted for their hides ‘and feathers. by g:eedy men, .
But the winged -
horsgs_ have an innate, sensé regardig’g a mortal’s

. character, and some will allow truly good humans,

 elves, and others to nde them, even fighting alongside

them in the nght Sguse gasi never let themselves

- be owhed or mastered by a,nu_t_hel_': accepting a rider is,

to them, an act of friendship between equals. Once a
pegasus accepts a rider, it will never let that person
fall off so long as life remains in its body.

Peagasay TempLaTe

- Template Cost: 5 Character Points

Body +2, Mind -2, Soul +1
Damn Healthy! +2, Extra Capacity +1, Flight

+1, Sixch Sense (Sense Good) + 1

Awkward Size + 1, Cannot Talk + 1, No Arms 2

’ —

R S outh FanTay BEYTIﬁR*Y :
Pegasay

Young CoLT

25 Character Points
Body 6, Mind 2, Soul 5

Attack Combat Value 4, Defense Combat Value 2
Health Points 75, Energy Points 35

Appearance Level 2, Damn Healthy! Level 2,

Divine Relationship Level 2, Extra Capacity Level: 1,.

Flight Level ‘1, Heightened " Awareness Level 1,

Natural Weapons (Hooves, Bite) Level 2, Sixth Sensc

(Sense Good) Level 1, Telepathy Level 1

Awkward Size 1 BP, Cannot Talki1 BE NuA:ms
2 BR Unskilled 2 BP

S’TﬂLuon hm

40 ;r Paml:s
Body? Mmd 5; Soul 5

fut{ck Combar Value 5, Defense Combat Va]ue 3
_Healch Points 80, Energy Points 50 / :

Appearancé Level 3, Aura of Command
(Normal Horses) Level 3 Damn Healthy! Level 3,
i Divine Relationship Level 2, Extra Capacity Level 1,
Flight Level 1, Heightened Awareness Level 3,
Natural Weapons (Hooves, Bite) Level 2, Sixth Senise
(Detect Good, Detect Evil) Level 2, Telepathy Level 2

Awkward Size 1 BP, Cannot Talk 1 BP No Arlm‘s
2 BP, Unskilled 2 BP

'stdu " el R,
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PHoenix Jast REBORD

60 Character Points

Body 7, Mind 4, Soul 7

Attack Combar Value 8, Defense Combar Value 6

Health Points 110, Energy Points 55

Combat Mastery Level 2, Damn Healthy! Level
4, Divine Relationship Level 1, Extra Attacks Level 1,
“Flight Level 2, Heightened Awareness Level 4, Light
 Armour Level 3, Natural Weapons (Claws, Beak)
TLevel 2, Reincatnation +1, Special Attack: Aura of
Flame Level 3/ (30 Damage; Aura, Burning, Melee),
Super Strength Level 2 i

Awkward Size 3 BP, Bane (Roc's Blood) 1 BP, .

Cannot Talk I'BP, Nemesis (Roc) 1 BP, Rudimentary
Manipulation I'BP, Unskilled 2BP . &

Bt i i
Pﬂoenlx ATt

THe Epge oF REBRTH
73 Character Points’

i
z
;

Body 8, Mind 5, Soul 9

.t ..-'-.--.- -*-v%“'w-n—:-m.-'- -'--l":r'lr.-'r'n-v

Combat Mastery Level 3, Damn Healthy! Level

5, Divine Relationship Level 3, Extra Attacks Level 1,

Elight Level 3, Heightened Awareness Level 2, Light

: * Armour Level 3, Natural Weapons (Claws, Beak)

=" Level -2, Reincarnation +1, Special Atrack: Aura of

.~ Flame Level 4 (45 Damage; Ausa; Burning, Melee),
~ SuperStrengthLeveb2

L Awkward Size 3 BR, Bane (Roc’s Blood) 1 BR

~ Cannor Talk 1 BP, Nemesis (Roc) 1 BP, Rudjmemary

Mampulﬂrmn I BB, Unskilled 2 BP

e A B L s

£
.
i

B it £

their flame auras as’ bea:ons & weapons to bum the

Artack Combat Value 10, ‘Defense Combat Value 8 §
Health Points 135, Energy, Points 70 #

e

PHOEDIX

The phoenix is a magical bird found in deserc
climes. They are servants of the good gods that stands %
watch over innocent travellers and small towns, They =
resemble mighty eagles, save that their bodies are
twice the length of a man's and cheir wingspan four

-times that, though they get larger as they age. The

feathers display all the colours of a rainbow, especially
the warm colours of red, yellow, and orange. While
they are predators that can lift an elephant or pluck a
whale fromrehe ocean, phoenixes only take the old and
weak and are never cruel wz;‘h their prey. They aare
the eternal foe of the roc, a lack-witbeast often duped
by the powers of evil. They have also been known to
aid lost travellers arid servaits of good causes, using

gods' enemies.

While. they make* neésts.among the mountains
like many birds, the phoenix bears no young. Indeed, -
scholars debate whether thﬁm is even more than one
sex among phoenixes, Some ﬂ'zqsnze that no. more
than a dozen exist, creations of the god of the $un to -
protect the peoples of the deserrs. Whatever the
truth, the phoenix lives through a cycle of birth, ;
death, and rebirth 500 years long. Every half-
millennium, the ageing phoenix sets its nest ablaze
and: burns itself to death. From its ashes arises a new
phoenix, the original reborn. Thus, the firebird serves
as 2 symbol to all people of hope and triumph through -
the worst travails, . :

.

- PHoEDIx TempLate .
i Template Cost: 40 Character Points ~#.
Body +3, Soul +3 ! 1
~ Combat Mastery +1, Damn Healchy! +3, Flight
+2, Heightened Awareness +2, Light Armour +3,
Natural Weapons (Claws, Beak) +2, Reincarnation:
+1, Special Attack: Aura of Flame +3 (30 Damage ;
Aura, Burmrtg Melee), Super Strength +2 :
Awkward Size +3, Bane (Roc’s Blood)oH
Cannot Talk +1, Nemesis (Roc) +1, Rudim
Manipulation +1

CREATURE OF DYTH LEMPLATEY
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3 The roc is a huge bird of prey, invoking images
" of a pet falcon of a giant god. They lair in
mountainous desert regions, much like the phoenixes,
preferring coastal lands that give them access to large
sea mammals such as dolphins, whales, and sea lions
— as well as human ships. Their bodies are nearly 25,
metres long and their wingspans can reach almost 50 |
metres. The roe’s plumage is most often a mortled
brown and grey, though black and white or snow
white are not unknown. Sailors c%s;der;hg black roc
~ asign of great evil, *"
: Rocs are olggqmnt creatures, . with ket sight
that some say can see past the horizon. They rarely
notice creatures as small.gsmen and ¢lves, unless those
beings object to'a roc feaﬁimg on their cattle, Then the
roc will defend its kill as any. predator wcmld, which -
 usually results in the death of the mortal, Rocs are not
¥ mtelhgenr animals, aud‘rheu rapacious instincts make
' them casy prey for powe:ful evil wizards and priests,
F who can dominate r];em with their magic. A rocin the
service of evil is a "deadly guard, spotting agents of
: nghtenusness and diving on them before they caneven

or drive off the heroes, the roc’s master is alerted that
danger is nearby.

Roes breed but once every three score years,
laying only one or two eggs. The nesting of a roc'is
- regarded as a horrible omen among peoples living
- nearby, for dhie beasts will need to feed their young.

Thus, heroes are likely to find work hunting rocs, if

- _they are foolish enough.
ot

~Roc TempLaTe
~ Template Cost: 30 Character Points
Body +3, Mind -2
Combat Mastery +2, Damn Healthy! +3,
Exrra Capacity +2, Flight +2, Heightened
Awareness +2, Heightened Senses (Slght x2) +2,
Tight Armour +2, Natural Weapons (Claws, Beak)
.uper Strcngth +3
Wykward Size +3, Cannot Talk +1,
nta I_Mampulauon +1

e

',Q'

come close to their objective. Even if they fail to kill ",

Roc Dew To Ity

TERRITORY
50 Character Points

Body 7, Mind 2, Soul 4

Attack Combat Value 6, Defense Combat Value 4
Healch Points 85, Energy Points 30

Combat Mastery Level 2, Damn Healthy! Level

3, Extra Capacity Level 2, Flight Level 2, Focused

Damage Level (Beak) 3, Heightened Awareness Level

3, Heightened Senses (Sight x2) Level 2, Light

Armour Level 2, Massive Damage Tevel 2, Nacutal

‘Weapons (Claws, beak) Level 2 Speed Level 2 Super‘
Strength Level 3

Awkward Size 3 BP Cannot Talk 1 BP
Rudimentary Maniptlation 1 BP, Unskilled 2 BP

r% e
'Roc Reapy To Dﬁ"i"r

65 Character Points
Body 9, Mind 3, Soul 5

Attack Combat Value 9, Defense Combat Value 7
Health Poins 120, Energy Points 40

Combat Masteny. Level 4, Damn Healthy! Level
5, Extra Capacity Level 2, Flight Level 2, Focused
Damage (Beak) Level 3, Heightened Awareness Level
2, Heightened Senses (Sight x2) Level 2, Light
Armour Level 3, Massive Damage Level 3, Natural
Weapons (Claws, beak) Level 2, Speed Level 2, Super
Strength Level 4 .

Awkward Slzc 3 BP, Cannot Talk 1 BP,
Rudimentary Manipulation | BP, Unskilled 2 BP

Y
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Spectral Hounds are ill-omened creatures of evil, Body 6, Mind 2, Soul 5

o ; F
ﬁ the servants and favoured pets of '(%emomc powers. Aséack Gombat Valie &, Défesse Corabar Vilie i
-+ Legends say they haunt cursed families, appearing in Health Poincs 95, Points 35
~ the dead of night to howl when the lord or heir of the i =y Sl By

house is about to meet a hortible deach. Barred doors Combat Mastery Level 1, Damn Healthy! Level 3
and armed guards can't kecp them out, for rhey can, 4, Environmental Control (Darkuess) Level 2,
pass through walls of the thickest stone to deliver Heightened Awareness Level 4, Insubsra.uml
their messages of doom. Spectral hounds, sometimes ~ (Incorporeal) Level 4, Natural Weapons (Fan t, 08
called “hell hounds,” alse haunt lonely roads among -~ Claws) Level 2, Light Armour Level 4, Spéed 1-6\‘!’-[ '
the moors or other deso]age places wherg a great evil  Stealth Level 3, Super Strength Level 2 £

[ has taken place. Thei‘é they attack travellers and Awkward Size 1 BP Bane (de ltemsi 1 BP

P_h isolated ‘farmsteads, returning on each full moon till Bane (Sunlight) 2 BR Cannot Talk 1 BP Rudtmentary
: the land is abandoned. Their movements and' actions Mampulauon 1 BP, Unskﬂ]eJ2 BP

3 provide clues to the d;me that called them forth, 9 : : j
~though, and wise herogs can use :hls knawledge to : : j
4 banishi the spectral hound. Poujeﬁm[_' _ ‘i
e | Spectral Hounds appear as large wvicious dogs, YPE‘QTRQL HOUDD T ‘

~ nearly three metres long and one and a half high.

g ; 65 Charactet Points - {4
" Their eyes are like burning coals and cheir saliva drips = i : k

Body 8, Mind 3,Soul 6

. from cheir jaws in drops that sizzle and steam when _ :
they hit the ground, Théy can call darkness around Atcack Combat Value 7, Defense Combat Value'S
themselves to confuse ‘their victims and those who , ¢ Health Points 120, Energy Points 45

~ would hunt them. In a fight, the Spectral Hound can - i, Combat Mastery Level 2, Damn Healchy! Level
- tear flesh and even rip through armour with clawsand 5 Eqvironmental Control (Darkness) Level 2, Extra
B teeth as hard as iron. Spectral Hounds fear the good  Accacks Level 1, Heightened Awareness Level 4,
gods and cannor stand the presence of their l_1:0|y Insubstantial (Incorporéal) Level 4, Nacural Weap:)ns
S}'mbo’&,‘whcﬂ wielded by a person of faith. The S'I.l:ﬂ_, (Fangs, Claws) Level 2, nght Armour Level 4, Spaea )
- a symbol of justice, is also anathema to them. Level 3, Stealth Level 3, Super Srength Level 3 e
. Spectral Hotinds are generally found alone, unless : FEE T 32
R e Kl Awkward Sizg:1 BP, Bane (Holy items) 1 BP
SN Bane (Sunlight) 2 BP, Cannot Talk 1 BP, Rudimentary
e Manipulation 1'BP, Unskilled:2 BP-- -+ :
« YPECTRAL HOUDD TEmPLﬂTE’ |
“ Template Cost: 30 Character Points
Body +3, Mind -2, Soul +1
Combat Mastery +1, Damn Hea]thy‘ +2,
. Environmeéntal Control (Darkness) +1, Heightened
\ Awareness +1, Insubstantial (Incorporeal) +4,
\Namral Weapons (Fangs, Claws) +2, Light Armour
+2 Speed +2, Stealth +3, Super Strength +1
\«\wkmard Size + 1, Bane (Holy items) +1, Bane
(Sunl?ﬁh{) +2, Cannot Talk +1, Rudimentary
Manipulation +1

P56 ('_R&%IREE..OF MyTH TEOPLATES
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CUriOUs YPHIDX
40 Character Points

Body 6, Mind 6, Soul 5

E Attack Combat Value 5, Defense Combat Value 3
F Health Points 85, Energy Points 55

|

Damn Healthy! Level 3, Flight Level 1,
. Heightened Awareness Level 3, Light Armour Level
§ -4, Massive Damage Lével 2, Natural Weapons (Claws,
. Fangs) Level 2, Speed Level 1, Super Strength Level 2
[{- ' _ Culvural Arts (Riddles) Level 5

AwkwardSize 2 BE, Rudimentary Manipulation
'lé 1 BB, Unskilled | BP

% - OLD YPHIDX
f, 55. .Chgm;ter Points
~ . Body 7, Mind 7, Soul 6

i __- ) . Attack Combat Valué 6 Defense Combar Value 4
" Health Points 105, Energy Points 65

Damn Healthy! Level 4, Extra Atcacks Level 1,

. F]:ghr Level 2, Heightened Awareness Level 4,
Heightened Senses (Hearing, Sight) Level 2, Light
Armour Level 4, Massive Damage Level 2, Natural®

~ Weapons (Claws, Fangs) Level 2, Super Strength

~ Leyel 2

.« Cultural Arts (Riddles) Level 7, Cultural Arts
(History) Level 3

N Awkward Size 2 BP Rudmlentnry Manipulation

r s

1 BP

ek

¥

Ty . ST
s ] LS
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~answer correctly: if he or she fails, the sphinx kills and

.

YPHIDX

The sphinx is a composite beast, with the head '.~,‘ '. [
and breasts of a woman, the body of a lion, and the =~ =
wings of an eagle. It is not hideous, nor even = '
unpleasant looking; indeed, a sphinx is often a .
handsome beast, in spite of its mixed heritage. Their
origins are unknown, although, according to some
legends, they are che offspring of two great monsters
that mated during the War of the Gods. Others claim
that the sphinx is a servanc of the Lords of
Knowledge, testing men to see if cheir minds are
worthy."Whatever the truth) the sphinx is a large and
imposing being with claws and ceeth that can rip a
man to'shreds in seconds.

~ Sphinxes prefer wah climates, where they
perch on high rocks, enjoying the sun while waiting

for travellets to pass by 5o they can challenge chem co

a riddle. Their love, off riddles is their most famous -
trait, and some have even held cities and towns
hostage, not letting anyone through the city gares . ‘&
without accepting their challenge. Each will have one
unique to itself, with which ic cHallenges all mortals
who cross its pach.  The victim has three chances to

eats the person. The creature is not cruel abour this,
but it has supreme confidence in the riddle’s difficuley, =
Thus, the mortal's life is the only worthy stake,
Should the riddle ever be solved the sphinx will fall
into an abyss of despair and kil iself. s

Encounters will -most often involvé a single
sphinx, because they jealously guard their riddles
from each other and refuse to co-operate.

YPHIDX Tt’mPLﬂTE

Template Cost: 20 C]}aracter Points,
Body +2, Mind +1, Soul +1
Dama Healthy! +3, Flight +1, Heightened ‘;;r

Awareness +1, Highly Skilled +1, Light Armou: :
+2, Natusal Weapons (Claws, Fangs) +2, S_

Strength +2"
Cultural Arts (Riddles) +5 2
Awkward Size +2, Rudimentary .;;;-'i' ion +1
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Unicorns are large, beautiful horses that inhabit

syivan forests along with faeries and high elves. A

single spiral horn grows from a-unicorn’s head, its

~ length and the number of spirals indicating the

creature’s age. Unicorns are most often snow white,
though rare grey and black one have been seen, too.

What ever the colour of its body, the mane, tail, and

feathering aroufid che unicorn’s hooves are always

~ white. The origins of the unicorn are long lost: some

myths tell of a noble hors; thar sacrificed atself to save

- an old priest from a hom1 The priest healed the beast
- and blessed it and. its c}uldren with a gentIe soul,
beauty, and the horn «

‘a symbol of nobility. ‘Others

~ claim the unicorn camefrom the lands of the faeries,

-~ few years.
 possess powetful magical qualities related to healing

- and virility, and evil wizards or ageing kings will

. sometimes hunt them. Any who kills a unicorn,

thus explmnmg why théy are 5o often found fogecher.

Umcoms are peaceful creatures, though they are

. fierce fighters when the cause 'is good. They are
- otherwise shy, their souls sensitive toward evil intent,
" and they will flee from any but the most good-hearted

mortals. A umcow-will occasionally allow a mortal of

- great purity and innocence to ride it, even into battle,

though few can meet their high standards,

When a wanderer encounters a unicorn, it will
often be one of a mated pair, as they bond for life.

- They are intensely loyal to each other and their

young, of which there is usually only one born evéry
The horns of the unicorns are said to

however, soon finds that all the life in the forest has

- become their eternal enemy.

~ Unicorn TempLATE
. Template Cost: 10 Character Points

Body +2, Mind -1, Soul +2

_ Damn Healthy! +2, Divine Relatjonship +2,
Extra Capacity +1, Healing + 1, Natliral Weapons
(Hiow)- +1, Sixch Sense (Sense Evil) +1

}wi;wd Size +1, Cannot Talk +1, No Arms +2

2 BR Unskilled 2 BP

. 45 Ch

UDICORD Y TALLIOD
30 Character Points

Body 7, Mind 3, Soul 6

Attack Combat Value 5, Defense Combat Value 3
Health Points 85, Energy Points 45 :

Appearance Level 2, Damn Healthy! Level 2,
Divine Relationship Level 2, Dynamic Sorcery
(Refreshing Magic only) Level 2, Extra Capacity Level
1, Focused Damage (Horn) Level 2, Healing Level 1 %
Natural Weapons (Horn) Level 1, Sisth Sense {Sense 4
Evil, Sense Virtue) Level 2 -

Awkward Size 1 BP, Cannot Talk 1 BP No A’}

S’mrzﬂv KingG’s MounT

er Points

Body 7, Mind 4, Soul 8 E
Attack Combat Value 6, Defense Combat Value 4 4
Health Points 115, Energy Points 60 |

Appearance Level 3, Damn Healthy! Level 4,

; Divine Relationship Level 4, Dynamic Sorcery.

(Refreshing Magic only) Level 3, Extra Capacity Level

1, Focused Damage (Horn) Level 2, Healing Level 2,
Natural Weapons (Horn) Level 1, Sixth Sense (Sense
Evil, Sense Virtue) Level 2 ‘

Awkward Size 1 BP Cannot Talk 1 BP No Arms E
2 BP, Unskilled 2 BP : 3
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Worgs are evil, demonic beasts that wear the

3 .,'"farms of wolves and take delight in destruction and

killing. A typical worg is the size of a large wolf, with
- direy black fur and eyes like burning embers.
Steaming saliva drips from their mouths and their

demons, or perliaps they are large wolves that have
been possessed by spirits: of: hace.
legends even claim they: e favoused pots-of demons,
let loose on Earth to turnpent the innocent. However

and mounts for gobhns

Worgs are to bla‘?ﬁe for much of rhe‘ terrible
reputation wolves hive among humians ‘and others.

as trained attack anim

. While wolves will only attack the sick and weak, -

often avoiding humans a.ltoéether, worgs will raid
- farms and atack travellers. for the sake of killing,
~ sometimes not even eating their victim, instead
leaving the corpse '(p fot. AJso, unlike wolves, worgs
. have trouble co-operating with each other — their
packs eventually breaking up in bloody sqiiabbles.
They are even a grave danger to those who try to train
them for they can never be tamed. Worgs are fast and
alert, and they have'lead many hunting parties on
futile chases. Encounters with worgs should leave

heroes with the impression of a cunning foe and

wondering yeho is hunting whom.

~(UorG TepmPLATE

Template Cost: 5 Character Points
i Body +2, Mind -3

Combat Mastery +1, Damn Healthy! +1,

Excra Capacity +1, Heightened Awareness +1,

* Heightened Senses (Smell) +1, Natural Weapons
\ (Fangs) +1, Speed +2, Stealth +1

\%:v Awkward Size +1, Cannot Talk +1, ].‘50 Arms +2

breath carries the moist stink of rotting meat. Worgs-
may be the get of matings between wolves and '

Some religious

‘ —

:"EIG E’YES' )"mﬂu,. mOUTH PADTAY BE’S’Tlﬁwz

. they came to be, they operare alone, in packs, or even -

‘ GoBﬁi-?: CHIEF’s YTEED
40 Charagter Poidts -

Y0oung (WIORG
25 Character Points

Body 6, Mind 1, Soul 4

Attack Combat Value 4, Defense Combat Value 2
Health Points 70, Energy Points 25

Combat Mastery Level 1, Damn Healthy! Level
2, Extra Capacity Level 1, Focused Damage (Bite)
Level 2, Heightened Awareness Level 2, He;gh:em& i
Senses (Hearing, Smell) Level 2, Kensei Uudge i
Opponent) Level 1, Light Armour Level 2, Namral 3
Weapons (Fangs) Level 1, Speed Level 2, Steakh
Level 3 | f #
Avkyard Size 1 BR Cannot Talk 1 BR No Acms. &
2BR Unskiled 2BP &
- ;

S ! 4
A

3 Body7 Mlnd3 S(;Jlﬁ vy

Artack Combar Value 7, Defense Combat Value 5
Health Points 90, Energy Points 40 '

¢ Combat Mastery Level 2, Damn Healthy! Level

- 43, Extra Capacity Level 2, Focused Damage (Bite)

Level 3, Heightened Awareness Level 3, Heightened
Senses (Hearing, Smell) Level 2, Kensei (Judge
Opponent) Level 1, Light Armour Level .3, Massive
Damage Level 2, Natural Weapons (Fangs) Level T, -
Speed Level 2, Stealth Level 3

Awkward Size-Level 1, Cannor T:llk Level 1, No
Arms Level 2, Unskilled 2 BP  +
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ApoLescenT WyverD
30 Character Points

Body 6, Mind 2, Soul 5

Attack Combart Value 5, Defense Combat Value 3
Health Points 75, Energy Points 35

Combat Mastery Level 1, Damn Healthy! Level
2 Flight Level 1, Heavy Armour Level 1, Heightened
Senses (Hearing, Smell) Level 2, Natural Weapons
(Claws, Fangs, Tail Striker) Level 3, Super Strength
Level 2 /

. & Awkward Size 2 BP, Cannot Talk 1 BP,
Rudimentary Manipulation | BP, Unskilled 2 BP

E’LD&’R (yvERrRD
45 Chara;ter Points

< Body 8, Mind 3, Soul 6

~ Health Points 120, Energy Points 45
Combat Mastery Level 2, Damn Healthy! Level

b 5 Flight Level 2, Focussed Damage (Tail Strike) Level
" , Heavy Armour Level 1, Heightened Senses

(Hcarmg, Smell) Level 2, Natural Weapons (Claws;4

’ Fangs, Tail Striker) Level 3, Speed Level 1, Super
Strength Level 2

: 4 Awkward Size 2 BB Cannot Talk 1 BP,
E " Rudimentary Manipulation 1 BB, Unskilled 2 BP

Attack Combat Value 7; Defense Combit Value 5

ey

(lyverD

Wyverns are smaller, far less intelligent relacives
of dragons, perhaps even a survival of the dragons’
ancestral form. They have a large, scale-less lizard's
body and head of motcled grey and brown, while their
wings ate like those of a large bat. The flexible tail
comes to a bony point, and they waddle through the
lonely badlands*and ruins they favour on vulture’s
claws. Their rtheumy yellow eyes make them look
half-asleep and lazy, but ¢his disguises their power and
ferocity. in'baetle: & wyvern gan snap & war- -horse and
ridet in half with:one bite. | While wyverns can fly,

- they are clumsy fliers who cannot stay in the air for

long. They mate after a brief; bmtal courtship, which
often results in the males‘death When the eggs

hatch, the young will ﬁght edch-other until only one

. survives.

Wyverns are neither eadily tamed nor traiped,

but evil warlords and sorcerers will make use of mind

control spells or Items of Pawer to dominate a wyvern

into service. | Some. will locate ﬂieu' tOWers near a
wyvern's lair, giving gifts of living victims to gdin the
creature’s trust and playing on its narural cerricorial
instincts to keep intruders away.

Wyvern TempLaTe
; Template Cost: 10 Character Points

Body +2, Mind -2, Soul +1 ==

Damn Healthy! +2; Flight +1, Heavy Armout I
+1, Natural Weapons (Claws, 'Fang;, Tail Striker) +3

: Awkward Size +2, Cannot Talk +1,
~* _ Rudimentary Manipulation +1
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The Yeti, also known as the “Abominable
" Snowman,” is'a man-like creature that lives among the
snow-covered peaks and glaciers of remote mountain

a0
o,

ranges. « Yetis may be a relative of humanity ‘or the
great apes, althoughsome religious scholars dismiss

believe the snowmen are the descendants of mortal

men, cursed by ‘the gods for their hubris when they
~ tried to climb to Heaven, Yetis are larger-and bulkier
~ than humans and w.;lk upr:ght.s‘fhewvhunds have
 opposable thumbs that le; the more intelligent of them
- use crude stone tools. Contrary to their appearance,
they are swift and nimb] bemgs able to move with ease
over ice and snow. Yeu ‘ranges from brown: to black

vast ma;onty of those seen aré]nales It is possible that
 there are few female yetls left, or perhaps they stay
~ behind in cheir caves to. cgre for the young or the very

¥ old; nothing is kmﬁ{n [‘op reain. ;
e, Yetis have a rcp_utauon for savagery that is not
| wholly deserved. While their imposing build, great

-~ strength, and steel-sharp claws'make them dangerous
.+ foes when cornered, yetis have never been known to
raid the holds of men and dwarves. In fact, yetis are
i shy crearures and go out of their way to hide from
L strangers, who often bring fire and hunt thém for

;_‘_.lhei.r hides.and organs, which are ramoured to have

i,
v
o
b

s
=k
s

: - magical properties.
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. Yer Temprare

- Template Cost: 15 Character Points s
Body +3, Mind -3, Soul -2

R e

- Heightened Awareness +1, Light Armour +2,

this idea and claim they are snow demons. Still others- -

t0 snow white — it fhay, indeed, dhiange with the
seasons. They are usually encvantered alone; and the -

, ,{Efemental Magic. only) Level 2, Heightened

YOoung YeTI
35 Character Points

Body 6, Mind 2, Soul 2

Atrack Combat Value 5, Defense Combat Value 3
Health Points 70, Energy Points 20

Combat Mastery Level 2, Damn Healthy! Level
3, Heightened Awareness Level 3, Jumping Level 2,
Light Armour- Level 2, Natural Weapons (Cia\\rs,'r =
Fangs) Level 2, Sixth Sense (Detect Danger) Levei 1} T
Special Movemenc (Light-Footed) Levél 1 , Speed Leve]
2, Stealth (Vision) Level 4, Super Stre:ggth Level 27

Awkward Size 1 BR, Cannot Talk 1 BR Phobi 4
(Fire) 1.BP, Vulnerabilicy: Heat 2 BR, Unskilled 2 BP_

rSlDd YETI
50¢ Chﬂmc rlents

Body 7, Mind 3; Soul 4 b
 Attack Combat Value 7, Defense Combat Value 5

Health Points 95, Energy Points 35

Combat Mastery Level 3, Damn Healthy! Level
4 Divine Relationship Level 1, Dynamic Sorcery.

Awareness Level 5, Jumping Level 1, Light Armour
Level 3, Massive Damage Level 1, Natural Weapons
(Claws, Fangs) Level 2; Sixth Sense (Detect _Danéer)
Level 1, Special Movement (Light-Footed) Level T, -
Speed Level 2, Stealch (Vision) Level 4, Super Strength -
Level 2

Awkward Size 1 BP, Cannet Talk 1 BP, Phobia
(Fire) 1 BR, Vulnerability: Heat 2 BP, Unskilled 2 BP

Combat Mastery +2, Damn Healthyl- +2! :

s Natura] Weapons (Claws, Fangs) +2, Special .

"Movement (Light-Footed) +1, Speed LeveI 2 Stealth

m}+2 Super Strength +2 | {¥
Whwkward Size +1, Cannor Talk +1, Phobia
_yulnembll:ry Heat +2

a5 Ui o M7t TempLaATEy
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oo . Young TRICERATOPS
TRIQERQTOPS’ 35 Character Points

The triceratops is an herbivorous dinosaur found Body 7, Mind 1, Soul 2

in pineval forss wih an sbundinc of f 15 gyl Combu Vale 5, Defense Combat Vi3
o TR R S e Health Points 75, Energy Points 15 :

huge reptiles: nearly eight metres long and over 9
tonnes. A vast shield of bone sweeps up from the Combat Mastery Level 2, Damn Healthy! Level &
back of it head, which itself is nearly two metres long.r - > Extra Capacity Level 1, Focused Damage (Horas) -
Above each ey sprouts a sharp, metre-long hota, Level 1, Heavy Armour Level 2, Heightened
while a smaller Koen rises from its snout, much like a  Awareness Level 2, Heightered- Sensa (Sm.e“ {4

1 - Level 2, Massive Damage Level 1, Natural me

thinoceros. The triceratops-is-generally greyish green 5
in colour, which helps it blend -wrlw;th jts  (Horns) Level 1, Sixch Sense (Detect. I?hnger) m.a 'I'

]
¥

v
K

[l

| surroundings. Cursed with poor eyesight, triceratops Super Strength Level(3
| have a sensitive Sense of smell that often gives them - Awkward Size 2 BP, Cannot Talk LBR No Arms L
: warning of nearby dauger " 2 BP Not So Fast 2 BP, Unskilled 2 BP ]

Triceratops travel herds of one to three dozen

animals for self-protection since théy are tempting - f--;'T R
., targets for large predators like the tyrannosaurus rex. Owp BU[‘L

25 T slow too effectively. flee, 'triceratops will form a 50 Charagter Poirts 4 o
3 protective circle with the bulls facing outward, while ~ Body 9, Mind 2, Soul 35 Ry \ Ff’!
- the females and young hlde within. Many predators Artack Comba: Value 7 Defense Combat Va.lueS :
r have given up in: &“5“3“0“ unable to-pierce the Health Points 100, Energy Points 25 b
__ s shield i : \ , {  Combar Mastery Level 3, Damn Healthy! Level .j
& e Triceratops lay three to four eggs in 2 mud nest . 'i"‘f‘! Extra Capacity Level, 2, Focused Damage (Horas) 3
during the spring, when the herd gathers near a  payel 2. Heavy Armour Level 2, Heightened

*-  favourite watering-hole. The young are cared for by Awareness Level 3, Heightened Senses (Smell x2) -
the female until chey are a year old, and she will  avel 2. Massive Damage Level 2, Natural Weapons

. defend them ferociously. Wealthy kings snmetii"ﬁeg (Horns) Level 1, Sixth Sense (Detect Danger) Level L, 311
| pay hunters to travel to distant lands to bring an egg Super Strength Level 4 : “‘i

o o 8 lﬁaby“mécratops back for their private zoo, but Awkward Size 2 BP, Cannot Talk 1 BP No Arms :
MR AR 2 BP, Not So Fast 2 BP, Unskilled 2 BP

7

« TRICERATOPS TEMPLATE '
" Template Cost: 15 Character Points Venes '. 1
Body +3, Mind -3, Soul -2 4

< Combar Mastery +1, Damn Healthy‘ e 5
- Extra Capacity +1, Heavy Armour +2, Heightened .-

\ Senses (Smell) +1, Natural Weapons (Horns) +1,
“&u‘per Strengeh +3
h Awkward Size +2, Cannot Talk +I \Io Arms
So Fast +2




-

e k= ek Ty

BiG EYE’? ?mr:lLL. D)OUTH Fqnmw BE’S’TIQRY

iadelh. oo i L e Do g
- !

ADOLESTENT
TyRapNOsAURUY REX

35 Character Points
Body 7, Mind 1, Soul 3

Attack Combat Value 5, Defense Combat Value 3
Health Points 80, Energy Points 20

Combat Mastery Level 2, Damn Healthy! Level

l3;,' Focused Damage (Bite) Level 2, Heavy Armour
 Level 1, Heightened Senses (Hearing, Smell) Level 2,

Massive Damage Level 2, Natural Weapons (Fangs,
Claws) Level 2; Speed Level 2, Super Strength Level 3

Awkward Size 3 BP, Cannot Talk 1 BB No Arms

2 BR, Unskilled 2 BP

Tvmnnomumf ImPt?RﬂTOR

50 Character Points

Body 9, Mind 2, Soul 4 b

'I Attack Combat Value 9, Defense Combat Value 7
Health Points 95, Energy Points 30

Combat Mastery Level 4, Damn Healthy! Level

3, Focused Damage (Bite) Level 2, Heavy Armout J
Level 2, Heightened Senses (Hearing, Smell x2) Level!

3, Massive Damage Level 3, Natural Weapons (Fangs,
Claws) Level 2, Speed Level 2, Super Strength Level 3

Awkward Size 3 BP, Cannot Talk 1 BP. No Arms

* 2 BR Unskilled 2 BP
e

‘it down and bites it to death.

TYRADDOYAURUY
Rex

A brural killing machine, the tyrannosaurus rex
is the greatest natural predator ever to stalk the land,
Its body is over 15 metres long, and its tremendous
jaws are stuffed with fangs more than six inches in
lengch. Powerful legs are offset by vestigial arms —
the tyrannosaurus rex does not grab its prey, it chases
If its victim is small
enough, the-tyrannosaurus, | rex will ety to swallow it
whole and alive. -

Tyrannosaurs travel in small+groups in plains
and light woodlands. Males @nd females only come
together, to mate, the female'ﬁ:ymg 2-6 eggs in a mud

. nest, then abandoning them.” Like many predators,
they seek to take the ‘old, the sick, or those who

become_sepatated from their herds. Tyrannosaurs
have learned group hunting tactics: a lone dinosaur

will panic a herd of beasts, who then stampede

towards other tyrannosaurs wmmg in ambush.
Encounters with the tyrannosaurus rex are terfifying
affairs, for would-be heroes quickly learn who is
hunter and who is prey. While not tameable,
powerful priests and sorcerers have used spells of
mind control to dominate the tyrannosaurus rex and
tojaise it as a nearly unstoppable weapon.

TyRANNOSAURUS Rex TempLATE

Template Cost: 15 Character Points
Body +3, Mind -3, Soul -1
Combat Mastery +1, Damn Healthy! +3,

. .'-He'avy Armour +1, Natural Weapons (Fangs, Claws) 2
+2, Speed +2, Super Strength +3

Awkward Size +3, Cannot Talk +1, No Arms +2

TR iy 7 A .
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Big Cyes, |

_MOUTH FADTASY BESTIAR

UE’LOQIRQPTOR

Velociraptors are carnivorous dinosaurs that
~ atrack in packs of 3-12 individuals. Weighing 17 to
25 kilograms and measuring roughly two metres in
length, «the velociraptor runs with its body nearly
parallel to the ground, balanced by a large rail, It has
multi-coloured striped skin and some even bear smalls -
feachers or fur. The velociraptor lays a clutch of three
to four eggs in a'nest of mud and plants. The female
raises the hatchlings alone, then, after a few weeks,
introduces them to the, pack wehere they. learn to
hunt.  The veloc:mpq:r is an “efficient “hunter,
intelligent fora dmosaur. and makes use of i its natural -
speed, agility, and ste Ith to Surprise its prey The
most common targersfﬂ‘e plant:eating dmmaurs of
their size or smaller; tﬁough they age-not afraid 0
attack larger, more aggressive beasts as a pack They |
are savage in a fight, biting and grappling with their
teeth and raking with their claws. A common tactic
for velociraptors is to charge from several directions
and then suddenly, leap tQ) the artack, to take their
foes by surprise. \

Travellers will rarely encounter velociraptors
alone — in fact, their first encounter will likely find
would-be hunters surprised and surrounded by several
hungry velociraprors.

- DELOCIRAPTOR TEMPLATE
Template Cost: 10 Character Points
Body +3, Mind =2
Combat Mastery +1, Damn Healthy! +1,
_ Heightened Awareness +1, Heightened Senses
(Hearing) Level 1, Jumping, +1, Light Armour +2;
Natural Weapons (Claws, Fangs) +2, Speed, +2,
Stealth +3
Cannot Talk +1, Rudimentary Manipulation

% +1, Not So Strong +1

p ™

¢

e

r4, Heightened Senses iHearing, Smell) Level 2,
+ yJumping Level 2, Light Armour Level 3, Massive

Young Pack MemBER
30 Character Points

Body 7, Mind 2, Soul 4

Attack Combat Value 6, Defense Combat Value 4
Health Points 65, Energy Points 30

Combat Mastery Level 2, Damn Healchy! Level
1, Heightened Awareness Level 2, Heighteried Senses
(Hearing, Smell) Level 2, Jumping Level 1, nghr,'
Armour Level 3, Natural Weapons (Claws, Faugs!_
Level 2, Speed Level 2, Stealth Level 4

Cannot Talk 1 BR, Rudimentary Mampu]anon 1‘ §
BP, Not So Strong 1 BB, Unskilled 2 IBP

AparT I)t LOCIRAP TOR
45 Char cr Pomts

Body 9, Mind 3, Soul 5

Actick Combat Value 8, Defense Combat Valur: 6' 3
_Health Points 90, Energy Points 40 / '

Combat Mastery Level 3, Damn Healthy! Level
2, Extra Attacks Level 1, Heightened Awareness Level

Damage Level 1, Natural Weapons (Claws, Fangs)
Level 2, Speed Level 2, Stealth Level 1 :

Cannot Talk 1 BP. Rudimentary Manipulation |
BP, Not So Strong 1 BR, Unskilled 2 BP

-
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BOGART * ©

_ Bogarts are malicious faeries that take delight in
- mischief. They live to scare mortals, steal their animals, and
laugh ar the harm they have caused. Though not evil, they
are selfish spirits who think chere' is nothing more
entercaining than the look on a man’s face when he dies of
a heart attack brought abour by the sight of a bogart.
Bogarts are among the ugliest faeries, with large, leerin
eyes and a twisted, hate-filled face. They are the size
small children, but.with very hairy bodies and hands that
end in sharp claws Bogarts rarely wear clothes, though

they will sometimes steal some from farms and wear them

ina weird imitation of humans b

Bogarts operate aloéf or in small groups of two to
four. They lurk at night in the brush along lonely roads,
waiting for lone trave]kts to wander by. They prefer nights
of heavy fog orno moon,;c make the shock of their attack
stronger and the victim fiore likely to flec. They strike
quickly, screaming bloodycurses and howlzng blaﬁ}hemous\
oathis. Few carry weapons, though the most powerful might -

' have a magic dagger or'an an;haflted sling.
* Bogares will also raid farms, either to steal animals or
 to punish mortals who have offended chem. They often
take the form of a Iarge black hound, which helps them
sneak about and fight if corrlered. Large travelling parties
will racely encnunterlthe bogan: for they fear well-armed
groups, especially those that may have wizards among
them. More often, passing caravans will see only the grisly .
aftermath of a bogart attack.

©

BOGaART TempLATE

Template Cost: 5 Character Points
Mind -15-Soul +1

Damn Healthy! +1, Metamorphosis (Hound) +1,
Natural Weapons (Claws) +1, Regeneration (Not Against
Iron or Steel) +1, Special Atcack: Fear +1 (45 Damage;
Accurare, Drain Soul, No Damage, Limited Shots x2, Short

-

*  Range), Stealth + 1, Unique Character Ateribute: Hideous
(-1 bonus to any intimidation or fear-related actempts) $1_-

Marked (luminous eyes) +1, Phobia (Water) +2,
Phobia (Tolling Bells) +2, Physically Unappéaling. +2;
Vulnerability (Iton, Steel) +2, Unique Character Defect -
(Cannot Cross Holy Ground) +1

~_Hounp Form
"3:-__. Heightened Senses (Hearing) + 1, Nagural Weapons
(Fangs) + 1, Massive Damage +1, Speed +1
Eannot Talk +1, Marked (Glowing Red Eyes) +1,
18, +2

No Ar

.\:‘

* Natural Weapons (Fangs). Level

LODE BOGART
25 Character Points

Body 4, Mind 3, Soul 5, Attack Combar Value 4, Dcftnschmbi:
Value 2, Health Points 65, Energy Points 40 ]

Damn Healchy! Level 2, Environmental Control (Darkness,
Weather: Mist) Level 1, Heightened Awareness Level 3, &
Metamorphosis Level 1, Natural Weapons (Claws) Level 1, =
Regeneration (Not Agalnst Tron or Steel) Level 1, Special Avtack: g
Fear Level 1 (45 Damage; Accurate, Drain Soul No Ds.uuge
Limiced Shots x2, Short Range), Stealth (Hearing) Level 2, Unique
- Character Artribute: Hideous (- lbonus to any mumrdum orfenr- i
related attempts) Level 1 = R

Markedﬂummmeyﬁ)lﬂPPﬁn'bn(Ww)ZBPPhobu olling
abilicy (Iron; Seeel) 2

Bells) 2 BR, Physically Unappealing 2 BB Val

BE Uni aracter Defect {Cannut Cross r Gmu.nd} l ng,
Unskilled 2 BP

Hounp Form ; X

“Damp Hca]th ! Level 2, Environmental Control (Darknas.3
- Weathers Mist) chel T Hexghtcncd Awareness Level 3,
Heighteried Senses (Hearing) Level 1, Metamorphosis Level 1
Nawnl Weapons| (Fangs Iﬂ'inrvtl j Mmm Damage Level 1,
generation (Not Agamst Iron orS:ctI)Levd 1, Special Auack.
Pcar chel 1 (45 Damage; Accurate, Drain Soul, No Damage,
Limited Shots x2; Short Range), Specd Level 1, Stealth (Héaring)
Level 2, Unique'Chacacter Ateribute: Hideous (-1 bonus to my
incimidation,or feat-relaced attempes) Level | :
Cannot Talk Level 1, Marked (Glowing Red E: )Lml 2, Nu
Atms Level 2, Phobia (Water) Level 2, Rhobia (Tolling Bells) Livel 3
2, Physically Unappeahn,g Level 2, Vulnerability (Iron, Steel) Lével
2, Unique Character Defect (Cannot Cmss Holy Ground) Level l
Unsklllod 2BP

 BOGART L.E'nrjE'R

40 Character Points

" Body 5, Mind 4, Soul 7, Attack Combat Value 5, Defense Combat

Value 3, Health Points 80, Energy Points 55

Damn Healthy! Level 2, Environmental Control (Darkness,
Weather: Mist) Level 3, Heighcened Awareness Level 4,
Meramorphosis Level 1, Natural Weapons (Claws) Level 1,
Regeneration (Not Against Iron or Steel) Level 1, Special Atack: ™
Fear Level 2 (60 Damage; Accurare, Drain Sou] No Damage, .
Limiced Shots x2, Short Range), Stealth (Hearing) Level 3, Unique =
Character Attribite: Hideous (-1 bonus o any intimidation or fear- =
related attempts) Level T -

Marked (luminous eyes) 1 BP Phobia {\%ter} 2 BP Phobia (Tollmg
Bells) 2 BP, Physically Unappealing 2 B, Vulnerability (Iron, Steel) 2
BP, Umque Character Defect (Cannot Cross Holy Ground) 1 BP v
Unskf]led 2 BP 4

Hounp FOrRm : .
~ Damn. Healthy! Level 2, Environmental Control (Darkness,
Weather: Mist) Level 3, Heightened Awareness Level 4,
Heightened Senses (Hearing) Level 1, Metamorphosis Level 1,
1, Massive. Damage Level 1
Regeneration (Not Against Iron or Steel) Level 1, Special
Fear Level 2 (60 Damage; Accurare, Drain Soul, No Daniage,
Limited Shots x2, Short Range), Speed Level 1, Stealth (Hearing)
Level 3, Unique Character Attribute; Hideous (-1 bonus to any
intimidation or fear-related artempts) Level 1

Cannot Talk Level 1, Marked (Glowing Red Eyes) Level 2, No
Arms Level 2, Phobia (Water) Level 2, Phobia (Tolling Bells) Level
2, Physically Unappealing Level 2, Vulnerability (Iron, Steel) Level
2, Unique Character Defect (Cannot Cross Holy Ground) Level 1,
Unskilled 2 BP

= TeMPLATEY

s e %



Young Dryap
40 Character Points

Body 4, Mind 4, Soul 6
Attack Combat Value 4, Defense Combar Value 2
Health Points 50, Energy Points 50

Animal Friendship Level 3, Appearance Level 4, Arc
of Distraction Level 2, Divine Relationship Level 2,
‘Dynamic Sorcery (Nature Spells only) Level 2, 1llusion (All

- Senses) Level 1, Irem of Power (Armour of Leaves) Level 1, .

T - Meld (Trees only, Retains Sensory Abiliries) Level 2, Special

- Attack: Meld Ocher Level 1 (75 Damage; Drain Soul,
“Melee; No Damage, Only in Woodlands, Unique Special

~ Disability: Usable only on desired lover), Spccial Movement

- (Bulance, Cat-Like, Uncrackable) Level 3, Telepathy
 (Animals only) Level 3 \

_ Animal Training Level 1, Performing Arts (Sing)

~ Level 1, Seduction Level 1, Wilderness Tracking Level 1,

Unskilled 1 BP

{ Bane (Fire) 2 BB Magical® Resmcmm (Only in
Woodlands, Cannot Harm Woodlands, Cannot Be In

[ Contact With Metal) 2 BP: Phobia (Firey'2: B’Q‘f{mmted

Path (Cannot leave Woodland) 1 BE, Unlque Character

Defect (Lust, Soul Stat check 10 resist seducmg attractive
F * male, +1 penalty for each Level of Atcractive Appearance
he has) 1 BP. Unique Character Defect (Cannot Cross Holy

Ground) 1 BR, Unique Special Defect (Dies when her tree

dies) 2 BP, Vulnerability.(Iron, Steel) 2 BP

€Loer DRyap,

- 55 Character points
 Body 5, Mind 5, Soul 8

" Accack Combac Value 6, Defense Combat Value 4
ia *  Health Points 65, Energy Points 65
uf Distraction: Level 3, Divine Relationship Level 1,
Dynamx Sorcery (Nature Spells only)devel 3, lllusion (Ml
Senses) Level 2, Item of Power (Primrose Crown) Level 1,
- Meld (Trees Dnly, Retains Sensory Abilities) Level 2, Spccxa.l
| Attack: Meld Othier Level- 1 (75 Damage; Drin Soul,
fr Melee, No Damage, Only in Woodlands, Unique Special
Disability: usable only on desired lover), Special Movement
(Balance, Cat-Like; Untrackable) Level 3, Telepathy
E (Animals only) Level 3

.' .Animal Training Level 2, Performing Arts (Sing)
~ Level 2, Seduction Level 2, Wilderness Tracking Level 2

| y Bane (Fire) 2 BR Magical Restrictions (Only in

" Woodlands, Cannot Harm Woodlands, Cannot Be In
Contact With Metal) 2 BP. Phobia (Fire) 2 BP, Restricted
Path (Cannot leave Woodland) 1 BP. Unique Character
Defect (Lust, Soul Stac check to resist seducing actractive
male, +1 penalty for each Level of Atcractive Appearance
he has) 1 BP, Unique Character Defect (Cannot Cross Holy
Ground)'1 BP, Unique Special Defect (Dies when her tree
dies) 2 BP, Vulnerability (Iron, Steel) 2 BP

anyone who wantonly cuts down,or otherwise destroys their

‘tree to a mortal is a sign of absolute trust. b

“tree with her. Old legends rell of men taken by dryads who : o

‘Animal Friendship Level 3, Appearance Level 6, Art

DRryap

Dryads are faeries that inhabit woodland areas, which 4
they may never leave. They resemble beautiful young =
women, with hair and skin the same colours as those found =
among nearby humans, though they are sometimes green. =
No marter what the weather, they wear no more than a i
loose shift woven from leaves and twigs. Dryads are
guardians of the woods in which they live, and they hate

trees.  An angry dryad can destroy a village char has
offended her using her magic to dry cheir wells, drive away
game animals, and make their crops fail, ’I'hey may even use
the trees to attack incruders directly. A wise woodcutter
always leaves an offermg of honey and nuts by a tree he
wishes to clitdown, to gain the dryad's permission.

Not only are dryads tied to che forests in which they
live, but their life force is tied to a spegific tree within that
forest. While legends associate the dryad with the oak,
almost any tree can be the one toywhich they are linked. A 4
dryad will guard the secret of ¢S tree with all her power:
when it dies, she too dies. For a'dryad to reveal her linked

Most of the time, dryads will shy away from human '
contact, preferring the company of the many animals they
befriend. Mortals seatching for a dryad will find themselves
misdirected by her powerful illusions, wandering in circles | §
for-hours or even days until giving up in/frustracion. The
rare exception, however, is & dryad’s lust.  Upon sighting 2
beautiful mortal male, the dryad is immediately filled with
the desire to seduce him. Should she succeed, she takes him
as her lover, even going so far as to bring him into her linked

have returned to their homes thinking a passionate night y
had passed, only to learn years had gone by. e

A DRryap TempLATE
Template Cost: 20 Character Points

Soul +2 g5 p R

Animal Friendship +3, Appearance +4, Dynamic ~ .
Sorcery (Narure Spells only) +2, Highly Skilled +1, ;
Illusion (All Senses) +1, Item of Power +1, Meld (Trees
only, Retains Sensory Abilities) +2, Special Attack: Meld
Other_+1 (75 Pamage; Drain Soul, Melee, No Damage, = *
- Oply in Woodlands, Unique Special Disability: Usable only ==
“on desired lover), Special Movement (Untrackable) +1;

=

Telepathy (Animals only) +1 =5
Animal Training +1, Performing Arts (Sing) +1,
Seduction +1, Wilderness Trackmg L 3 g F

Contact With Metal) +2, Phobia (Fire) +2, Restricted Pa

(Cannot leave; Woodland) + 1, Unique Character

(Lust, Soul Star check to resist stducm;., actractive male, + 1

penalty for each Level of Attractive Appearance he hasy+1,

Unique Character Defect (Cannot Cross Holy Gi 1
.) +2i

Bane (Fire) +2, Magical Restrictions (Only in ‘-'?'_1
Woodlands, Cannot Harm Woodlands, Cannor Be [n f

Unique Special Defect (Dies when her tree
Vulnerabilicy (Iron, Steel) +2 ;




The Genie is a spirit of the air, a worker of marvellous
‘magic with a noble, almost swashbuckling demeanour.
They resemble tall, muscular men and women, save for eyes
©thac glow like the desert sun and lower bodies thar look like
roiling clouds. ‘They dress in loose clothes appropriate to a
desert people, with a large scimitar strapped to their baggy

perhaps in the plane of Air, looks like an idealized version of
the cultures found: among desert civilizations. There, a
sultan rules from a grand palace of marble, while his nobles
and their clans cither play court or wander an endless
- magical desert, stopping at «the occasional ensis to- trade
L news, share a feast, and engage in contests of poétry with
other genies. 4% ' .
While good-natum&”gcnis are proud, touchy beings
F who are quick to take an‘hsult. Though they are powerful
warriors, they prefer t0 use magic: several fmhsﬂ mortals
who made jokes at.a gehne s expense haw.»founc} themselves ¢
i turned into snakes or monkeys, uhtil (or if) the genie decides |
* o forgive chem. At the same tife, genies ase gracious and
genérous to those who dn them a great favour, even after
_decades have passed.
E Since geniés rarely éb;ne to the lands of ‘mortals
without: being summioned, «adventurers will most often
~ encounter them by chance, having found the object in
which a genie is bound. Commonly a ring, lamp, or botele,
~ agenie bound within is required by ancient law to grant the *
_ holder three wishes, after which the holder must pass the
~item on to another. Should the holder of the item use a wish
to free the genie from bondage, he will have made a friend
for life, one who is honour-bound to return the favour,

g

by

- Genie Temprate
Template Cost: 70 Character Points
<= Body +1, Mind +1, Soul +3

. Combar Mastery +1, Dynamic Sorcery +35, Flight
-« (Can Hover) +3, Energy Bonus +2, Highly Skilled o
Insubstantial +3, Kensei (Judge Opponent) +1, Massive -
Damage +1, Meld (Binding Object, No Senses) +1,
Regeneration +3
Cultural Arts (Courtly Behaviour, Poetry) +1, Law
{Berween Genie and Master) +1, Linguistics (Genie and
‘kﬂne Mortal Tongue) +1, Melee Attal.k (Sword) +1, Melee
Nme (Sword) +1, Pnrformlng Arts{Rmtd-} 41

. Actack Restriction (May only attack thase who aetack

ori Genie) +2, Unique Character Defect (Must grant
master Ofiche binding object 3 wishes) +2

pantaloons. Their own realm, far beyond the clouds and, .

YO(JDG Gene
90 Character Points
Body 5, Mind 5, Soul 8

Attack Combat Value 7, Defense Combart Value 5
Health Points 65, Energy Points 95 7

Appearance Level 1, Aura of Command Level 2.
Combat Mastery Level 1, Divine Relationship Level 1,
Dynamic Sorcery Level 5, Flight (Can Hover) Level. 5
Energy Bonus Level 3, Insubstantial Level 3, Kensei (]udgo»
Opponent) Level 1, Massive Damage Level 1, Meld
(Binding Object, No Senses) Level 1, Reggneration Level 3,
Reincarnation Level 1, Sixch Sense (Evll Mag:c, Vircue),
Level 3 3

Culcutal Arts (Poetry) Level 1, Law (Betwetn Gensdil

~ and Master) Level 1, Linguistics (Genie and One Mortal

Tongue) Level 1, Melee ‘Atcack (Sword) Level 1, Melee.
Defense (S\lmrd) Level 1 Performing Arts{!lccltz.l] Level 1,

Wnnng (Pnerry) Level 1

Rgsmcm’n (May only atrack those who attack |
or mm]t Geme}? BP Unique Character Defect (Must grant .
master of the binding objec three wrshes] 2 BP 5

4

‘Gepre NoBLe

105 Character Points:+
"' Body 6, Mind 7, Soul 9

80 Actack Combac Value 10, Defense Combat Valuc 8

Health Points 75, Energy Points 110 g

Appearance Level 2, Aura of Command Level 2,
Combat Mastery Level 3, Divine Relationship Leyel 2,
Dynamic Sorcery Level 5, Flight (Can Hover) Level 3, -
Energy Bonus Level 3, Highly Skilled Level 1, Insubstantial
Level 3, Kensei (Katanaspace, Judge Opponent, Lightning
Draw) Level 3, Massive Damage Level 2, Meld (Binding
Object, No Senses) Level 1, Regeneration Level 3,
Reincarnation Level 1, Sixth Sense (Evil, Magic, Vireue)
Level 3

" Cultural Arts (Courtly Behaviour, Poetry) Level 1,
Law (Between Genie and Master) Level 1, Linguistics
(Genie and Two Mortal Tongues) Level 3, Melee Artack
(Sword) Level 1, Melee Defense (Sword) Level 1, Performing
Arts (Recital) Level 1, Writing (Poetry) Level 3 ‘

Attack Restriction (May only attack those who atgack

or insult Genie) 2 BP, Unique Character Defect (Must grant
master of the binding object three wishes) 2 BP
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qum’ TRE’E’

The “Tree Herders” or “E'nts,” in the Old Tongue, are
peaceﬁﬂ giants that look like a bizarre cross between a giant
man and a tree., They are the wardens of the old forests,
protecting the ancient. trees that sléép deep within their
hearts. B'nts are tall, as Jarge as some giants, and their greac
bodies are covered in a bark that is as tough as steel. ' An
+ E'nc’s hair is'a wild amalgam of moss and leaves, while rhelr

fingers and toes look like long, powerful rovts. Their eyes”

change colour with the seasons: bright green in spring, deep
green in summer, yellow and red in the autumn, and brown
in the winter, They have lictle to do'with the animals of the -+
forest, and, in fact, Tree Herders are vegeunm they eat
~ only the mushrooms and moss that grow off trees am:l the
[ nues thar fall from them. How E'nts reproduce or if there
. are any femalés is ypknown. Some speculate that E'nes are
the seedlings of ancient treés, possessed and awakeried by &
|>' spiric of nature. When dh E'nt grows weary of the world
- and his duties, he takes roE';'P near his beloved treesjand goes
gl to s]eep, now just one more hoary old treg in che forest.

i ﬁ nts are peaceful beings that rarely fight Slow and
methodical, they take cheir time'to consider all che facts and
precedents before marching to war. When they do decide

E’ o fight, however, they are almost unstoppable. Not only

do the E'nts themselves take up arms, bur they awaken'the

9 very trees of the forest 10 march wich chem.: Their great

strength lets them ensx]y smash defenders aside, and they

'

find himself surrounded by a forest of living, angry trees.

id, Adventurers usually encounter the E'nts only when
wandering deep within primeval forests, and only then
when the Tree Herder wants to be found. E'nts are most
often seen alone, When they gather, it is 2 sure sign’ “of
troubled times.

—

Gant Tree TempLare

Template Cost: 20 Character Points
Body +3, Mind +1, Soul +1
Damn Healthy!+1, Dynamic Snrcery (Nature Spells
only) +2, Heightened Awareness +1, Highly Skilled +13~
Light Armour +4, Massive Damage +2, Super-Strength +1,
Special Actack: Crumble Stone +1 (45 Damage; Penerrating:
Armour, Melee, Static), Telepathy (Trees only) +1
Unarmed Attacks (Strikes) +1, Wilderness Survival
\_ (Forests) + 1, Wilderness Tracking (Farests) +1
E;-\\_ Awkward: Size +1, Bane (Fire) $2, Magical
Restrictions (Only in Forests) +2, Marked (Humanoid Tree)
+ 5 Significant Other (Trees of the deep forests) +2, Unique
Speci (Berserk in defense of trees and against fire-

wiclders.-_ﬁgul Stat +2 check to stop attacking) +1

<7

- use their fingers and roes to crumble stone. More than one , ¢
arrogant warlord has seen his castle walls oollapse. onlyto ',

Young TRee
35 Character Points

Body 7, Mind 5, Soul 5

Attack Combat Value 5, Defense Combat Value 3
Health Points 90, Energy Points 50

Damn Healthy! Level 3, Dynamic Sorcery (Nature &

Spells only) Level 2, Heightened Awareness Level 2, Light
. Armour Level 4, Massive Damage Level 2, Super-Strength
Level ‘1, Special Attack: Crumble Stone Level 1 (45_.-’
Damage; Penetrating: Armour, Melee, Stsm:), Telepadi
(Trees only) Level 2 i

Unarmed Atcacks (Strikes) Leével’ 1, thdefnas!s
Survival (Forests) l.evel 1, Wilderness Tracking (Ibrestsl
Level 1

Awkward Size 1 BP, Bane (Fue} 2 BP, Magical
Restrictions (Only in Forests) 2 BP, Marked (Humanoid
‘Tree) 1 BB Significant Other (Trees of thedeep forests) 2 BP
Unique Special Defect (Bersetk in defense of trees and

1 B, Unskilled 1 BP
lf

OLp Tret HeRDER

50 Character Pomts ’
Body 9, Mind 6, $oul6 :

Attack Combat Value 7, Defense Combat Value 5 ¢
Healch Points 95, Energy Points 60

Damn Healthy! Level 2, Dynamic Sorcery (Nature
Spells only) Level 3, Heightened Awareness Level 2, Lighe
Armour Level 4, Massive Damage Level 2, -Place of Power
(Sacred Pool) Level 3, Super-Strength Level 1, Specidl
Attack: Crumble Stone Level 2 (60 Damage; Penetrating:
Armour, Melee, Static), Telepathy (Trees only) Level 3

Unarmed Atcacks (Strikes) Level 2, Wilderness b

Survival (Forests) Level 2
Level 2

. Awkward Size 1 BP. Bane (Fire) 2 BP Magical
Resrictions (Only in Forests) 2 BP, Marked (Humanoid
Tree) 1 BR Significant Other (Trees of the deep forests) 2 BR .
Unique Special Defect (Berserk in defense of trees and
against fire-wielders, Soul Star +2 check 1o stop a:tackmg)
*1BP

, Wilderness Trackmg (Forests)

~ against ﬁmiﬁwmldwt Soul Stac +2 check to stop a:w:kmg) {

.
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Y0Ung LEPRECHAUD

45 Character Points
Body 3, Mind 4, Soul 7

Attack Combar Value 4, Defense Combat Value 2
Health Points 55, Energy Points 55

Damn Healthy! Level 1, Divine Relationship Level 2,
Heightened Senses (Hearing, Sight) Level 2, Illusions (All
 Senses) Level 1, Invisibiliry Level 2, Item of Power (Ever-Full
'R;bacco Pouch, See page 93) Level 1, Mind Shield Level 1,
Pérsonal Gear (Pot of Gold, Clay Pipe) Level 1, Regeneration

-Level 1, Special Artack: Ranged Transmutation Level 1 (30

Damage; Linked: Transmutation, No Damage, Short
}hhge),'SpeciaJ Defense (Ageing) Level 2, Stealth (Hearing,
Sight) Level 2, Transmutation Level 'l

‘Marked (Always Has A Pipe, Pointed Ears, Green

 Clothes) 2 BP. Phobia (Salt) 1 BP, Unique Character Defect

(Stubborn liar when gold is threatened) 1 BE Unique
Special Defect (Soul Star check when captured forced to
reveal location of pot of gold on a failure) 2 BP \gulnembshty

~ (Iron, Steel) 2 BR, Unskilled 2 BP

o
v (Y

Wiy OLp LePRECHAUN

60 Character Points
Body 4, Mind 3, Soul 8

Attack Combat Value 5, Defense Combat Value 3
Health Points 60, Energy Points 65

Divine Realtionship Level 2, Heightened Senses
{Hearing) Level 1, Hlusions (All Senses) Level 2, Invisibility
Level 2, Item of Power (Ever-full Tobacco Pouch, See page
- 93) Level 1, Mind Shield Level 1, Personal Gear (Pot of Gold,
Clay Pipe) Level 1, Regeneration Level 1, Special Attack:
Ranged Transmutation Level 2 (45 Damage; Linked:
Transmutation, No Damage, Short Range), Special Defense
(Ageing) Level 2, Stealth (Hearing, Sight) Level 2,
Transmutation Level 2

Matked (Always Has A PlpE Pointed Ears, Green
Clothes) Level 2, Phobia (Salt) Level 1, Unique Character

Defect (Stubborn liar when gold is threatened) Level- G
"Unique Special Defect (Soul Stat check when captured,

forced to reveal location of pot of gold on a failure) Level'2;

Vulnerability (Iron, Steel) Level 2, Unskilled 2 BP

o

"LEPRECHAUD

Leprechauns are faeries who dwell in idyllic lands of
low green hills and small valleys, often near farms and
villages on the edge of civilization. They are the size of
small children, with pointed ears, brown or black hair, and
mischievous brown eyes. They dress in clothes common to
the area, though some parr of their garb is always green and
every leprechaun, male or female, has a clay pipe somewhere

on his or her person. Leprechauns are pranksters who like

nothing more than to play a trick or two on stuffy,
pretentious mortals to make them' look silly A knight
might see his sword rurned into a bouquer of flowers, while
a rude farmer could find himself with the ears of a jackass.
On the. other hand, a mostal who freely joins the
leprechauns in their play could jwake the next morning to
discover his shoes repaired, fences rr;t:nded and the cows
heavy with sweet milk,

Aside from theif love of\p:amcul jokes, leprechauns
are known for their greed. All Iq;:echauns have a hoard of

 gold hidden somewhere, a place théy won't reveal gven to
others of their kind. Mortals eagerly seek leprechaun gold 4

which is'said to be of rareipusity and useful in the creation
of Items ‘of Power. There are two known ways to find a
leprechaun’s gold: the first is to follow a rainbow to its end.

This so rarely works, rhough that it may be a rumour

planted by leprechauns, Iaokmg fci: a good laugh at a
mortal's expense. The other way is to capture and bind &
leprechaun, itself a near-imipossible fear, With a leprechaun

J _held fast by blessed leather bonds or trapped within a ring

of salt, a mortal may compel it to reveal where its gold is
hidden. The leprechaun will often lie, however, trying to
trick the mortal into releasing it without revealing the
location of his or her hoard.

= Unless a leprechaun’s gold is ac stake, encounters

wuh a leprechaun will be playful affair in which the facrie

tests the mortal's sense of humour. e

LePreCHAUD TEMPLATE
Template Cost: 25 Character Points
+ Body -1, Soul +2

Heightened Senses (Hearing) +1; Illusions (All
Senses) +1, Invisibility +1, Personal Gear +1,

~Regeneration +1, Special Attack: Ranged Transmutation

+1 (30 Damage; Linked: Transmucdrion, No Damage,

Short Range), Special Defense (Ageing) +2, Stealth

(Hearing) +1, Transmutation +2

Markegd (Always Has A Pipe, Pointed Ears, Green'

Clothes) +2, Phobia (Salr) +1, Unique Character De
(Stubborn har when gold is threatemd) +1, Unique S"lal
Defect (Soul Stat check when caprured, fnrctd 0.
location of pot of gold on a failure) +2, Vulnerabilit
Steel) +2

Facrie TeEmpPLA
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DYD)PH £

Nymphs are faeries of the waters, most often found

- singly in streams, lakes, and rivers, but sometimes even the
seacoast. Like their cousins the dryads, they are guardian

: spirits, in this case watching over the purity of the waters
i and the life within it. Nymphs are always female and wear
little clothing other than, occasionally, a shift made of faerie
silk. While they lack the ability to take on a liquid form to
merge with the water altogether, nympbs can breathe’
underwater and often spend their time swimming and
frolicking in the depths. Both hauntingly beauciful and

those who mighe threacen it. Their orig unknown,
though it is said they are lﬁk daught@fs of the sea. ;god and
the earth goddess. i

Like the waters thernselves the nymphs ate botha -
pleasure and a danger to mortals. Jealous of their privacy, 4
nymph can strike bhnd—dmy mortal male who sees her
without her perrmsslon Worse yet, she can strike/dead any

powers do nor work against mom! females, which may -

explain why nymphs dislike ther so. They are also jealous

of a mortal woman's beauty, and they will work to harm any
' . whom they see as a rival,

Again, like the dryads, a nymph’s shyness can be
overcome by her lust'for & mortal male. Shotld the nymph
desire @ human lover, she exerts all her wiles to seduce him.
Succeeding; she will share her ability to breathe water and

fickle nymphs eventually ‘tire of their lovers and forget
about them, leaving them to drown,

Dympr TempLATE §e

+ Template Cost: 20 Character Points
Body -1, Soul +1

Appearance +5, JArt of Distraction (Body) +2,
Highly Skilled +1, Personal Gear +1, Special Attack:
Strike Blind +2 (30 Damage; Flare, Incurable, No
Damage, Short Range, Unique Special Disability: Usable
= only against mortal males), Special Attack: Strike Dead %2
(30 Damage; ‘Drain Soul, Incapacitating: Soul Star,
Incurable, No Damage, Short Range, Limited Shots x3,
Unique Special Disability: Only when surprised while nude
by a moreal male), Unique Character Attribute: Share
Warter Breathing (Can let another breathe underwater,
\\,\_mvocable at will) +1, Water Speed +2

-

+ Seduction +2, Swimming +4 el

% Bane (Fire, Very Rare, Triple: Damage) +1, Easily
aceed (Beauciful Mortal Males) +1, Unique Character

t. Must make Soul Stat check, +1 penalty for each
nale’s Appearance) +2, Vulnerability (Iron, Steel) +2

painfully shy, 2 nymph also uses this Sblll!.'}' to escape from -

. mortal;male who surprises her while she is nude, These

take him into her realm. Unfortunarely for mortal men, the ©

DYMPH OF A YMALL YTREAD

40 Character Points
Body 3, Mind 4, Soul 5

Attack Combar Value 4, Defense Combar Value 2
Health Points 40, Energy Points 45

Animal Friendship Level 2, Appearance Level 5, Art
of Distraction (Body) Level 3, Dynamic Sorcery (Water
Magic Only) Level 1, Heightened Awareness Level 1,

- Personal Gear (Shift of Faerie Silk, Flinc Knife) Level 1,

Sixth Sense (Mortal Males) Level 1, Special Arcack: Strike

Blind Level 3 (45 Damage; Flare, Incurable, No Damage,

Short Range, Unique Special Disabiliry: Usable only against-
mortal males), Special Artack: Strike Dead Level 2 (30
Damage; Drain Soul, lncapacutaﬂng Soul Stat, Incurable,
No Damage, Shore Range, Limited Shots x3, Unique
Special Disabilicy: Only when surprised while nude by a

mortal male), Unique Character Artribute: Share Water—

Breathing (Can ler another breathe underwater, revocable at
will) Level L Watcr Speed Level 2

Sad tion Level 2, Swimming Level 4

Bme_ (Fite, Very Rare, Triple Damage) 1 BR, Easily
‘Distracted (Beautiful Moreal Males) | BP, Unique Character
Defect (Lust. Must make Soul Stat check, +1 penalty for
cach level of male’s Appearance) 2 BP, Vulnerability (Iron,
SteelyLevel 1, Unskjﬂed 1 BP

DympPH OF THE Yeq

",_ 55 Character Points

Body 4, Miad 5, Soul 7

Attack Combat Value 5, Defense Combar Value 3
Health Points 55, Energy Points 60

Animal Friendship Level 3, Appearance Level 6, Art
of Distraction (Body) Level 4, Dynamic Sorcery (Water
Magic Only) Level
Personal Gear (Shift of Faerie Silk, Fline Knife) Leyel 1,

Sixth Sense (Mortal Males) Level 1, Special Arcack: Strike ;

Blind Level 4 (60 Damage; Flare, Incurable, No Damage,
Short Range, Unique Special Disabilicy: Usable only against
mortal males), Special Attack: Strike Dead Level 4 (60
Damage; Drain Soul, Incapacitating: Soul Star, Incurable,
Ne Damage, Short Range, Limited Shots x3, Unique
Special Disability: Only when surprised while nude by a
mortal male), Unique Character Artribute: Share Water
Breathing (Can let another breathe underwater, revacable at
< will) Level 1, Water Speed Level 2

Seduction Level 5, Swimming Level 5 \

Bane (Fire, Very Rare, Triple Damage) 1 BR Easily
Distracted (Beautiful Mortal Males) 1 BE, Unique Character
Defect (Lust. Must make Soul Stac check, +1 penalty for

cach level of male's Appearance) 2 BR, Vulnerability (Iron,
Steel) 2 BP

2, Heightened Awareness Level Iy -
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?,_J : No more than a foot tall, pixies are winged
?f'c, faeries who travel through lightly wooded areas in
groups of one to two dozen. They have bright red
hair and wings like a dragonfly, and dress in either
loose-ficting rags or ‘small suits like those worn by

| -

and often use théir magic to make themselves prettier.
Like leprechauns, they are mischievous and playful;
but they lack the ]eprccl;auns greed forgeld. They

 will, however, play prau;ks on travellers who enter
: their woods, magically confusing their victims so that
L they wander aimlessly unable to find their path

much to the pixies' amusément. Pixies can behelpﬁ.il

will sometimes find chores myssteriously done ora lost
animal returned.

Pixies haye a great, love for animals, especially
3 horses. - Sometimesito pumsh a disrespectful mortal,
or sometimes just to play, the pixies will steal a horse

they will ride it at a gallop 13 times counter-
. clockwise, which causes a ring of mushrooms to
: spring up, called a “Pixie Circle.” Any mortal
wandering into the ring risks being trapped and
forced to do a favour for the pixies, or even simply to
= entertain. them.

Pixie TemprLare
Template Cost: 10 Character Points

Soul +1

s

: Personal Gear + 1, Shape Change +1, Special Actack:
\ Befuddle +1 (30 Damage; Drain Mind, No Damage,
_ Short Range), Unique Character Attribute: Create
WPixie Circle (Any mortal entering makes a Soul Stat
d‘ledc at +2 penalty) +3

“Piminutive 3 BP Phobia (Agoraphobia) +2,
Vuln&an[lt} (Iron, Steel) +2

nearby humans. Pixies:are not as beautiful as other -
faeries; indeed, they are plain-looking by comparison

too. Country folk whb leave gifts of small clothes,
honeyed bread, or bronze todls outside for the pixies =

and ride it off into the forest. Taking it to a clearing,

-

" Pixk TRIIOTER (

30 Character Points o ,
Body 5, Mind 4, Soul 5 3
Atrack Combat Value 4, Defense Combat Value 2 8
Health Points 50, Energy Points 45

Animal Friendship (Horses) Level 2, Divine
Relationship Level 2, Flight Level 1, Illusion
(Hearing, Sight) Level 1, Personal Gear (Small .Bowj
Fline Knife, Cobbler's Tools) Level 1, Regbm:ram% ’
(Not vs. Iron or Steel) Level 1, Shape Change Level 2, |
Special Attack: Befuddle Level 1 (30 Damage; Dn!m' ;
Mind, No Damage, Short Range), Umquc Character
 Attribute (Create Pixie Circle. Any'mortal entering &
makes a Soul Stat check at +2 penalty) Level 3 - :

Diminutive 3 BB, Phobia (Agoraphobia) Level 2,
Vuluembllzzy (Iron, Steel) 2 BB, Unskilled 2 BP

PIxic LeADeR S R
45 Character Points L ; .
Body 5, MmdS Soul 7

“Attack Combat Value 5, Defense Combat Value 3:
* Health Points 12, Energy Points 60

Animal Friendship (Horses) Level 3, Divine
Relationship Level 2, Flight Level 1, Heightened
Awareness Level 2, Hllusion (Hearing, Sight) Level 28
Item of Power (Pixie Bow, see page 94) Level I~
Personal Gear (Fine Cloches, Bronze Knife, Cobbler's
Tools) Level 1, Regeneration (Not vs. Tron or Steel) -
Level 1, Shape Change Level,2, Special Attack:
Befuddle Level 2 (45 Damage; Draig: Mind, No
Damage, Short Range), Unique Character Attribute
(Creaté Pixie Circle. Any mortal entering makes a

" <= Sgul Stat check at +2 penalty) Level 3
Animal Friendship (Horses) +2, Flight +1,

Ditainutive 3 BB Phobia (Agoraphobia) Level 2,

Vulnerability (Iron, Steel) 2 BP, Unskilled 2 BP
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Yaryr HeponisT
30 Character Points
Body 6, Mind 4, Soul 4

Artack Combar Value 4, Defense Combat Value 2
Health Points 80, Energy Points 40

Animal Friendship Level 4, Damn Healthy! Level 3,
Focused Damage (Javelin) Level 1, Heightened Senses
{Hearmg. Sight, Smell) Level 2, Natural Weapons (Horns)
qucl 1, Personal Gear (Syrinx, Javelin, Large Knife) Level
1, Regeneration (Not Against Iron or Steel) Level 1, Special
-Artack: Inspire Ljst Level 2 (45 Damage; Drain Soul, No
Damage, Short Range), Scealth (Hearing, Vision) Level 2

Melee Attack Level 1, Melce Defense Level 1,
Performing Arts (Pipes) Level 1, Rsnged Defense Level 1,
Thrown Weapon Level 1

Easily Distracted (Alcohol) 1 BB Marked (hind
quarters of a goat, horns) 2/ BR {Restricced Path (Own
Woodlands) Level 1, Unique Character Defect . (Alcoholic,
Soul Srac check +2 to resist a'drink}-2 ?P Unique
Character Defect (Lust, Soul Stat check +2'to resist
pérsumg afemale)2BP - i

:
:
iy

45 Character Points
* Body 8, Mind 3, Soul 5

\ Aack Combat Value 6, Defehse Combat Value 4+

Health Poines 105, Energy Points 50

', Animal Friendship Level 4, Appearance Level 3,
Damn Healthy! Level 4, Focused Damage (Javelin) Level 1,
« Heighrened Senses (Hearing, Sight, Smell) Level 3, Highly
_ Skilled Level 1, Narural Weapons (Horns) Level 1, Personal
Gear (Syrinx, Javelin; Large Knife) Level 1, Regeneration
(Not Against Iron or Steel) Level 1, Sgecial Actack: Inspire
Lust Level 3 (60 Damage; Drain Soul, No Damage, Short
3 Range) Level 3, Stealth (Hearing, Vision).
Melee Artack Level 1, Melee Defense Level I,

~ Performing Arts (Pipes) Level 3, Ranged Defense Level 1,
- Seduction Level 2, Thrown Weapon Level 1 -
4 Easily Distracted (Alcohol) 1 BB Marked (hind

. quarters of a goar, horns) 2 BR, Restricted Pach-(Own

PoweRFUL YATYR

.

¥
1

“Woodlands) Level 1, Unique Character Defect (Alcoholic, *

~ Soul#Stat «check +2 o resist a drink) 2 BR Unique
- Charactér Defect (Lust, Soul Star check +2 to resist
. pursuing a female) 2 BP

—

YATYR

Satyrs are male spirits of nature, creatures of pleasure @
and desire whose whole existence seems devored to
immediate self-gratification, Roughly the size of human
men, they have the torsos and bearded heads of men and the
lower quarters of a goat. Cloven hooves, horns*on their
forehead, and a goat's tail complete their half-man, half-
..animal look. They have few possessions, but are never
found withour musical pipes and a bag of strong wine.

2

Satyrs surrender to all the physical pleasures of life,
drinking, eating, and playing with nary a thought toward
any responsibility or duty. Their happy nature and love of
life endeass them to'the animals, which often become a
satyr’s friends and allies. Thejsatyr’s greatest joy comes
. from sex, and he will spend days pursuing and wooing a I
aymph or dryad, whose woodland homes he shares. Dryads
and nymphs, on the other hand;'(hinlv. satyrs are repulsive 1
and do all they can to refuse theqa, not always successfully.

“Satyrs find: mioreal women and alcohol nearly equally
irresistible; they will spare’no effort in the pursuit of either,

For, all their wantdn behaviour, satyrs are capable
watriors who can be fierce when roused to anger. They are
skilled both wich javelin, spear, and sword, as well as the .
short bow. Encounters with Sacyrs can take many forms,
from finding one attracted by the scént of wine or women
in a camp, to crossing pachs wich a hunting party looking
for revenge on mortals who harmed a dryad.

i
-

Yaryr TempLate

2 Template Cost: 10 Character Points
© " Body +2 ’ 5
Animal Friendship +1, Damn Healthy! +1, e
Heightened Senses (Hearing, Sight, Smell) +3, Highly ©
Skilled +2, Natural Weapons (Horns) +1, Personal Gear &
+1, Regeneration (Not Against Iron or Steel) +1, Special - =
Attack: Inspire Luse +1 (30 Damage; Drain Soul, No o
Damage, Short Range), Stealth (Vision) +1

r

< Melee Attack +1, Melee Defense +1 Performing ™
Arts (Pipes) +1, Ranged Defense +1, Thrown Weapon +1

:Easily Distracted (Alcohol) +1, Marked (hind —I
quarters of ‘a goat, horns) +2, Restricted Path (Own = =
Woodlands) +1, Unique Character Defect (Alcoholic, Soul ,;
Star check +2 to resist a drink) +2, Unique Character
Defece (Lust, Soul Stac check +2 to resist pursuing }f/

\-f\

female) +2
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sailors drown or are das

Rex:

pis

Sirens are evil faeries of the sea, daughters of a
- legendary monster who seduced the sea god. They
have the bodies, wings, and clawed feet of a large bird
of prey, while their heads are those of madwomen with
vicious fangs in place of human teeth. Sirens inhabit
rocky islets along desolate shores, which they may
never leave. The shores of these islets are lictered with
the wreckage of ships and che bones of the sirens
victims. They draw their victims to them with the
power of their song, which carties for kilometres across
the waves and’ which fey can resist. A% they draw
closer, rhe sirens assume; the forms of beautiful nude
women to make the sailors even more anxious to land.
Inevitably, the ships 1‘* nder on the rocks and the
against them, cheir corpses
food for the sirens. Thbse who-make it to-shore find
alluring women waiting for them, only to die in horror

- when the sirens reveal their tryie form as she attacks.

* Sailors who encounter sirens have a few ways to
escape them. Prudent trayéllers will have balls of soft
wax to stick intheirears before hearing a siren’s song,
though doing so adds a 41 penalty to any Boating
skill checks because of the inability to hear orders or
warnings, Sirens who lose a singing contest to a
mortal female will forever lose their siren song.
Despondent, the bird-women will jump off their
islet’s cliffs, committing suicide on the rocks below,
among the remains of their past victims,

=

- Yirep TeppLare

Template Cost: 15 Charactér Points
Soul +3 _
Divine Relationship -+1, Flight +1, Highly

- Skilled +1, Ilusion (Sight) +1, Natural Weapons

(Claws) +1, Regeneration (Not Against Iron and
Steel) +1, Special Attack: Siren Song. +2 (30
Damage; Drain Soul, Long Range, No Damage,
Unique Special Disability: Blocked by wax ear plugs)

Performing Arts (Singing) +1, Unarmed Artack

"~+1 Unarmed Defense + 1

Marked (Bird-woman) +2, No Arms A2,
Restricted Path (Own Island) +1, Unique Special
Defec‘ﬁ‘ﬁjrm Song (Lost forever if beaten in a contest

of singir@;‘];y mortal female) +2

APOLESCEDT YIRED
35 Characrer Points

Body 4, Mind 4, Soul 7

Attack Combart Value 5, Defense Combat Value 3
Health Points 55, Energy Points 55

Appearance Level 1, Divine Relationship Level
2, Bxtra Artacks Level 1, Flight Level 1, Focused

Special Attack: Siren Song Level 2 (30 Damage;
Drain Soul, Long Range, No Damage, Unique Special

 Disability: Blocked by wax ear plugs) :
Performing Arts (Singing) Level 1, Unarmed

Attack Leyel 1, Unarmed Defense Level 1
Mh.rged. (Bird-woman) 2 BP. No Arms 2 BP

Restriceed Path (Own Island) 1 BP, Unique Special

Defect: Siren Song (Lost forever if beaten in 4 contest

of singing by mortal female) 2 BP Unskilled 1 BP

[}

Queen AmongG YIREDY

_50.Chara.cter Points

Body 5, Mind 5, Soul 8

Attack Combat Value 6, Defense Combat Value 4
Health Points 85, Energy Points 65

Appearance Level 2, Damn Healthy! Level f,
Divine Relationship Level 2, Extra Attacks Level 1,
Flight Level 1; Focused Damage (Claws) Level 2,
Hlusion (Sight, Smell, Touch) Level 2, Natural
Weapons (Claws) Level 1, Regeneration (Not Against
Iron and Steel) Level 2, Special Attack: Siren Song
Level 2 (30 Damage; Drain Soul, Long Range, No
Damage, Unique Special Disability: Blocked by wax
ear plugs)

Performing Arts (Singing)  Level 3, Social
Sciences (History) Level 2, Unarmed Attack Level 2,
Unarmed Defense Level 1

Marked (Bird-woman) Level 2, No Arms Level
2, Restricted Path (Own Island) Level 1, Unique
Special Defect: Siren Song (Lost forever if beaten in a
contest of singing by mortal female) Level 2

(8 FacRie TempLATES.
- :‘;_g-i.: TR . ¥ i - beba . L2 e

Damage (Claws) Level 2, Illusion (Sight, Smell,':_.‘

Touch) Level 1, Natural Weapons (Claws) Level l‘r- S
Regeneration (Not Against Iron and Sceel) Level 1,

hR 4 o L
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SHOST 2 1

b

71..; o Ghosts are the incorporeal spirits of the dead,
. = trapped on the Earth by some unfulfilled need or desire.
They are normally invisible to mortals, but can will
F : themselves to appear as translucent entities when they
wish.  They appear in whatever state they were in at
death: wracked by diséase or extreme old age; hideously

come about in several ways. [t may have lefc a duty

want revenge against someone or simply to have his or
her body buried and prayegs said ovér it. Ii"’ﬁfay even be
confused, its death so sudden and shocking thar it does
not even realize it is ,,dead

P Whatever the origins of a ghost, it usually knows
it is one of the damned, agither wholly of the dead or the
living, and curses its unnatural seate. I-hates che living

life that courses through them. “Ghosts use their horrible

visage to scare mortals, while :hey plant thoughts of
- suicide and despair in the victim's mind. They can move
& - objects with the force of their will, hurling them against
£ opponents ot simply ‘making them move to
communicate with the living. They can change the
temperature in a room suddenly to make 2 mortal afraid.

and revel in it. Others loath themselves even more for
feeling such hate, but have difficulty restraining
themselves while trying to find release.

Encounters with ghosts will occur at night, for the

pure light of the sun destroys them. Meeting a ghose

_might mean confronting just one lone soul or dozens at
the site of amassacre.

. QHosT TempLaTe

Template Cost: 35 Character Points
Soul +3

Art of Distraction +4, Energy Bonus +2,
Environmental Control (Temperature) +1, Illusion
(Hearing, Sight) + 1, Insubstantial (Incorporeal) +1,
Invisibility +2, Life Support +2, Mind Shield +1,
Place of Power +3, Special Defense (Ageing) +2,
'Telekmcms +2, Telepachy +1 oy

' Bane (Holy Symbols) +1, Bane (Sunlight) +2,
Cannior Talk +1, Easily Distracted (Killing anything
that livés) +2, Phobia (Religious symbols wielded by
the virtu”agsj &2

r"'

G’Hos“r OF A
WIronGED (UOman

55 Character Points

mangled or maimed by a fatal accident; or with gaping,. -
still-bleeding wounds caused by their killer. A ghost can

undone in life, which it now seeks to complete It may

~ and wants to hurt them, even kil them, jealous of the "

Body 4, Mind 4, Soul 7

Attack Combat Value 5, Defense Combar Value 3
Health Points 55, Energy Points 95

:

\

i

v

Art of Distraction Level 4, Energy Bonus Level | j

%

‘4, Environmental Control (Darkness, Tcmperaume}
Level 1, Illusion (Hearing, Sight, Smell) Level 2,
Insubstantial (Incorporeal) Level 1, Inwsnb:hty Level
2, Life Support Level 2, Mind Control (Induce anger)
Level 1, Mind Shield'Level 1, Place of Power Level 3,
_ Special Defense (Ageing) Leve! 2, Telekinesis Level 2
Telepathy Level 1

Bane'(Holy Syfnbols) 1 BR. Bane (Sunlight) 2 :
ot Talk 1, BP Easily Distracted (Killing

3nyrhtng thar iwes) 2 B, Phobia (Religious symbols
wielded by the virtuous) 2 BP, Unskilled 2 BP ~ *

4

;
Some ghosts are more attuned to their hate than others

GHosT OF A I(UQ‘RLORD
'{U Character Points

Body 4, Mind 3, Soul 7

Attack Combat Value 5, Defense Combat Value 3
Health Points 55, Energy Points 90

Art of Distraction Level 5, Aura-of Command

Level 3, Energy Bonus Level 3, Environmental =
Control (Darkness, Temperature, Weather) Level-1; —7
Heightened Awareness Level 2, Illusion (Hearing,
Sight, Sound) Level 2, Insubseantial (Incorporeal)

Level 1, Invisibility Level 2, Life Support Level 2,

Mind Control (Induce fear) Level 1, Mind Shield Level

1, Place of Power Level 3, Sixth Sense (The Living )

o, Lt:\'r_el 1, Special Defense (Ageing) Level 2, Telekinesis -
Level 2, Telepathy Level 3 )

Bane (Holy Symbols) 1 BP, Bane (Sun]igi\lt} 2

BP Cannot Talk 1 BP, Easily Distracted (Killing
anything that lives) 2 BP, Phobia (Religious symbols
wielded by the virtuous) 2 BP, Unskilled 2 BP

80 '%ﬁmnmw
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Dew GHOUL

25 Character Points
Body 4, Mind 2, Soul 3

Attack Combat Value 6, Defense Combat Value 4
Health Points 45, Energy Points 25

Combat Mastery Level 3, Contamination (Slain
victim rises as a zombie) Level 2, Damn Healchyl
Level 1, Focused Damage (Claw) Level 2, Heightened
Senses_ (Smell) Level 1, Natural Weapons (Claws,
Fangs) Level 2, 'Special Attack: Paralysing Bite Level
1 (30 Pamage; Drain Body, Drain Soul, Melee, Low
Penetration), Special Defense (Ageing) Level 2, Speed
Level 2, Stealth (Hearing) Level 1

Bane (Holy Symbol) 1 BR, Bane (Sunlight) 2 BR
Easily Distracted (Killing anything chat lives) 2 BB
Unskilled 2 BP

:'"

f

1

Body 6, Mind 4; Soul 4
Actack Combar Value 6, Defense Combat Value 4
*Health Points 70, Energy Points 40
Aura of Command Level 2, Combat Mastery
Le-v_d 3, Contamination (Slain victim rises as a
zombi€) Level 2, Damn Healthy! Level 2, Focused
Damage (Claw) Level 1, Heightened Awareness Level

-3, -Heightened Senses (Hearing, Smell) Level 2,

Natural Weapons (Claws, Fangs) Level 2, Special
Attack: Paralysing Bite Level 2'(45 Damage; Drain
Body, Dtaijlv,_Sm!],_ Melee, Low Penetration), Special

Defense (Ageing) Level 2, Speed Level 2, Stea]th
(Hearing) Level 1

Bane (Holy Symbol) 1 BP, Bane (Sunligh) 2 BP
Easily Distracted (Killing anything that lives) 2 BB
Unskilled 2BP. .

L]

“teach that they are gluttons who have been punished

- GHouw King
40 Character Points

; obscene religion. Whatever the truth, it is certain
“that ghouls have long lurked among (and beneath)

and their paralytic bite has spelled the end of many. =5
- - GHnour TempLaTe
; Template Cost: 5 Character Points
Mind -2, Soul -1 7

e

GHoar

As necrophages, eaters of the dead and the dying,
ghouls are undead abominations that scavenge = °
graveyards, tombs and bactlefields. They hunt for
corpses, or those they can quickly turn into.corpses, A
feasting on their flesh and sucking the marrow from
their bones. Ghouls are humanoid, and most may have
once been human, though there are occasional reports
of dwarves risen as ghouls. Their stinking mouths have
altered to form almost a muzzle, while their reech have
grown inte-daggersharp fangs. Their flesh is a dead
grey, what hair they have is stiff and bristly, and their
hands end in long nails caked with roeted flesh, blood,
and graveyard dirt. To look iinto their eyes is to see
nuthlng but ceaseless, |nsat|nbfe hunger

Ghouls can arise in severt] ways. Some religions

for their greed, whilet ochers claim they are the
hunting dogs of the Lords of the Dead or the rémains
of someone killed by a spectre. A few, scholars even - 4
believe ghouls are debasedmortals, cursed cannibals
who fed on the dead to avoid famine or as part of an

the civilized peoples.

While ghouls normally consume the dead, they
domot restrict themselves to carrion. Flesh chat seill
carries the scent of the living is almost intoxicatingto.
them. To obtain i, they will sometimes hunt in small
packs, hoping to waylay a lone traveller or lovers: =
seeking a secluded place. They are expert brawlers, &

Combar Mastery +2, Natural Weapons (Claws,
Fangs) +2, Special Atrack: Paralysing Bite +1 (30/
Damage;/ Drain Body, Drain Soul, Melee, Low
Penetration), Specia'l Defense (Ageing) +2, Stealth # 1

Bane (Holy Symbol) +1, Bane (Sunligh
Easily Distracted (Killing anything that lw'




B N' YE’T

DAL mocrrn Fqn'mw BesTlﬁw

el

.D)ummY

Some cultures go to great lengths to preserve
 the physical remains of their dead — the important
ones, at least. Wrapped in the finest linens and coated
~ with preservative oils and herbs or placed in bone-dry
caves where their flesh will cure like leather, the dead
are placed among the things they valued in life: gold,
books, gems; other treasures, and even the corpses of
their slaves, ki’lléa at the time of burial to serve their
master in the afterlife. The preservation of the body
~ and the magic of the att;ndmg priests also preserves
- the mind, so that the depd may live an eternal unlife
- among his or het siches, There, they pass the ages in
an unnatural slumbéz; until someone is unlucky
. enough to stumble acro$§ their comb and tries to rob
it. Though the mumibny may be slow to ‘rise, his

: purstit of the comb-robber will be relencless.

T

3'““-1:."'-'* ;

g - Mummies may also be created as 4 punishment,
? che victim buried alive in retribution for some heinous

crime its mind kept alive apd denied the peace of deach,
even while its bodjl rots., These are placed under a
~ special curse to nor rise again until words of release are

the mummy will again pursue the goals that lead to its
earlier crimes and will seek revenge against those who

e foiled it, or even their descendants. Mummies will be
e ~ encountered most often among the cultures of arid
|+ climates, though occasionally one is brought back o
% grace a collecsion or serve as an object of study.

i -

< ammy TempLare

_ »  Template Cost: 25 Character Points

e Body +1, Mind +2, Soul +2 o
s Astral Projection +1, Aura of Command +3,
"'_.-' ~ Combat Mastery +1, Damn Healthy! +2, Dynamic
‘i“ Sorcery +1, Energy Bonus +1, Life Support +2,

Light Armour +2, Place of Power +4, Special
. \‘%?&nsc (Ageing) +2, Super Strength +1
+ Bane (Holy Symbols) +1, Bane (Sunlight) +2,

Easty-Distracted (Killing anything that lives) +2,
Not Sofast +1, Vulnerability (Firc) +2

spoken, intentionally or not. Revived but still undead, * .

MHor Muammy
45 Character Points

Body 5, Mind 6, Soul 6

Attack Combat Value 6, Defense Combat Value 4
Health Points 85, Energy Points 80

Astral Projection Level 1, Aura of Command
Level 3, Combat Mastery Level 1, Damn Healthy!
Level 3, Dynamic Sorcery Level 1, Energy Bonus’

Level 2, Highly Skilled Level 2, Life Support Level 2,

Lighe Armour Level 2, Place of Power Level 4,
Reincarnation Level 2, Special Defense {Agemg) Levcl
2, Super Strength Level 1

Bane (Holy Symbols) 1 BP Bane (Sunlight) 2
BP, Easily Distracted (Killing anything that lives) 2
BR Nort 8o Fast 1/BE Vulnerability (Fire) 2 BP
Unskﬂled\? BP

Mammy oF A Great King
/60 Character Poiqts -

Body 6, Mind 7, Soul 7

Actack Combat Value 8, Defense Combat Value 6
* Health Points 85, Energy Points 100

Astral Projection Level 2, Aura of Command
Level 4, Combat Mastery Level 2, Damn Healchy!
Level 2, Dynamic Sorcery Level 2, Energy Bonus
Level 3, Focused Damage (Fist) Level 2, Highly
Skilled Level 2, Life Support Level 2, Light Armour
Level 2, Place of Power Level 4, Reincarnation Level
2, Special Defense (Ageing) Level 2, Super Strength
Level 1 :

_Bane (Holy Symbols) 1 BP, Bane (Sunlight) 2
BE, Easily Distracted (Killing anything' that lives) 2
BP Not So Fast 1 BP Vulnerability (Fire) 2
Unskilled 2 BP

T
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. S’ “ELE’ TOD : 20 Character Points

Skeletons are the animated bones of humans, Body 4, Mind 2, Soul 3

~ elves, dwarves, or even animals. The bones can be
bleached white from boiling the flesh away, or old and
yellowed from years of lying in the ground. Skeletons
can arise spontaneously as a sign evil times, or a
necromancer will give them the semblance of life to-

Attack Combat Value 5, Defense Combart Value 3
Health Points 55, Energy Points 25

Combat Mastery Level 2, Damn Healthy! Level
2, Heightened Awareness Level 2, Life Support Level
use them as guards and shock troops: In such a role, 2, Light Armnnr Level 3, Mgld"(?arch) LE_WI 2, S‘%xda' o
they can obey Simple commands. The bones are Sense (The Living) Level 1, Special Defense (Ageing) -
usually host to an-evil spirit; but, sometimes, the soul Level 2, Special Movement (Light-F med) Level 1
of the dead person will fi p.d itself back ints skeleron. Bane (Holy Symbols) 1 BP, Bane (Sunflght) 2
Horrified and confused ;,r its cursed state, yet hating = BR Cannot Talk 2'BP Easily Distracted (Killing
any who truly Tive, the soul-possessed skeleton will - anything that lives) 2 BE, NotSoFas: 1 BP, Unskilled
sometimes break free of’t the spells that bind it andtry 2 BP
to go back to its normabiife. This, inevitably, leads 0
a mghtmansh and b}aaﬂy reunion with its loved ones.

((IﬁRFqOR’S YhELETOD

Apart from singular occurtences, adventurers
35 Charagter Poirits

will most often encounter Sktferuns as part of a larger

o oset of minions for necromancer or a master undead. Body 5, Mind 3, Snui 3 y
Skeletons rarely have the, mteihgence or strength of Acrack Combar Value 6, Defense Combar Value 4
will to S on Ebeu‘ own. ; Health Points 70, Energy Points 30
: : ' A i ¢ Combat Mastery Level 3, Damn Healthy! Level
S’I‘\ELE’TOD TETDFL aTe 3 Extra Attacks Level 1, Heightened Awareness Level

, Kensei (Lightning Draw) Level 1, Life Support

T ot Zeat i Polen Lew:l 2, Light Armour Level 3, Meld (Earth) Level 2,

Mind -2, Soul -1 % Personal Gear (Broadsword) Level 1, Regenerdtion
Combat Mastery +2, Life Support +2, Light  Level 1, Sixth Sense (The Living) Level 1, Specidl
' _ Armour +3, Specul Defense (Ageing) +2 Defense (Ageing) Level 2, Special Movement (Light-
Bane {Holy Symbols) +1, Bane (Sunlight) +2, Footed) Level 1 _
Cannot Talk +2, Easily Distracted (Killing anything Bane (Holy Symbols) 1 BB, Bane (Sunlight) 2
that lives) +2, Not So Fast +1 BP, Cannot Talk 2 BP Easily Distracted (Killing
' anything that lives) 2 BE, Not So Fast 1 B, Unskilled
y 2 BP

-84 Undeap TempLATEY
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[Ew YPECTRE
55 Character Points

Body 4, Mind 4, Soul 7

Attack Combar Value 3, Defense Combat Value 1
Health Points 55, Energy Points 75

Contamination (Victims sldin by Spectre become
a Ghoul) Level 2, Energy Bonus Level 2,
'Environmental Control (Temperature) Level 1,
fnsubstantial (Incorporeal) Level 1, Life Support Level
2, Meld Level .21 Mind Shield Level 2, Place of Power
Level 2, Special Attack: Death's Touch Level 6 (60
Damage, Burning, Drain Energy, Drain Soul, Soul
Attack, Melee, No Damage), Special Defense
(Ageing) Level 2, Telekinesis Level 1

Bane (Holy, Symbols) 1 BR. Bane (Sunlight) 2
BP, Cannot Talk 1 BB Easily I)Jstractq;i (Kzl]mg
anyrhmg that lives) 2 BP, Unslulled 2BP

5

70 Character Points

Body 4, Mind 6, Soul 81"

Attack Combat Value 6, Defense Combat Value 4, A

Health Points 60, Energy Points 70

_Aura of Command Level 3, Contamination
(Victims slain by Spectre become a Ghoul) Level 2,
“Environmental Control (Temperature) Level 2,
- Heightened Awareness Leyel 3, Insubstantial
(Incorporeal) Level 1, Life Support Level 2, Meld
Level 2, Mind Shield Level 2, Place of Power Level 2,
Special Actack: Death’s Touch Level 6 (60 Damage;
Burning, Drain Energy, Drain Soul, Soul Attack,
Melee, No-Damage), Special Defense (Ageing) Leval
Ui Telekinesis Level 2

Bane (Holy Symbols) 1 BP. Bane (Sunlight) 2
BE Cannot Talk 1 BB, Easily Distracted (Killing,

an);thing that lives) 2 BP, Unskilled 2 BP

«them into ghouls who will serve them forever, though

: abandcmed and alone. reliy

?PE(’TRf OF qn-EwL KinG.

i
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YPECTRE

Spectres are the unquiet souls of evil men and
women cursed to haunt the places where they died.
Accustomed to commanding others in life, they =
cannot bear the idea of being without servants in b
death. Thus, spectres seek to slay the living to turn

they have no means to compel service. Spectres look
as they did in life just before their death, save that
they are slightly transhucent and their eyes lack the
light of l:f&*vThey are foundjm ancient ruins and deep
crypts, Of in remote places where they died 1

Spectres fear the sun _s{nd bright light. The '|
former will destroy them, wlﬂe any bright light, such
“as the full'moon o a torch, wllf shine through their
bodies, revea]mg the unho]y truth, ~Spectres thus |
cling to half-light and shadows, using them as a dloak
to fool the unwary. Spectres appear first at a distance,
beckoning mortals to come closer or trying,
themselves, to approach. 'f'hey My pretend to offer 4
aid or to seek help and will ‘act in'a manner meant to
_earn a mortal’s trust. A spectre kills its victim with a
mere touch, which sends an agonizing wave of pain
through the target’s body as it feels its very soul being  *
ripped away. Hours later, the once dead husk rises as e
a ghoul. Spectres are usually encountered singly,
though ghouls it has created may be in the area.
Some may even be the spectre’s servants, -

- YPECTRE TEMPLATE
Template Cost: 35 Character Points  «

JInsubstantial (Incorporeal) +1, Llfe Support
42, Place of Power +2, Contamination (Victims slain X
by Spectre become a Ghoul) +4, Special Actack:
Death’s Touch +6 (75 Damage; Burning, Drain ¥
Energy, Dram Soul, Soul Atcack, Melee, No Damage).:
Special Défese (Ageing) +2 A
Bane (Holy Symbols) + 1, Bane (Sunkg -2
Cannot Talk +1, Easily Distracted (Killing g
that lives) +2

(Jno_mv Tem
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Vampires are the nobility of the undead, predators of
~ the night who treat the living as their cactle. They are
-peerless hunters and killers, possessed of enormous physical
and mystical powers. - Vampires look ‘as they did before
dedth: the common belief that all vampires are deathly pale
is true only of those who have not fed in a long time.

look as ruddy and healthy as any mortal of cheir former
species.  Vampires: originated in the distant past, and
. scholars disagree about how they came abour. Some believe
L an carly mortal was‘cursed to wander as a vampire for some
; great sin, while’ others argue that hey are=part of the
natural order, in the same felationship to men chat men are
to sheep., However - they began, a vampire may be-created
in several ways. The n most.common is by the bite of another
vampire, who drains ics victim completely and then, ac the
moment of death, feeds tfi®mortal its own blood. | It is also
| possible that vampirism ih diséase of thebload, and that a
serions'enough wound inflicted by a vampire will be enough
to transform a mortal. o

. < Vamplres retain ma.ny of the powers :hey had in life.
j° . Indeed, occasional kmgdoms hiave been ruled by vampire
: lords who have refused to s&*y in the grave. Sorcerers will
a retain their spells, and vampiric priests will gain powers
“from the dark gods they, worship. Vampires are seldom

toward other vampires poaching in their domain. A
vampire who stays in one area for a while, however, will feel
a need to gather servants to itself. Heroes invading a
- vampire’s sanctum will find weaker vampires it has created,

lesser undead, or even mortals who worship i, all ready o
_ serve and to defend cheir lord.

VT

- Vanpre TempLate

Template Cost: 50 Character Points
a2 Body +2, Mind +1, Soul +2

Aura of Command +3, Combat Mastery +2h
~ Contamination +3, Damn Healthy! +2, Heightened
"~ Awareness +2, Life Support +2, Mind Control +2,
N Natural Weapons (Claws, Fangs) +2, Reincarnation +2,
e ", Regeneration +1, Special Attack: Vampiric Bite +1 (30

* Damage; Drain Soul, Vampiric, Melee, Low Penetration),
\g‘pec:a] Defense (Ageing) +2, Specd +3, Super Strength
‘1_ Swarm (Bars or rats) +2 S

. Bane [Holy Q}fmbols} +1 Banc (Sunllght) +2, Edsﬂ\-’

IG EYES' qug | ‘O(JTI*I anmw BES'TI

* Vampires who have recently gorged on the blood of a victim, |

Dampire Wizarp

| encountered alone, excepe, perhaps, when they are on the
hunt.. They are territorial crearures and are very hostile =

(anperiDG HUNTER ;
70 Character Points
Body 6, Mind 5, Soul 6

Arttack Combar Value 7, Defense Combat Value 5
Health Poincs 90, Energy Points 55

Aura of Command Level 3, Combar Mastery Level 2,
Contamination Level 3, Damn Healthy! Level 3,
Heightened Awareness Level 3, Heightened Senses (Smell)
Level 2, Life Support Level 2, Mind Control Level 2,
Natural Weapons (Claws, Fangs) Level 2, Regeneration
Level 1, Reincarnation Level 2, Special Artack: Vampiric 1

3
2

Bite Level 1 (30 Damage; Drain Soul; Vampiric, Melee, Low
Penetration), Special Defense” (Ageing) Level 2, Special
Movement (Cat-Like, Wall-Crawling) Level 2, Speed Level

3, Super Strength Level 2, Swarm (Bats or tats) Level 2 , :

Stealth Level 1, Undrmed Attack Level 2, Unarmed
Defense l.eve!Z

‘Bine' {Holy Symbols) 1 BR Bane (Snnhghc] 2 BP
Easily D}sﬁaw AKilling anything chat lives) 2 BE 1 =

+ Vulnerability (qud) 2 BP

,;_’ 3

f

85 Character Points .
Body 6, Mind 7, Soul 8

" . Attack Combat Value 8, Defense Combat Value 6
Health Points 100, Energy Points 95

Aura of Command Level 3, Combat Mastery Level 1,
Contamination Level 3, Damn Healthy! Level 3, Dynamic
Sorcery Level 2, Energy Bonus Level 2, Heightened
Awareness Level 2, Life Support Level 2, Mind: Control
Level 2, Natural Weapons (Claws, Fangs) Level 2, &
Reincarnation Level 2, Regeneration Level 2, Special 7
Artack: Vampiric Bite, Level 2 (30 Damage; Drain Soul,
Vampiric x2, Melee, Low Penetration), Special Defense
(Ageing) Level 2, Special Movement (Cat-Like, Wall-
Crawling) Level 2, Speed Level 3, Super Strength Level 1,
Swa_rm (Bats or rats) Level 2

“. Intimidation Level 1, Linguistics (Native, One
Ancient Language) Level 1, Physical Sciences (Alchemy)
Level 3, Seduction Level 2, Visual Arts (Fine Art) Level 2

Bane (Holy Symbols) 1 BE. Bane (Sunlight) 2 BB
Easily Distracted (Killing anything that lives) 2 BP,
Vulnerability (Wood) 2 BP

S
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Wights are the corpses of men and women slain
~ by a wraith, or of those buried without the benefit of
a priest's prayers or the protection of consecrated
ground.- Driven mad by their fate and seduced, some
say, by the poisoned words demons whisper in their

ears as they die, their bodies rise to take revenge onr -

those who still: live. - Wighes look" like desiccated
corpses, their skin dried to leather and the sockets of
cheir shrivelled eyes filled with blood-red motes of
light. While they may carry weapuns-'they used in
life, the wight's main power is to kill with a single,
freezing cold rough, that can stop a mortal’s heart in
an instant. While- hl;]ll‘lg from the sun, a wight
makes its lair in caves @ in the crypts of abandoned
and desecrated churches. They are usually found ;

alone, unless they are boufid to the service of a |

greater undead, such as a vamlme or the wraith who
created them. -

WhGHT TemrLaTe

Template Cost: 25 Character Points

Body +1, Mind -2

Combat Mastery +2, Extra Attacks +1, Kensei
(Blind Fighing, Lightning Draw) +2, Life Support
+2, Light Armour +2, Regeneration +1, Special

o - Attack: Death’s Touch +3 (30 Damage; Burning,

Drain Eﬁéi-g‘},' Drain Soul, Soul Attack, Melee, No
Damage, Toxic), Special Defense'{Ageing) +2

Bane (Holy Symbols) +1, Bane (Sunlight) +2,
Cannort Talk +1, Easily Distracted (Killing anythmg

. that lives) +2

—

anything |

Ap<ENT -(UIGI'I'F— :

Vepgerar. hGHT

45 Character Points
Body 5, Mind 2, Soul 4

Attack Combat Value 7, Defense Combat Value 5
Health Points 65, Energy Points 30

Combat Mastery Level 4, Damn Healthy! Level

2, Extra Attacks Level 1, Kensei (Blind Fighting,
Lightning Draw)-Level 2, Life Support Level 2, Light'

Armour Level 3, Massive Damage Level 1, Persbnai
Gear (Great Sword, Chain Hquberk) Level 1,
Regeneration Level 1, Special Artack: Dearh &Touch
Level 3 (30 Damage) Burning, Drain Energy, Drain

 Soul, Soul Attack, Melee, No Damage, Toxic), Special

Defense (Ageing) Level 2

Bane:(Holy Symbols) 1 BR Bane (Sunlight) 2
BE, Cannot Talk 1 BR Easily Distracted (Killing
it lwes) 2 BP. Unskilled 2 BP

4

T
!

60 Character Points
Body 6, Mind 4.'36ul 5
Arcack Combat Value 8, Defense Combat Value'6
Health Points 75, Energy Points 45

Combat Mastery Level 3, Damn Healthy! Leyel
2, Environmental Conerol (Darkness) Level 3, Extra
Attacks Level 1, Kensei (Blind Fighting, Lightning
Draw) Level 2, Life Support Level 2, Light Armour
Level 2, Personal Gear (Great Sword, Chain Hauberk)
Level 1, Mind Shield Level 3, Regeneration Level 1,
Sixth Sense (The Living) Level 1, Special Artack:
Death's Touch Level 4 (45 Damage; Burning, Drain
Energy, Drain Soul, Soul Attack, Melee, No Damage,

Toxic), Special Defense (Ageing) Level 2, Special.

Movement (Balance, Wall-crawling) Level 2
Bane (Holy Symbols) 1 BP Bane (Sunlight) 2

BP, Cannot Talk 1 BP, Easily Distraceed (KJleg
anything that lives) 2 BP, Unskilled 2 BP
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Guarpian WRaArTH
60 Character Points

Body 4, Mind 4, Soul 8

Artack Combat Value 5, Defense Combat Value 3
Health Points 70, Energy Points 100

Contamination (Victims killed by the wraith are

“turned into Wights) Level 4, Damn Healthy! Level 1,
‘Energy Bonus Level 4, Environmental Control

(Darkness) Level 1, Flight Level 2, Insubstantial

'(Incorpureﬁ]} Lév:l 1, Life Support Level 2, Mind

Shield ‘Level 2, Place of Power (Crypt) Level 3,
Regeneration Level 2, Special Attack: Death’s Touch
Level 3 (30 Damage; Burning, Drain Energy, Drain
Soul; Soul Areack, Meleé, No Damage, Toxic), Special
Defense (Normal Weapons) Level 2

Bane (Ho]y Symbols) 1 BP, Bane (Sun[:ght} 2

BR. Cannot Talk 1 BP Easily Distracted (Killing
antyching that lives) 2 BP Unskilled'2 BP | '

(]
A}

75 Character Points
Body 4, Mind 6, Soul 9

Attack Combat Value 6, Dekcnse Combat Value 4-'

Health Points 75, Energy Points 125
: Contamination (Victimskilled by the wraith are

~turned into Wights) Level 4, Damn Healthy! Level 1,
~ Dynamic Sorcery Level 2, Energy Bonus Level 5,

Envitonmental Control (Darkness) Level 2, Flight
Level 2, Heightened.Awareness Level 1, Insubstantial
(Incorporeal). Level 1, Life Support Level 2, Mind
Shield Level 2, Place of Power (Tomb) Level 4,
Regeneration Level 1, Special Actack: Death's “Touch

Level 4 (45 Damage; Burning, Drain Energy, Driin

Soul, Soul Attack, Melee, No Damage, Toxic), Special
Defense (Normal _Weapnlns} Level 2

, Bane (Holy Symbols) 1 BP, Bane (Sunlight) 2

BE Cannot Talk 1 BP Easily Distracted (Killing
anything thac lives) 2 BP, Unskilled 2 BP

WRaTH WizaARD.

u

(rarTH

Wraiths are the disembodied spirits of men and
women who have done great evil in their lives. Asa
reward, the gods and demons of darkness have
granted them unlife, with a command to slay-all they
meet and to create new undead. Weraiths appear as
vaguely humanoid areas of infinite blackness, with
only two small flickering points of fire to show where
their eyes should be. They garb themselves in the
black shrouds of an unholy burial and many wear the
regalia thegzwore dn life, such as a crown. Unlike
wights, wraiths retain most qf their wits and thus any

- skills or powers they had in life. The'wraith of an evil

wizard is a foe few want to fac;e

Whaiths: build’ cheir ldirs among the ruins of
men, in forgotten mmbs and fallen castles where chey
jealously. guard the treasures they were buried with. |
Some even haunt abandonéd buildings in the slums of
a grear city, their presence indic'aring some forgotren
secret of the city's past. . They are most often
encountered alone, unless under the rule of another,
far more powerful being. Since their touch can/creare

' a wight, some wraiths have them as guatdians and

servants, horrible companions in eternal unlife.

WrartH TEmPLATE
Template Cost: 40 Character Points '
Soul +4 VAT

Contaminatior (Victims killed by the wraith are
turned into Wighes) +4, Energy Bonus +3,
Environmental Control (Darkness) +1, Elight +2,

Insubstancial (Incorporeal) +1, Life Support +2, ___‘.

“Mind Shield +2, Place of Power + 3, Special Attack:

Death’s Touch +3 (30 Damage; Burning, Drain
Energy, Drain Soul, Soul Attack, Melee, No Damage,
Toxic), Special Defense (Non-Magical Weapons) +2

Bane (Holy Symbols) + 1, Bane (Sunlighr) +2 :
Cannot Talk: +1; Easily Distracted (Killing any

that lives) +3

ey




4 Zombies are animated corpses of the recently
* deceased, whether human, humanoid, or animal.
They. can look almost alive or horribly rotted, but
their faces almost always have a dull, stupid look to
them. Zombies are created in several ways.
Necromancers may summon minor evil spirits and.
bind them to .a corpse, much ‘as they do with
~ skeletons.  Others spontaneously rise from their
| graves when greatevil is at- work — some religions see
~ this as a sign of the impending end of theworld. Evil
" wizards, priests, and w&lords use 2ombies & shock
. troops, flinging -them against an enemy to weaken
-~ him or her before smkﬂg the final blow.

Zombies are relerﬁless in their pursuif of the

;2 mlfkdown with whag shodld have been a killing
~ blow will ise again in a few hours. There are several

A ways to permanent!y destroy a zombie, though not all
V work in every caseﬂ. Bummg, filling the mouth with
. sale or blessed food and even a killing blow to the
brain have all been known work.

Some zombies are more aware than most,
having recained more of their mind after deach. By
égt{ng.bmins ripped fresh from the living, these

~ creatures retain a cunning instinct. They became
leaders of more mindless zombies and will often lead
them in raids; acracking and eating whole farmsteads
or small villages in a single night. While an
encounter with zombies is dangerous in itself, the

a‘:’f '

~ presence of one or more of these “zombie lords” can
. turn it into a terrifying game of cat and mouse.

- ZomBr TempLATE
N Template Cost: 5 Character Points

Mind -3, Soul -1

Combat Mastery +3, Life Suppnrt +2
carnation +2

Bane (Holy Symlml) 41, C.mnm Td]k +l

h\'mg and, unlike other undead, they can even ,

- operate by day. They are neatly unstoppable: zombies _40 Charact

YIMPLE L OMBIE
25 Character Points

Body 4, Mind 1, Soul 3

Artack Combat Value 6, Defense Combat Value 4
Health Points 55, Energy Points 20

Combat Mastery Level 6, Contamination
(Mortal killed by zombie rises as on¢) Level 4, Damn

Healchy! Level 2, Life Supporc Level 2, Natural
Weapon (Bite) Level 1, Reincarnation Level 2, Smh 1

Sense (The Living) Level 1 A

Bane (Holy Symbol) 1 BP, Cémo: Talk' 1 BP
Easily Distracted (Killing anything that lives) 2 BR

. Not So Fast 1 BP, Unskilled 2 BP

LOMBK LORD

cter Points

Body 5, Mind 3, Soul 5

Actack Combat Value 8, Defense Combat Value 6
Health Poings 90, Energy Points 40

Combat Mastery: Level 4, Contamination

_ (Mortal Killed by Zombie Rises as One) Level 4,
' Damn Healthy! Level 4, Life Support Level 2, Mind

Control (Zombies) Level 3, Natural Weapon (Bite)
Level 1, Personal Gear (Large Cleaver) Level 1,
Reincarnation Level 2, Sixth Sense (The Living) Level
1, Super Strength Level 1 «
Bane (Holy Symbol) 1 BP, Cannot Talk 1-BR,
Easily Distracted (Killing anything thar lives) 2 BB,
Not So Fast 1 B, Special Requirement (Eat Fresh
Brains, Once Per Week) 2 BR, Unskilled 2 BP
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SampLe Madical TReasdres

Magical treasures should never bore players. If they are nothing more than ornaments to decorate a
- character sheet, if they are merely baubles to make a player character more powerful, then you as Game Master
are missing a great opportunity to add depth and colour to your game. While yet another magic ring might
draw yawns from the players, finding “Kaga's Iron Ring of Indomicable Will" is much more exciting. Although
both simply give a -1 bonus to Soul Stat checks, by developing the history behind the item, you will catch che
players' interest, help them suspend disbdieﬂ and provide yourself with ready-made adventure hooks. Thm
back-stories do not have to be extensive: just a few moments’ thought and a few lines on an index card will gwe
you all you need:* '

What follows are sample Items of Power and items of Personal Gear. Each is meant tobe somethmg that
could be found during ag encoumrrwzrlwny of the creatures described in thl&'book Each comes with'a brief
description that you canjdevelop and alter as needed for your game: these are suggestions, not rules. If che
creature has che Antelligence to use the irem to defend itself or advance its goals, it generally will.

- YONX Desian PRIDCIPLES -~

.. While Big Eyes, Small Month is a simple, yet flexible game, 1:.11elp9t0 keep in mind some guidelines for
 the creation of magic items, if only to pwﬂde consistency, Items that modify a Skill roll by up to 10 Skill Points
of bmtﬁt (for example;.a -2 f)onus for:a 5 Point/Level Skill) are considered Minor or Major items of Personal

~ Gear; they are high quality, but not of great power in the game setting. Items that.adjust or/bestow an

Attribute ase Items of Power, unless the change'is worth only 1 Character Point. If they provide only 1
Chamter Point woh;]:i of beneﬁr the item is usually a Major item of Personal Gear. Thus; a finely made whistle
that increases the Animal Friendship Accribute by +1 is a Major Item of Personal Gear, not an Item of Power,
Items of Power provide more powerful adjustments to ﬁ;rnbu:es or adjust Stats cllrec tly.

-~ ITemy oF POWER ;
ARMOUR OF LeAves | o N

ltem of Powcr Level 1

Young dryads sometimes encounter danger while tending their woodlands and need protection. Eatly in
their lives, they learn to weave a“maglcal armour of leaves and twigs from the materials.brought to them by
their animal friends. '

Provides: Light Armour Level 2

= CLarion oF Heaven S, *

ltem of Power Level 1

This long, straight trumpet is a gift of the gods to their new herald. Formed of gold taken from the heart
of the sun, it captures the actention of all who hear it and draws their eyes skyward, where an angel waits o

\I deliver her message. The item was lost centuries ago, when the angel was slain by a demon. A mortal who
%& it and possesses even one Level of Aura of Command will find his or her ability augmented (it is useless,if
the wielder does not possess the Aura of Command Actribute).

Wdes: Aura of Command +5
%

3
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* sorcerer's mechanical work was so-intricate that the device developed its own — and odd — mtelisgence

Blﬁ EYE? ?maLL D)OUTH Fqn'mw BETT!GRY
Cuer-FuLL Toracco PoucH

Item of Power Level 1 = :
Leprechauns like nothing more than to spend a sunny day resting beneath a shady tree and savouringa =~ =

good pipe. An especially enterprising old leprechaun invented this pouch so he would never run out of his

favourice blend. Unfortunately, one day, he lost it when escaping from mortals. o

Provides: Transmutation (An equivalent amount of any plant matter into sweet tobacco) Lével 1

HE’.CIUET) 5 UrRATH

Item of Power Level 1
Angels ar¢ not always messengers of peace and love. They also execute the gods' Judgements and are

.agents of their nnger “Heaven’s Wrath” is an eternally sharp broadsword, forged by the God of War himself

and given by hisjangel to a faichful cemple ac the end of 2 long crusade. The cult eventually waned and, since
the last priest died, Heaven’s Weath has laid within a lacquered box, waiting for ;i'le call of batle. Only
devorees of the God of War may wield it. . : 4,

Provides: Weapon Attack {30 Damage, Accurate, No Regeneratlon Melee, Uses Energy) Level 1

Rumgn FarrrraL’ Gaarpian AaTomaTon
3 * Item of Power Level 5
4 Several centuries ago, there livéd a mighty sorcerer whose knowledge of magical mechanical constructs was
without cqual As he grew older, he grew more fearful and suspicious, until one day he felt he could no longer
trust his own guards and dismissed them all. “He still'needed to cravel, however, and even a sorcerer needed a -+ %
badyguard. He turned his skills towards the creation of an intelligent mechanical guaH The sorcerer succeeded
beyond his wildest dreams, creating an utterly loyal artificial bod}'guard Rumik. Ruml.k d not guard the
sorcerer from old age, however. After he died, the towgr was looted and Rumik passed from hand to hand.

~ Rumik stands just 30 cm tdll, and is armed and @rmioured as a warrior appropriate to the region where the
sorcerer lived. To acquire ownership, a character must make a Soul Star check. Rumik will remain loyal to his
owner so long as his mquirements are mét. Rumik has no face or voice: he warns his owner of danger by poktng
him or her. “He emits a howl as part of his Special Artack, wh.u:h is made while leaping at a foe. If the victim fails
" a Soul Star check, he flees in abject fear. When not ordered to be on guard, Rumik either sits quietly or engages
in 2 solo sword drill. Some say the object is possessed by a powerful but quirky demon; while others claim the

~ Body 6, Mind 4, Artack Combat Value 5, Defense Combat Value 3, Health Points 80
Artificial Tncelligence Level 3, Heightened Awareness Level 1, Highly Skilled Level 2, Jumping Level 1,

Kensei (Blind-Fighting, Chanbara Master) Level 2, Light Armour Level 2, Personal Gear (Miniature .
Broadsword) Level 1, Regeneration Level 1, Specm[ Attack’ “Rumik’s Wrath” (75 Damage, Accurate Dram # Mo

Soul, No Damage, Melee, Limited Shots x3) Level 1, Toughness Level 1

“Melee Atrack Level 2, Stealth (Silent Movement) Level 2, Performmg Arts (Ritual Sword Practice) Level 1 ;‘ .

Attack Restriction (Only those who directly atrack its owner} Level 1, Cannot Talk Level 2, Marked (Small

am:oured warrior) Level 2, Not So Strong Level 2, Restricted Path (No more than 100 metres from its owneaj ..‘ &

2 BP, Special Requirement (Must have one cup of strong wine pgured on it each night) Level 1, Spec
Requuemem (Owner must sing a lullaby to Rumik once per day) Level 1

YampLe. Magic TRea
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: J:-IG E’YE’? | D)ﬁLL, mOUTH FﬂDTﬂ)’Y BUTlﬁr«w
~ Pixe Bow

i f'_:.Itern of Power Level 1
g7l Small versions of short bows used by Pixies, who strike at intruders from hiding. If the arrow hits its target
~ and the target fails a Soul Stat check, it falls asleep.

Proyides; Weapon Acrack (30'Damage, Drain Energy, Drain Soul, No Damage, Short Range) Level 1

!

PRmMROst CROWD

' Irem of Power Level 1 . ,
X Some powerful dryads wear nothing but a crown of primroses or other wildflowers: While fools may think
them mﬂnerablehecame they are nude, the garland provides significant protection. Dryads have also been
known to give these to an innocent child who has become lost in their woods. 3

Provides: Force Fle]é(SE]f Only) Level 1

- PersopdL Gear

AMULET OF K]qmnt*?? e .
Major | Personal Gears * - : ‘ ; '

“The last thing a spy nééds is to have another watchmg l'um Thls smal! gold plaque, engraved with.an
ever-open eye, gave the agents of a long-ago chancellor a chance tg notice danger before it noticed them. 5

Provides: Sixth Sense (Detect Watcher) Level 1 $uis _ o ;

. Mask oF YaeeT AR

~ Major Personal Gent la.

st A wooden mask, carved, painted, and laequered tojrésemble an angel. It was worn by the senior members
 of an order of alchemists whenever performing dangerous research, \

Provides: Life Support Level 1
THe MasTer Key

-

r Major Personal Gear S
| L An intricately wrought key no longer than a child's palm, this was the prized possession of the master thief
E Callodio. It'is made of iron that never seems to rust. .
P Provides: Burglary (Lock-Picking) Skill +3 ’
'-‘_.' =}
- YTarr or GQenTLe LEysons
~ Minor Personal Gear

This two-metre-long oak staff was once owned by the druid of the Great Wood, who used it to train even
the most unruly animals to be his helpers, Ever, the gentle soul, he would never strike the animals — a gentle
tap with his staff was all that was needed.

\‘J _ Provides: Animal Friendship Level 1
PurerB CHer’s Kowes.

nor Personal Gear
% This set of six wonderfully crafted kmves was once owned by the personal chef to a greac king. After the
of food poisoning, the knives were buried with the chef.

: i les: Cooking Skill +5
94 Sapeie Macic TREASUREY
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The BESM Fantasy
Bestiary provides
players and GMs with
the perfect toolkit for a
Big Eyes, Small Mouth

fantasy campaign.

If you have ever wanted to play a
High EIf, a Drawf, or even a Titan-
Orc or a Vampire-Minotaur, then
this book is for you!

The BESM Fantasy Bestiary is
not your traditional manual of
monsters. Inside, you'll find a
plethora of D6 Tri-Stat templates for
traditional fantasy races you can use
when creating a player character or
an NPC enemy. Combine multiple
templates (Ogre-Medusa-Skeleton?)
or use them on their own.

From Angel to Zombie, and
everything in between, the BESM
Fantasy Bestiary is an ideal
reference book for both Game
Masters and Players.
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