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There have always been things in the shadows that have tormented mankind. With the rise of the age of heroes
these creatures of become more brazen. Can the heroes of Light City stop these

Supernatural Threats!?

Kemaha

The frightful Kemaha is an ancient middle eastern demon. Stand-
ing nearly 10 feet tall, this three-toed man-eating demon has mon-
strous claws that can flay flesh from bone with ease. Unfortunate-
ly for those tracking it, the Kemaha looks human until it needs to
feed. The fiend also knows a ritual transfer its essence to humans,
consuming their souls and making them the new Kameha.

First Appearance: Haunted Thrills #18 (November 1954)
AC 6 [13] HD: 3+1 Attacks: Claws (1d6+1) Move: 15

The Kemaha needs a new body and decides one of the pc’s would
® be perfect. It will leave a trail of corpses and attempt to lure and
gl isolate the prospective host.

them, a replica of Jack the Ripper, truly came to life. Soon it be- Fh
gan to imitate that monster and when Lucas became suspicious fF°1 . =3
he soon found himself a victim of the malign marionette. It is ===
rather strong for its small size and a proficient killer, but is afraid S-SR,
of fire because of its wooden frame. -

First Appearance: The Beyond #1 (November 1950)
AC 7[12] HD: 2 Attacks: Dagger (1d6-1) Move: 9

The Phantom Puppet can backstab (gaining a +4 bonus to hit
when striking unexpectedly and dealing double damage). It also
has a 1-4 chance on 1d6 to hide in shadows/move silently. Fire attacks deal double damage to the pup-
pet.

Adventure Hook

‘el
4

Something is stalking the streets of Light City after dark and preying on young woman. The killer has
been dubbed the Light City Ripper and has citizens staying in doors after hours.
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The Living Ghost

“According to ancient legends, The Living Ghost is an age-old apparition...the personification of
black evil itself! Back in the beginning of the world, when Satan, the fallen angel, was driven into
banishment...Malevo, his Chief Lieutenant...basically more evil than even his master...was con-
demned to wander the world in human shape forever, striking terror into the hearts of mortals! And
men know him as...The Living Ghost! It's said in every century, he walks the world again, sowing
evil, murder in his wake! And now... it's come to pass!”

First Appearance: Adventures Into the Unknown (Fall 1948)
AC 3 [16] HD: 6 Attacks: Punch (1d6+2) Move: 12/Fly 24

The Living Ghost has the ability to raise the dead (creating up to 10 skeletons or zombies) a day. He
has tremendous strength and can lift a car with ease. He can become incorporeal and is only harmed
magic and magic weapons.

Adventure Hook

The Living Ghost wants a new bride and has chose a female pc or npc close to a pc. He’s a dangerous
foe and to face him the party must seek out an ancient relic that will turn the fiend temporarily mortal.
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Lenore Black WEB! X CANT SET OUT/ S i L TRANSEORM MYSELFE

J«X CANT BREATHE/
. . ] M CHOKING
Lenore Black is a beautiful woman with the ARG !

supernatural ability to transform into a giant
black widow spider. Her love for arachnids
began when she was very young and a black
widow killed her very abusive stepfather.
She has become a devotee of spiders and &
kills all that harm them. '

First Appearance: Baffling Mysteries #6
(January 1952)

Human Form

AC 9 [10] HD: 2+2 Attacks: Dagger (1d6-
1) Move: 12

Black Widow Form

AC 6 [13] HD: 2+2 Attacks: Bite (1d6 + special) Move: 18/18 (climb)

In either form Lenore can cast Web 2/day. Her bite in her black widow form is deadly and all she
bites must make a successful saving throw or die.

Adventure Hook
Something is killing the construction workers at the site for the new sports stadium outside of town.
The land is currently home to a large population of spiders that Lenore is trying to protect.

_Lunk

Lunk is the fictional creation of horror writer, John Wild.
The villainous lead of a series of novels, the Lunk some-
how entered our reality. When Wild decides to write the
creatures death in his next novel, it somehow enters our
reality and starts threatening and stalking the writer...
eventually murdering him.

| First Appearance: Beware! Terror Tales #2 (July 1952)
AC 6 [13] HD: 4+1 Attacks: Knife (1d6) Move: 12

Despite his monstrous size and strength, Lunk is extreme-
ly stealthy and has a 1-5 chance on 1d6 to hide in shad-
ows/move silently. He can seemingly disappear and reap-
pear at will. If killed he will rematerialize in a few days.

Adventure Hook

After (presumably) killing the monstrous murderer a few
times the pc’s are approached by Wild’s brother, who
brings them John’s journals. Within the journals they
"™ Jearn that the only way permanently destroy Lunk is to
S — complete John’s original nearly-finished manuscript.
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Myra Pyram

Myra Pyram is a wealthy heiress with an obsession with things from
ancient Egypt. She is well respected among the citizens for her charity

 with the city’s museums. What most don’t realize is this obsession is

primarily with the occult. She is an accomplished necromancer who

¥ seeks to resurrect ancient gods and rule the world as a dictator.

First Appearance: Terrific #5 (December 1954)
Human Form
AC 9 [10] HD: 2 Attacks: Dagger (1d6-1) Move: 12

Myra can cast the following spells: Armor, Charm Person, Magic Mis-
sile 2/day, Arcane Ward, Illusion, Dispel Magic 1/day

She can reanimate mummies and create skeleton and zombie servants.

"% Adventure Hook

A rare Egyptian scroll is stolen from the museum. Myra, the philan-

= thropist that arranged for it to be brought into the city appears dis-

traught. Were the thieves evil occultists wanting the arcane scroll for
themselves or mystic guardians sworn to protect it from evil? Did My-

“ra have it stolen herself? It’s up to the pc’s to find out.

The Devil’s Notebook

First Appearance: Fantastic Fears #4

(November 1953)

This portfolio is said to have been created by the
Devil, himself. The pages are blank, but if some-
thing is drawn on them and then the page erased,
the subject of the illustration dies.

Adventure Hook

A troubled young student gains possession of the | |

notebook and begins a secret

world of criminals. Are his methods too much.

What happens when he gains

Do the pc’s try to stop him and find themselves

targets?

crusade to rid the [{}

a cult following? | !




Everything here is Open Game Content except for the name “Light City.” All artwork and characters are in the Public Domain. “Light
City” and this work’s Trade Dress are considered Product Identity. This is v1.0 of this work.

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc(“Wizards”). All Rights Reserved.
1. Definitions: (a)”Contributors” means the copyright and/or trademark owners who have contributed Open Game Content; (b)”’Derivative Materi-
al” means copyrighted material including derivative works and translations (including into other computer languages), potation, modification,
correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be recast, trans-
formed or adapted; (c) “Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute;
(d)’Open Game Content” means the game mechanic and includes the methods, procedures, processes and routines to the extent such content does
not embody the Product Identity and is an enhancement over the prior art and any additional content clearly identified as Open Game Content by
the Contributor, and means any work covered by this License, including translations and derivative works under copyright law, but specifically
excludes Product Identity. (e) “Product Identity” means product and product line names, logos and identifying marks including trade dress; arti-
facts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, like-
nesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; names and descriptions of charac-
ters, spells, enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or registered trademark clearly identified
as Product identity by the owner of the Product Identity, and which specifically excludes the Open Game Content; (f) “Trademark” means the
logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the associated products contributed to
the Open Game License by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, edit, format, modify, translate and other-
wise create Derivative Material of Open Game Content. (h) “You” or “Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be used
under and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or subtracted
from this License except as described by the License itself. No other terms or conditions may be applied to any Open Game Content distributed
using this License.

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, non
-exclusive license with the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your Contribu-
tions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT
NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the copy-
right holder’s name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed
in another, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-
adaptability with any Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as expressly li-
censed in another, independent Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in Open
Game Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open Game
Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open
Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of
this License to copy, modify and distribute any Open Game Content originally distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have
written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game
Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days
of becoming aware of the breach. All sublicenses shall survive the termination of this License.

14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to
make it enforceable.
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