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ALPHa CRAB

It Is not known exactly where the alpha crabs criginated; their presence having become
So ubiguitous that few remember a time when they were not considered as pative as
the oldest trees. T he crabs vary greatly in size. At birth, their skin is weak, and
they can barely walk, but by the time they are adults, they can rw and fly incredible
distances, and their chitinous hides can deflect arrows. Many men have tried to tame
them as some kind of flymg force. The lcky ones only end up mamed from such an
attempt,




Initiative 4
If the alphas ever set Move 4,fly 6
their bulbous eyes on hwman HP 10
tertitory, the battles would be AC 20
short indeed. Unlike soldiers REF 18
of more intelligent species, FORT 18
these things feel no fear, and  \yyrp 16
every inch of land is fought AP 100
over as if it were a breeding AP Regen 40
growd. And most are. Where Utility Mod 1
corpses fall, flecks of G'.’ abs Unarmed attack 2 attacks, +3, d6 *2 damage
swarm to lay their e¢99s n Abilities

the still-warm flesh. Within
days, the body will burst with
a flood of crablings, from the
first day eager to prove their
superiority over their birthiin.

w
THE SMaLLEST oNES could FIT N YOUR HANDS, WERE Y0U S0 INCLINED. [F You!

Can see in dark

THIS YEaR™

-SHEP HERDSMAN, FaRMER

Reinforcements (As summon bigger
fish)
Speed Burst

RE LUCKY, THaT'S all WEILL SEE

Luckily for us, the creatures are more curious than they are battle-
hwnary, their own ranks excluded, T hey travel across the lapd, blurs of
red-and black clowds blotting out the swy for mputes at a time as they
search for places to feast and procreate, for new lands to populate.,

T he most fortunate of farmers have a single cast of crabs alight uwpon
their crops each season, destroying a patch of fruts or vegetables,
Seasoned farmers set aside a poorly-defepded crop as an offering of
sorts, and often it ends there. But if the crabs can't find easy focd,
theyll fight for it, equally hkely to eat the entire field as they are

to feast wpon a famly, the contents of a wardrobe, or a pile of farm

equpment.
8ED
SiLL. UNDER THE Bt
NST THE WINDOW s F IT
NGS 8EATING aGal ERE. ALMOST &
4 con STIL HEak THISE 8o | e T W | vl 1 TERRBLE EYES:

T COULDN'T SEE £ WN
‘ "‘NWS‘MCLL ME. | CAUGHT HalF & eur;\:; of TERROR:
Sy S LKE LookNG INTO @ KALEDOSC
T We

8S aND G
S, 5&0(\CN LM
ROKEN MaGES OF BLOGDSTAINED WALLS, TR ) peed ouT OF MY

ROOM AROUND ME.”

ONE HUNDRED

LE~MING WHITE 8ONES.
SHELTER alND




AusHosL|N

It is possible to live near the forest and net have heard of the Aubhoblin, but it is near
Impossible to live near the forest apd vot heard the Aubhoblin herself. When she gets
angry -usually the fault of some witless explorer- she starts screaming, and does vot stop
witil there isn't a creature arownd that can hear her cries. It is said that the birds cay
Sense her anger, taking flight in droves before the screaming even starts. T his may be
true, or it may simply be that the anmals in the forest can read the Aubhcbliy better than
anyone else, After al, on a gocd day, they all get along, sharng nformation and newfound
games. But even the closest of friends flee when the screaming starts.

Take ths as a warnng. Should you meet the creature, it would be jn your best interest,

as well as the mterests of others dwelling in the forest,

not to cause anger or strife. |

suppose that in order to heed this advice, you need to kmnow what the Aubhoblin look.s like.
She I1s a Fae creatwe, and locks as you might except: as adorable as a sunbeam, with a
similar temperament. Aubhoblin stands about three feet tall, and has huge wings capable of
ifting her above the forest's canepy. The wings are as deep a blue as the eye cay see
one moment, before shifting to the hue of a rambow, or to reflect like fresh dew. From

all accomts, the Aubhoblin's wings cay take on as many colors as she can mood, though |

know not of any correlation between the two.

The Aubhoblin may be

small, but she 1s not to

be W;de,restimate,d, T here

is a reason that men and
woodland creatures hke
flee from her tantrums.
The Aubhoblin's wndulating
screams pierce through the
very souls of men. She can
sustain the screams for
incredible durations, and 1f
not satisfied will fall into

a rage, attacking anythng
vearby. Few have witnessed
this event and been able to
tell of it, even fewer have
seey It twice.

Small Creature
Initiative

Move

HP

AC

REF

FORT

WILL

AP

AP Regen
Destruction Mod
Enhancement Mod
Unarmed attack
Abilities

51y 5

140

24

26

24

26

200

40

3

5

2 attacks, +4vs AC, 1d4 * 3

Fade to Fae: cost 20. The Aubhoblin dis-
appears from the current realm, unable
to return until the next sunrise.

Battle Rage

Cleanse

Healing Fountain

Reflect

Scream

Taunt




Like mapy Fae creatures, the Aubhobli loves to make deals, She trades in kyowledge
and secrets, the most valvable of treasres, Those who are learyed kyow that a well-
placed piece of information can tepple ay empire more swrely thay even the most skilled
of blades, I youre looking for a deal, shell expect you to offer time or Stories, If you
can craft a story about the Aubhoblin, especially ope she has net vet heard, you will find
yourself in her good graces, for those are a particwar fayorite. If youl ofFertime- D I
find youwrself playing cne of its many simple games, and, showld you be quite lucky, you may
even gleay some information the Aubhoblin deems you worthy of during play.

Once the Aubhoblin is exhausted, she slips into the Fade to rest. /E xhan,;s;:onm Ocrae;:y

happey) as a resut of play or at the end of a Betrayal F renzy. t ;; dr r
pleasant for all involved if it happens after games.. ng time n the a eabs zt ;.
as little as an howr, or up to three days. During this time, the 5l orgst s 3 ;;tmd
the Aubhoblin, ard the birds and woodland creatures gather nformation in her :

Ovnce again, | must caution you: do not betray yowr deal. Whether time, hinf;;r(matio?, o; ; ct;w;k:ts
. ‘ n will fall inte a frenzy the hkes of wh o
offer, youd best deliver, or the Aubhoblin wi |
ZZ: scarcel)): imagive. Watch the creatwre carefully, for her appearance follows her happm:tss.
As one deteriorates, so too does the other. And this may well be the only warning you get.

“T Is NoT WISE To ENTER
THE FOREST SO UNPREPARED.
HavE You & wWEaLTH
OF STORIES TO SHaRE?
SOMETHING You caN BaRGaIN
WITH? WHaT wWoulb You po,
YOUNG #DVENTURER, SHouLD
YoU FIND YOURSELVES IN THE
COMPaNY OF THE AusHosLIN?"

-CHasE MEUSEL, SeacE



BASILISK

/ was fourtee
s N whey |/ killed ) o0
mayy | My firs K
. "V IVing whe kyew mope abe Bk, a”g [ deubt theye are

ly doyt - You know, of coupse

e - [ myself have b now that the eff e A

noudh to break oy eey frozey, apd have bee,, fof?l:eate -
ntere st Ih me CZ}G& It -Mabaam 2HEaL,

ernaps t ) tepd
N any case, | s ntended to ye
ey e Tavored my ‘eso:z/:es }/ I‘c/i’g 2 ;lwar e of al thagugzwizu:;e; % i
(] O Me

Basilisk.s mate for Iife. If you manage to kill a full-grown basilisk, yowve
likely made apcther enemy. They tend to hive 1 small colonjes, uswally 2-3
per cave system, Ope veptures out to hut and gather food. While the stony
glare s developed by the time a basilisk reaches matunity at arouwd Z years,
this js mostly used (] believe) for long-term food storage. When hwnting,
basilisks rely on long whskers near their mouths that can stun prey on a
touch. | too have beepn victim to these whiskers, and the sensation was hke
my arm being ht on fire.

or ejahteen months of gestation, basilisks are born a
ﬁlﬁdr wri%ﬂing ”sack of mucous. They 9ain sight after aboawt
a wéek, and grow at a rate of roughly one foot per year,
wp to their Tull length of wearly f ifteen feet. Thewr S’;‘( h
stumpy legs seem to stretch with them as they 9r%w, thouwg
Pve not watched any one basilisk go from childhoed to .
maturity. Basilisks waste no time; Shortly after one Is born,

the parents will get to work creating ancther.

Adult Young

Initiative 3 3

Move 5 5

HP 120 40

AC 20 12

REF 15 7

FORT 21 13

WILL 18 10

AP 200 135

AP Regen 30 15

Unarmed attack (2 +4vs. AC, 1d4*4 +2vs. AC, 1d4*2

attacks)

Abilities Petrify: +5v.s. Fortitude Petrify: +1vs. Fortitude
Stun: +3 v.s. Will within 1 Stun: +2 vis. Will within 1
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I've heard tha -

* t mirrors .
a basilis are an eff .
R W P LT G, [
<ome. seem to be ) mg out of .tha
the best wa immune to 1t altoge aze, and

v to kill a basilisk i gether, | Tind th
other € asilisk 1S - at
B o s SRR b
largely past. re you can tell my h"'nti;:yg da%&aiﬁ,

Hove NOT- WE HevEN'T HaD & sasILiSk aROUND THESE
\as & 80V Ask. ME, \T'S WST @ WoLF. WoLVES #RE

. SoMgTHING NoT QUTE NaTURAL
oE THINGS. NgveER DI LIKE em®
- PabD WHITESTONE

«pasiisk? On \
PaRTS S\NCE
PREFERABLE

To 8aSILISKS,
aBovVT THO

(1
:1: :szusso TO THREATEN
Aol RN ME To STONE. |T
‘ w»ss FUNNY NOw, BUT WHEN
e H:; kD, | REaLLY THOUGHT
s a Bas|LiSk LOCKED up
E CLOSET. My BROTHE|
SWORE HE SaW |T ONCg.™ )
- STTUE, YouNeLiNGe :




BEaRS

o are apn odd species to be sure. Physically, they look hke a
;—ef‘vi Shundrred V;ounds z‘f fur, almost ke an eyormous round housecat.
Doyt let their appearance fool you- a Closer look_ reveals mas’Z'VV&
claws ayd teeth, and 1t will wary you to stay back with a horriole i
roar. If it feels generous enough to warn you that is. I th;_eatene :
these things will lawich at yov, swiping with paws the size of a
grown man's head. A single well-placed strike can knock. ’yw“1 4
WICONSCIONS= ayd that's 1f the claws don't Wt yow T hey also hav

teeth and while many bears eat fruts and berries in the forests

' for something
cre they're found, some won't hesitate to searCh
rlngatier, h'}yu, a fish. Or you. If the prey 1S big enoudh, they'll grab
on, bitmg witil 1t's dead. It's not Just the ruthlessness that makes
bears wusval.

What's odd js that they Sleep for a large part of the year. These
beasts could reign over forests, the indisputable. champions. T heir
thick. fur and hide renders them capable of shrugging of f injuries
that would kill most men. Only the most well-placed of arrows will
even pevetrate, and even then it's a gamble as to whether or

not the bear even notices. But they don't ruthlessly patrol their
territory. They pick a cave, killing or evicting anything that was in
it beforehand, and just settle down apd nap for a few months. /
don't know If these cCreatwres understand mercy, are mcredibly lazy,
or if they have the foresight to leave enough food for them to
hwit when they wake up. They're smart creatwres, by all accownts.
Wouldyt surprise me if they listen in, waiting witil prey start to get
wary of the forest before laying off the hwmt for a while. The
fact that they sleep so long leads me to believe that they don't
a?tually need food to survive; they hwt and kill for the pleasure

el i

/l
ve only seey a bear once, and that's eyough. It was almost ten feet long, big

Znain‘btr Ogv‘él;];’gwttl/okibne_q along on all fows ke it had every right to be there. |
at me made it cle the One,’ to dISPMt.e, it. Thé y;oncha/anca wjth wh,'ch "t ,OO ked
ar that it could kil me without putting up much of a struggle

T here are rumors in less forested '

’ , | places of bears as well, P

B e Dl e
: 7 exclusively meat. To the vorth, they clam '

bears that ble?d M with the arctic snows Stealthr'ngh iy)p/to h’ometso bﬁ‘l{fnc\g h;’qt:tiCe

| dont kmow 1f these are folklore, or i the bears can travel and camouflage

but | know that | don't care to be the one whe finds out.

IF 'm NoT 8EING CLEaR:
STaY CLEaAR OF BEaRS.
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“ IVE HEARD TELL THaT THEY
CaN SEND THER GREaT FURRED
SPRIT'S OUT aND EaT KIDS WHO
DON'T HaNe THE WasHING PROPER.
'SPOSE THOSE May JusT 8E
TalES. MaYHap NoT.»
-Ella MaY, MOTHER, WITH o
MEANINGFUL Look aT EljjaH May,
4GE 8. MA@DE

[{
\J

ES & SHEEP, MaYBE Two. BuT
IT. Pack YouR 8aGs. NoTHING To po el e UT & BEaR? THaT's

-FaRMER FLoops

aN PIck LOCKS. | CaME HOME, OH, aBOUT TWO YEaRS #GO | Rcu\o:t

HOUSE WaS UNLOCKED, BED SHEETS TORN UP. REaL MESS OF & PLaCE. WFE Sald BEA?:‘ ST WalKED
To THE DOOR aND HELPED ITSELF T© SUPPER. SPITEFUL THINGS, BEaRS.

-FaRMER ARN REDIS

“THEY aREN'T ST BRUTES. THEY ¢

Initiative 4

Move 5

HP 40

AC 20

REF 14
FORT 18
WILL 14

AP 160

AP Regen 15
Unarmed attack 2 attacks, +4 vs AC, 1d6 *3
Abilities Wallop

Roar (as scream, 1d4 * 1)
Inspire fear (+1 vs Will within 2)
Bloodlust Frenzy

—
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\INTO

I
PINSCERS TERING

RP 'EM aPaRT,
—RED WELLDIGGER,

soNG, aND IT's No USE.

ns &b, NoT ME. THEY

Yy cHaNGE THE

FaRMER

BETLES

Songspinners, Death Roaches, Insects, Shellers,

2 caches, Death singers, Babystealers, stealers,
Fanters. These are some of the more polite names
Ive heard used to describe the critters that plague
Gunry's Hill. No one can remember a time whey

the large beetles didi't come by; they're a part of
harvest as accepted as the chay ging leaves. But no
one can also seem to give a good reason why they
haven't relocated or left. Folks just don't do that
kind of thing arowd here. | can't help but feel that
something Is troubling this town aside from the pests.

7‘" he.se greatwes are about the size of a dog, thouwgh
w,ch their wings extended they can almost tripl.e m Size, /

b‘e,lle,ve, they're some Jnd of cricket from the descripti.ons &
I've heard. T hey seem to have a thick chitineus hide :
strong enough to break off a pitch fork. The insac;s
come arownd vear harvest, and aren't seen the rest of
the vear. This leads me to believe they estivate. Perhaps
they are waiting for mere prey to be produced. : ’

A

.' fi ; ;s
\! 5

When they come (which is almost every night, and exclusively
after swset), they "sing" a hawting song, the tune of which no
one can quite remember, but changes every evening. l've heard it
described by a yumber of people, always in abstract terms, and
different each time. Children, it seems, are particularly vulnerable
to the song, beng wred out to the beasts apd climbing atop them.
Sometimes the parents say the children were fast asleep or
within eyesight moments before, with no good explapation for the
missing time. The creatures presumably leave after clamng a
child, but no one seems to remember seeing them 9o.

The insects have -
never harmed a chld (that
they do wi : anyone has seey), tho
Dar)e/,ntz mt: rt: ew;; fe, an/y Sl o | ) 00 ot hestate toni(i”h ;3:‘ Gv;:ite,r ed
wiprotected ma::-'f /ankr:'s Emj&?t—""s o'y zwature,s will team up, ripping chanks f rgm
_ earing them apart, us r Wi
atta ' ng therr w
ttackers from getting close. From what | widerstand, it's q ‘;:ZS gtr% eitoompean)’

12




oy . [
Initiative 3 T;F’ti: :oc‘ TWO oF py o
Move 5 Dok~ Lt‘mmasg ONE THoyey MS;
Fl 5 ETIME NEaR e ey

Y aFTER D £ WiAbows
HP 8 g ARK “NYMORE."

END BRewson At 19
AC 18 X
REF 9 o
FORT 10 NGHTS THEY ONLY TM&EEL D:;:\LD&E
WILL 10 Mo ey, Vs, WELASE
AP 150
AP Regen 30 LkE- LKE CHILDHOOD”
. NDS

Melee Attack (Pincers) +2vs AC, d6x2 «THE soNG? \T ?8)“\\[ MILLS
Ability: Wing Blast as Empulse
Ability: Dominate +2vs Will against 1 crea-

ture within 4 squares. ¢
4sq “You caN HEAR EM COMING o wHoLE HOuR

AHEAD ‘aTIME. NoTHING To0 Do FoR |T BUT
SIT aN' WalT. THEY SINe THER SONGS,
FLaPPING THOSE WINGS aROUND. |T SOuNDS ’Luas
& BLaANKET LOOSE IN THE WIND. MoRe THaN
ONCE IVE THOUGHT asouT CHECKING.."
-WiNoNa, BasKET WeavER

It 1St known where the beasts reside during
the day, nor where any children have been
carried away to. | suspect they have a hive
nearby, though they visit the town n groups of
3-5. The search parties for the hve have all
returned frutless.

Well, the ones that returved, anyway.




BEITIHIR

| used to think the beithir created the i ghtning. That 1t was ey o
. I each other.
signaling to «Here | am”

vThere's Strong ones nearby"
nStay away, these ones are dangerovs.

When | told my friend, a fellow youth by the name of Victor, he laughed. “If
only it were SO innecent,
shther mnto
see lightnng, 4

' ' . They
v held chided. “They're not sending me.ssages
the skvy, bzcompy)ng the lightring. Jt's how they travel. Whenever you

Y D5V @ thunderciap away.”
beithir 1s only a thwn i older o, and | know
that 1sn't true. At least |
hope it 1sn't. They show
up whenever ghtning
strikes. Or rather, they
only show up when ligntning
strikes, and wsually at
nght. | hope it's not every
time. They're big thngs,
beithirs. At first, you mght
not krow them Trom a
snake, provided you' d
only heard about snakes
before.

They grow to 30 arms
in length. Maybe more.
The smallest one ' ve
ever Seey was > arms,
apd that may have been
a river snake. You never
can be too sure with
beithr. They 9row longer
thay snakes, and
kyots. You See a plle of
rope, tied amongst itself
rolling towards you? T hat's
a beithr.




Initiative 3

Move 5

HP 15

AC 25

REF 10

FORT 18 If you get bit by one, yowd best

WILL 16 Tind some faith to copfide iy, An

nes = arbiter or priest jf yowre lucky.

Whoever cay execute your wills

AP Regen 90 and deliver your lasts, You deyt

Unarmed attack (2 atks)  +4vs. AC, 1d6 *2 ?Z‘;? /X;ﬁ- T he _'por'son Spreads
If both attacks hit, the target takes 3 - Minvtes, 1f you're Jucky.

ours if f
ongoing poison damage (save ends). you arep't,

Destruction Mod 3 / dOV!'t. know of anyone who's
Enhancement Mod 4 ever fived through it though I've
& heard clajms of a womay) i the
Utility Mod 4 South who says one took her
Abilities Arc arm. Says she Chopped 1t of f "
Battle Rage ZI'WT r:'o hzy f and it i'dee_d élar Iife, |
. nterview er, a
Storm this 109 when | do nd update
Teleport )
Permafrost
Undead Vulnerable 5/ radiant or holy
damage
Lightning Healed by lightning/ electrical
damage

| | ' j ly easy to
They've already died once, is the thingd. So it's not exactly
Kill )t/hem. You kill a snake, you chop its head off. We doln't veed
more of these things rolling arowd. Else, next time there's a storm,
lightning strikes, ard.well, youve heard the tales. We all have.

£ SIx DUCHES: NoT THeT
ashiT. NoT EasY aT all. |
ENOUGH, | Hed THIS WHOLE
g. DIp You KNOw
s TO KEEP

of BEITHER ~NYWHERE N TH
|T WaSN'T EaSY, No, No |\T W

¢ HaVE THE MOST EXTENSIVE colLLECTION
| saw & THUNDERCLOUD. SOoN

you.
oMPETITION, MIND
THERE'S & LOT OF C

Wibr;.'b ouT TOo CORPSE’S LakE EVERY TIME

»
THaT? | WisH D kNowWN ghels THEM FED. IT'S VERY \MPORT ANT. RaCTED TO THEM \T

-

Nk | THING 1T S aT i 14

THE LGHTNING. | TH TR

e L Iisgu{\':;i 8T, 8uT F | caN ST H»ﬁlcsswz:zé N e
e S caN CHURN THIS INTO & BREW, & Bt

S i poch.N\Fc,\oNTKoL THE POWER. THINK oF T JusT

S _ Seepy Red WITHERS, SCUENTIST

— DR




aT TERJAWS

| wrote at length about skeletons comng
back to life and moving as if hife still
apymated their decaying flesh. While that i1s a
widespread and well-documented pheromenon,
an almost entirely different ome sweeps the
lands to the North: that of the Chatterbones.

Rather than the full skeleto
. " the Chatterboyes :
g e re Soncrine’s Zocunh B SSiobones (o] S s,
ey S0 ! 5 oF 5 A S o s o cccord e
hanging about them like a warpy e em, the rotting scent :
- . : rnng. While the flesh ‘ v -

pOS'SIb/e_ to [de,y’t"fy Who the Sk”’/ be./ d | n_remains, it's st
wajt months or yea Zionged o in life, Most oftey, they
didnt 125" the ght. O o retwning, bt fve heard cases where they

T he floating heads gnash and tear at flesh, ripping it to shreds and
dropping it to the growd. T hey have no digestive system; they are more akin
to a mass of tools tuned weapon. Whle anyone can become a Chatterbones,
it seems that murder victims come back most often. For this reason, many
bodies are fowd with the teeth knocked out, as if by a chisel or hammer, |f
not the murderer hmself, then some Citizens have taken it upon themselves
to neuter this plague of skulls,

. ame from the distivctive clacking
nggittﬁ‘?f n;ik%&taghegi\;ip mapdibles slam to gether, propelhng

e ar. They showd not be able to make
;};e’,g\e tggfz%hf ?o‘m ths, L;nd yet 1t's not Mnccimm%neto Gbc\le:g;
Fasls S oo ey, St i ke
112 ) S e e hc, able to commupicate
died. | suspect they are telepatne, a o e

2 mental energy. Ths explans how
ther Wi, werdng Crfy whle tiers SO N0 L i
S : d 1 Iife. much like the
those who oppresse them n

t;foﬁrf at‘tyyclztt c?an be found throughout the Iand's...




Initiative

Move
HP

AC

REF

FORT

WILL

AP

AP Regen

Unarmed attack (Gnash)
Abilities

Control

4 (Fly, hover)
30

Resist 3 damage
20

18

18

17

350

30

+4vs AC,1d2 * 4
Infection

Plague
Silence

60

F o




DINOSaUR

You can't lump all dinosaws mte one group. You can't even lump them into three, no matter
what your history books teach youw. Each dinosaw 1s wique, each with a dozen ways to kill
you, often without even noticing. What matters is which cnes are worth the trouble to kill,
which cnes can be tamed epough to ride, and which ocnes meay yowr settlement has gone the
way of.. well, of creatures we haven't invested in for sport. Let's start with the obvious-
T here's a lot to know here. You'll figure 1t out, or yowll die. So listen up.

Tyramosawus. Scavenger. Nothing to worry about,
if you prepared yowr meat Correctly. By the time

it gets a scent, you better hope you're long 9one.
Hapng a decoy far, far from yow camp, if you dare.

Velocirapter. Its name means "Speed death”. If you're
ucky, you might lose an arm. Most aren't lucky.

Pterodactyl. The wiswng threat. You ever see ope of their e43s
on the growd, youd best leave it alone or hope you can eat
omelets real fast-lke. | recommend the former. They own the
skies, They see everything, and if they can't swoop down and
grab you (which, wless you're the size of a young mammoth,
they cap), they'll alert every other hwmter around.

Tyrannasaurus Velociraptor Pterodactyl Stegosaurus

Initiative 5 8 4 4

Move 5 9 5 (Fly, 8) 5

HP 60 30 25 130

AC 19 18 13 16

REF 8 18 13 14

FORT 18 14 13 16

WILL 8 16 13 18

AP 230 200 90 100

AP Regen 20 10 25 10

Attack Teeth: +3vs AC,1d6  Unarmed: 2 attacks ~ Swoop: +2vs AC,1d4 +3vs AC,1d4*3
*3 +4vs AC,1d2 * 4 *9

Ranged-Drop Rock:
within 8 squares, +3

vs AC, 1d4 * 3
Abilities Mass Deafen (+5 Bloodlust Frenzy Debris Slam (+2vs Inspire Fear (within
within 5) Decoy (Control mod Ref within 4, d8*2) 4)
Mass Inspire Terror of 2) Scream: d4* 2 Wallop

(+5) Speed Burst

Vulnerable 5/ Ice Vulnerable 5/ Ice Vulnerable 5/ Light-  Vulnerable 5/ Rock
Vulnerable 5/ Rock ~ Vulnerable 5/ Rock  ning
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Ste gosaurus. Keep these arowd. They can't be dome sticated exactly, b‘.”t what t.hey can el s
lured with food. Unlike diplodecus, they'll put wp enough of a fight to give you time to high-tail
it on out. They wor't win your Tights for you, but they can be a good distraction.

Ankylosauwrus, The armored tapk. You get one of these on youwr side, apd your village is
set. Ths is probably the closest we've come to domesticating a dinosaur (aside from the
duck-bills, of course, but youll tire of eating those soon enough). The Ankylosawrus will
defend their twf with their ife-and cftentimes they!ll even win. Just dew't forget that it
1s, n fact, their turf. “THE TRICK IS KNo
CaN KILL KNowW: w:l’:f’ Y\zﬂkﬁs ONES you
FROM, aND WHaT You NEED To zb TO RUN
IDE FRom

WILL also SERVE Yo
U WE|
HaVE THaT FIRST L, suT You DoN'T-

Dipledocus. Farm animals, Not hard to catch,
they make easy prey. Down a few of these
before you move on to a real threat.

Wooly Mammoths. T
warm a village, and they
the same. Just don't forget
feet will destroy you lon . ' :
get the Chance. When you think you're ready
hink again. They can only

or one of these, t )
i ashioned way-spears

be brought down the old f
a;d pikes. These beasts have grown adept at

shrugging of f every mo

hey're big, their coats will

e enouwgh meat to .f eed
that their massive

g before the tusk s ever

dery advaycement sivce.

WON'T LasT oM
KNOWING IS HalF
PLaiNS, KNowING |5
EXeMPLE, IF yoy

WITH & PRIZED LasE
THE FUR oN FRe.
SEaR THE MEaT.

WON'T" 8E Mammo
YoU THRougH THE WINTER.
SURVIVING T-HE CRUST o

PECE ofF KNOWLEDGE, you
6. IT's seEN Saldb THaT
THE 8aTTLE. OuT IN THe
THE ENTRE 8aTTLE. Fog
TRY TO KILL & MaMMOTH
R RIFLE, YOU'LL LIKELY LGHT
BEST case SCENaR|o, yoy
WORST casp SCENaR|0
MPEDE. E|THeR Way, n:
TH MEaT THaT FEEDS
-EXCERPT FRom
CEOUS PlLalNS

Triceratops. These auys like to fight. Seems to be all they live for. Sure, they dowt eat
meat, but if they're arowd, predators usually give a wide berth. Befriending them would be a

Sure boon.
Ankylosaurus Diplodocus Wooly Mammoth Triceratops
Initiative 2 2 8 5
Move 3 2 5 4
HP 140 110 140 80
AC 24 1 19 20
REF 12 8 14 12
FORT 18 16 16 16
WILL 16 12 15 14
AP 120 50 100 80
AP Regen 20 10 10 10
Attack Tail Slam +4 vs AC, Stomping foot +2vs  Charge! 3 attacks +5  Horn Strike! 2 at-
1d6 * 2 AC,1d6*2 vs AC,1d6 * 5 tacks +3vs AC,1d6 * 3
+10 to Bull Rush
Abilities Armor Wallop Barrier Bone Spikes (+3
Barrier (resist 2) Wallop within 6)
Crush (+1 within 2, Injure (+3 within 6,
d10 damage) ongoing 2)
Wallop
Vulnerable 5/ Rock  Resist 3 damage Re-
sist 5 Ice

—m Rl




DWELLER

We thought we were safe. Didn't think they'd be able to find us here.
The first foragng party came back unharmed., Found some resources

not far off from the settlement. But they found us. T hey elimnated the
East outpost before we could assemble a task force. Killed every sclider
stationed there. T wenty-three scldiers, and only twe had time to signal a
distress beacon. Fow were still alive whey) we sealed them off. We didn't
have a choice, really. Once they get a taste for flesh, they don't stop
comng. T hese have had ow taste for twe years now. We thought i1f we
moved we would be safe, We were wrong., We thought if we killed them,
they would fear us. But we don't krow i they can be killed. Al we kpow
IS that we are v here, and they are comng. We have enough foed to last
the month, not much mere. But they will return. I'm begimmning to think it was
a mistake to settle here, and not Jjust for the dwellers. The air Is toxic,
resowtes are scarce, mnerals have to be refined. Even the ram wants to
kill us. But it wor't get the chance. Not with the dwellers.

SL. 2. 309109, 156:

We kpnew they were here when we bult this facility. But we didp't
think thirty powds of chldlike stature would impede us, T his was
progress, the repert said, They'd adapt to ow preseyce, or get
eradicated, Just hke every other speCies we've Colonized. The
report was wrong, and writing it may well be my last regret. We
didn't have enough information at the time, We didn't kpnow about
the claws, oh Ged, the claws., T hese things may look hke scaly
chidren, but when they are hw 9ry, Claws erupt out of their arms,
legs, and back.s, They can tear nte an entire squadron in Seconds,
leaving nothng but a blocdstan and a blur. ’T’h:&ry move So quickly
that the scldiers' shaky shots miss them, apd fear and adrenahne
make poor Stabilizers.

've watched the videos so mayy times. | can almost do it without
9a99in9 vow. It's hard to tell with how quickly they move. The
cameras cay barely track them. They appear to whnge their jaw,
wrapping their mouth up, over their eyes, revealing rows and rows
of ja9ged teeth. And with Just as much fervor, they tear into ow
soldiers, our Stientists, our progress, T here's nothng left of the
E astern outpost but blocd and run. We chayneled 1 gasses, but we
didn't have anything more toxic than the air outside,
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SL.2. 313109, Tar:

Welre all geing to die here, and I'm sending this message because we peed
help. Please, Pull whatever strings you have, call i all yow favors. T hs
Isn't a distress call, it's a last will and testament disgused as me beqging.
| don't want to end up as a footnote next to a "“faled to colonize planet".
You have to help us. Get us off this place and destroy the planet or leave
it alove. Abapdon it, and hope the things that dwell here forget about us.

SL. 2. 919109, 158: - 6

Please, | don't want to end up Move 8

like the scldiers in the video, HP 10

| can't imagine what voise they AC 18

heard last, but | know that

the sound of it caused tramed REF 16

warriors to collapse to the FORT 12

growd, clutching their ears. Blood WILL =

spurt forth, raiming down. | krow

it will be the same for me. / AP 80

le'mp at every ”;lff' not krfww'ny AP Regen 35

what to expect. ere are Tort *
iy dpin o w"”y Attack 1000 Teeth: +3, 1d8*3
be nene. If they even let us live Abilities Speed Burst

that lona.

— 2

Scream (d4*2)



ERRaTA

Vou might thk they're larger at first. s in your best ineieg el thith
thowaht as quickly as it f inds you. Errata are vot to be messed arowd W %
While. they resemble simple rodents, jt is quite clear that they are e

than that. Where the errata g0, change Tollows.

Not much is krown about these Creatures, Most witnesses describe them the
same way: they stayd about as tall as a man's kpee, and twice as lonq.
They have beady eyes, large teeth, and an inky black_ cloud that follows
wherever they travel. Many believe that it is this cloud, and net therodents
themselves, that possess their wique properties, but | matain that it
deespot matter. No one has seen a cloud without a rat, nor a rat without a
cloud. Not of this kind anyway. T here's something about the eyes, something
that is't quite right. T hey seem more intelligent than they shovld. Almost
everyone who talks of errata mentions the eyes. Yet l've never heard the
same description twice. There is nothing consistent about the errata, except
that they change realty.

14///!7 //ﬂ//z//ﬂ Have Seeyp th& qra{as' As we

/// % 74 /M ”ZI/I /// ; Hher Aabrts, 7‘7’&)/ 1 Z:
’ J Yda@ do—‘o/ 0‘;\’\ ’ 7;- //ﬂ//gﬂ y7/. 2 e &,w\ex_\f\i“g ab \Seéi'ﬂ//,ﬂ I.\S
Mv ‘r[/ 2 "rgé j }70/ %) ave . X4 e n OM[ tﬁé &/’/I/ 4

o d& N on” '
o msohiel oy e, hiwfs”o.p' 7 e
ye P " yXCeptio,™ i i WSS o

e
. , o
Vo Th ot e wVEES Yhay gn VS the fur of

Your - _ .
,W"fe to t—h’nk yob’ ) Wz\//”.? Q;., qf.f'a,r

Heth v we, O Yy g0 I ¢peapye s

“TWO THINGS aRe

C‘ONSTQNT.‘ THE EKR aTa
DESTROYS CONSTaNTS.™

-PRovERS




Some  scholays have sworn

Initiative 4

that texts, evey texts they Move 4
themselyve s wrote, have beey HP 30

transformed by the appearayce AC 18

of the Creatwres, 've pever REF 18

Seen an errata myself, but ap FORT 18

acquaintance of mive was able WILL 18

to show me two tomes, almost AP 180

identical, each cver 200 years AP Regen 30

old. The text differed betweey, Control Modifier 6

the tomes jy few places, but Unarmed attack (bite) 1 attack, +3vs AC, d4*2 damage

all were Substaptial, Ope Copy Abilities Dishearten
my friend had M Ws posses Sion Disorient
Reversal

when the errata came, T-he
other was hwdreds of myles
away,

Some. of the Changes were s
mall. Improved trapslatie,
ot . ns. Others, laygeyr,
S;:ytr;dlctrqns were f 1xed, paragraphs added and removed, Apd e.veﬁ:;r Change
e %«’;e ;’n .thz orl gma/ handwriting- the handwriting of a menk. 100 yeargg
. My frien carr:e; the bpoks with him at all times, clajming he cay feel

Some cultures worship errata, marking them as heralds of the 9ods,
messengers from apother plape. How else, they arque, could they effect
such great power? Several tribes follow the errata, noting their changes
apd destroying any evidence that things were not as they used to be.
T hs may include rewriting books and replacing them in the wight, or
enforcing new truths with spear and claws. No matter if you worship

them or not, many clam it 1s bad luck to kill one.

Nothing is safe from errata. Scrolls, books, and
re are those W ' |
Gl but | think 1t mo

claim oral retellings are sa
g re likely that one has no

paintings have al been

fe, and thus

the only thng to be relied on,

| have seen the falings of

way of knowing if the telling changes, and

- = story.
the minds of men, while the errata, to me, remain 4 second-hand story

ENTER o REGION.»
-ReGiNaLD GrossLey, PROFESSOR




_FraTRIS DEMON

“l Was LKE, 8RO, | HavENT SEEN You BEFORE, You NEW aRouND HERE? AND THE DUDE
WST KINDa GLARED aT ME. Took CHab's BEER OFF THE TaBLE. | Was LKE 8RO, aND
HE ST Walked awaY. NoT cool®
-Mark NicHoLas WiLLieMs

' been known to appear
as old as fun itself, these creatwes have . ‘ pear
v?:;:fzczr revelry rears its head. T hey can ;me{l fun In the a:g magzrﬂrzzzmgtﬂat
parties and sccial events of all kinds Just in time to totally ride t

morning.

- S, as the Fratrs
{ iaS AT THS VARTR It is not known what the true form is, dmoh A
\Nb —HEN oLl THES;:V demon rarely shows it. The sou-eating demon A
s VS i the form of an average brosky, mnfiltrating the br ; ;"e
‘M P ' ' e a pher
ot 00 B ooyt s body chemistry alows it to exvde a p

of sorts that acts exactly ke int.oxication. In short, the
Fratris demons carry the party with them,

8V
M. WHaT &
B LOSERS:"

_TyFaN LYNN

: to
- Ce, it challenges partygoers
s demon has gained entrance, : ch it promptly
o e bz-tisatglrr'ckinﬂ them into surrendering their souliow:;ig M,VE\ eP s
Zmnkreg As if that is' t enoudh, g kl:] O/Y:?le more to offer in
3 :;:Mthe:jr fail’ sharé of bOOZZ, dr aIVlIV]gn kgtgi V,Z_’f'atr’is deJ’\OVl < are personaffy
ug and a “Sorry, man'. St won't be
£R o/ozydﬂ;:’”t:e i,@'regov’ a party, and will ensure that an empty keg
Inve Ste

the reason anyone leaves,

If they have a natural habjtat, ¢
exactly what lyes them away, byt
and bros are 9athered, so teo dee
reQu;re_s a Constant stream of energy once swwnoped. /£ at any time th
break revelry oF a Shortage of alcohol, the cre

retwned to the hell plane from w,
mst that has a nmber of remay
not himited to: dyy mouth, navsea,

must be seme Special circle of hell, It

ere 1S a
‘ atwre s immediatey and loudly
Weh it presumably sprapg, Ths leayes behnd a
kable medicipal properties, T hese mchde, but ape
memory loss, apd headache s,

2.4




Because this ef
preventing
up, many F
their power
the cost. This uswally

absurd stunts and bet
of alcohol being consumed by all. Other, more
ratris will attempt to keep the

One of the most well-kpnown oddities
of the Fratris is that not even
they can tell each cther apayt.

Ths, combived with their desires to
keep the party thriving, can lead to
amusing sitvations. On one famous
occasioy, dubbed the Ambjguitatis
Event, what started out as a house.
party, ended up consisting entirely
of Fratris demons, as they contimved
to appear, apd reguar guests

Kept leaving as the intensity of

the party increased. E ach of the
demons present kept trymg to steal
Souls from the other attepdants
threugh dares apd bets, all trymng

to get their oppovents drunker than
themselves for easjer stealng., T he
party lasted for six days before one
of them realized,

Since they, rumers of an agreemept
to stop such a m;'scommwn;’catl'on 7
among the Fratris haye rw) rampapt
Dubbed the Ambjguitat;s Accords m‘Z:;t
SCholars agree that they ex)st l‘out ne
consgnsws as to what they aat‘ua/ly
ental can be reached.

competitive F
party just on the ed ge ©
eyiough energy to sustam

1 SH|

fect tends to run the party,
other Fratris demons from showmg
ratris demons will do everythng n
to keep the party 9ong, ne matter

entals increasingly
s, and unhealthy amownts

£ dying, so they have
themselves, but there

it epough energy for a competitor to spawn.

Initiative
Move

HP

AC

REF

FORT

WILL

AP

AP Regen
Control Mod
Unarmed attack

Abilities

Intoxicating Aura

Nemesis: Law Enforce-

ment

SRR T

4
20
25
22
30
38
200
60

4
2 attacks, each hit does 1d4 *
2 damage

Disorient

Dishearten

Enthrall

Morph (Can shapeshift into
any creature in the same
size category. While in this
form, Defenses all decrease
by 2, Abilities can still be
used.

Taunt

Any creature that starts its
turn next to a Fratris Demon
must make a saving throw
or suffer a -2 to all die rolls
(save ends). This aura will
not stack with itself or any
other Fratris Demon auras.

Increase damage die by 1
when attacking any enemy of
this type.



GHoS TS

. @ "
' ' but sometimes the spirt df‘»esn
Bodies fade quckly after deat;\t,en T e s

TES A msffzj p/\;’eozm; godl-to incrimnate their murderer, -v“m:?“:ff;k
. tfb"sd w: yc:‘ri\c/;n artifact, to warn others who m ght die n @ S'V';’L‘;Q i
:’oasﬁ;iy;n Other times they simply stick s ’; gﬁ;e;y acffrt&ermthe
how to.!eave. If there Is a 9od, the ahe o‘fté? tl';sz who serve as
task has been completed (except I fhEsCa o

a warnng against some perpetual danger).

Ghosts tend to be rooted to one place, often one that has special signifi—
cance to the departed. Sometimes it's the place they died, but it can also be
where they are buried, a house they grew up in, or a beat they once traveled
on. Other ghosts are not rooted, and can travel freely. I've yet to discover a
Consistent cause to reliably predict this behavior.

Spirits tend net to be malevclent,
though many are not aware that
they are dead, Seme want to

be left alone, and will quickly
resort to viclence in order to
enswe their peace, Oftey, spints
will lash cut with energy to

fight any perceived threats to
their geal, ternitory, or persom.
Unless they're an old spirit,
ghosts tend to be clumsy apnd
awkward n their attacks. You'll
know 1t by the cold shver that
pevetrates your core, as if
Somecne dumped iy water into
your rib cage. | have fought
many ghosts In my time. It never
gets easier, slaying what deesn't
know it's dead, But my advice
on the matter i1s ths: Ghosts
are spiritual things, and must

be fought 1 spirituwal ways. T he
weapon that killed the body will
rarely be as effective aganst
the spirit.




Intangible Abilities are twice as
powerful against this
creature. Physical attacks are
half as effective as normal

) . )
against this creature. sSED M aiaY:
. . AT FRST B S n 6
Ignores difficult terrain o | WS aGE
—— vt N PENFL ER,
Initiative 4 JYaNcE
Move (fly) 5
HP 100
AC 16
REF 16
FORT 14 “USED To KNow & GuY WHo CLaIMED
WILL 18 HE coulb EXORCISE GHOSTS. Said HED
RID THE PROBLEM ONCE aND FoR all.
AP 129 USED TO TRaVEL aROUND, CollEcTiNG
AP Regen 35 p“ FEE FOR HIS SERVICES. A FEE MosT
: EOP
Destruction Score 25 LE (MYSELF INCLUDED) WERE GLad To
PaY. TURNS OUT, HE WaSN'T ExorcisiNe
Ranged Attack: Ectoplasm +2vs AC, 1d4 * 2 THEM aT all! HE JUST BaMSHED THEM
Unarmed Attack +1vs AC,1d2 * 1 “ng\;‘@:l' :R SO awaY. For somE, THaT
ED THE PROBLEM, SURE. B
Abilities Invisibility OFTEN THaN NoT. THL':EJUSE:‘T(,:\/:REE
Phasing RIGHT Back! A TOWN TO THE FasT
Pooling LYNCHED HIM FOR BEING & CHaRLaTaN a
Health FEW YEaRS BacKk. SHaME REALLY. GUY Hab
Pulse T’(‘f BEST STORIES.”
. -GggoR V
Scatterbrain et BESRT]
Scream

Sometimes, spirits ad just well, ayd have krowledge of their past Iife. In these

ey Ca ovide valuable information that otherwise wwrd be ’9 st
g&f:é:s tf,!k); Gthzszr have provided valuable insight n the creation of this 'eljjumal'
as well as to mayy adventurers and explorers before me. When by,ot r(OjOt 0
to one location, these ghosts tend to drift towards libraries, tombs, an o/ VC,‘/;
places of great kyowledge or hstonc importance. Upon my next encountet, 5
have to emquire why. My favonte resource 1S a Baroness whose nayg,e ,}Zm’o th
was Elizra. She usually resides n thg catacombs of the lbrary a,t ac 5 Zm:g
| have wutilized her knowledge more times than | count, thOM'Qh of -ﬁe ’i‘ ai %
she does pot remember me as often as | remember her. It's possible i r,'s
link. to this world is fading. It could also be more widespread, like sor’r\; ing
pushing all of the spirits away. Or perhaps drawing them somewhere else..

e T




GolEMm

Perhaps one of the more mteresting creatwes |

widerstand why the Golem exist. /i ve ever eptowmtered, | cappot

ve seey them, towering over me, apd e had

go//eagues who spend far
M turn have spept far

that my colleagues ‘who,

What | do kyow Is ths:
maqic bleeds, When magical
tems are left 1 caves,

or leaning aganst rocks,

i places that magic should
not be, sometimes that rock
gets upset, It consumes the
item, and 1t 9ains something
that 1sn't quite sentience.,

T he gclems are attracted
to magical items, T hey seek
them out and eat them, each
time growing Just a httle
bit in size, and probably in
power.,

It's considered bad uck to se
what they've eatey, T he Iittle

ea ones do
hawted sacrificial daggey, Perhaps a Z

big cnes. Oh the big cnes. You wouldy

teo mapy days Studying these thngs, colleagues who

teo many howrs trying to explaj :
of me, | canot widerstand what cayse.s et plan to me, but for the Iife

to live. I'm pot estirely Convinced

Y . apart from time mapa :
qualities) widerstapd it themselye. < nagement, do have mayy admrable

R SO\)&(’E \;JOULD

A\
Really IT/S WST “o Mg 15 WHEN \T's NoT EVER

" COURSE \
po \T. WHaT SC:;; TRED TO MakE NG asouT, \WE
TIME, You SEE- 15 ey aRTIFALTS L:f\ coTTEN 15
HavE! WE LEF’; EVERY VaRlasLE: ALL WE MayeE THE
accoUNTED FOR 07 01 Wussao LEFT: GRNDETTE

oN EMVTY\:T‘)&E i MONITORING THEM-
PROBLEM

W
WalLs, GoLEM EXPERT

e a 9o/er:|, but many pecple hwt them down for
t have much, maybe a cuwrsed gem oF a
owl that was used i a ritual, But the

't believe how many legendary tools ayd
a golem. You get there fast enocugh, you
Chances are they're part of the rock now,

weapons we'lve lost to the mside of
mMght be able to get them back, but

If you do see a golem, | suggest parting with whatever
magical item you value least. Throw it, rwi, Tl i
the best. After all, you never know what trace elements
of power might have seeped on to yow Glgthes. The
golems aren't malicious, but they wont hesitate to np
off a torso if it means getting at the Sweet magic that
adorns what's widerneath. WYou WaNT TO CATT

GoLgm-SiTE: EVERVOME
ME ROLK TWICE:




Initiative 1

Move 2

HP 140

AC 22

REF 11

FORT 22

WILL 17

AP 60

AP Regen 10

Unarmed attack: Fist +6vs AC, 1d4 * 3, make 2 attacks
Abilities Wallop

Resist 5/ Electric

t's pot the items they're after,
just their power. If there were
some way to extract one from
the other, I'm sure you covld
make a sort of lure for thé
things. Maybe even compromise,
if the power Isn't what‘ you
like about the item. S.trH, my
stance is firm: when it Comes
to golems, avoid if possible.
Treasure hwting 1sn't worth the
risk.

Y USED TO WORK aS & WGGLER. No, NoT THaT KIND.
PEOPLE WOULD HIRE ME TO KEEP TRaCk OF THER GOODS.
KEEP 'EM OFF THE ROCKS, THaT SORT OF THNG. |
NEVER Saw ONE, 8UT THEN, IF | Had, 'D 8E OUT OF &
108, | GUESS. LOTTa TIMES THE STUFF YOURE weeLiNe
IS WORTH MORE THaN THE Pa¥. NoT EVERYONE NOTICES
IF EVERY DRGGER GETS PLACED BaCK, YOU KNOW?"
-QuIN “Sum™ DourbyY

L)




GREENE

THaT MaN Sald THEY WERE EVIL. Sald THEYD STEAL awaY OUR 8aBES IN THE NIGHT.
BUT THaT'S NOT HOW IT IS. THEYRE NICE ENOUGH, THEY ST DON'T SPEaKk LIKE WE
p0. WE WENT TO VISIT THEM, aLL OF us bIDY THEY LIVE UNDER THE 8le oak TREE IN
THE FOREST, | caN SHow You' ANYWaY, THEYRE ST LIKE us! THEYWE GOT TooLS aND
PITCHFORKS, | 8BET THEYVE EVEN GOT TRaCTORS! THEY GROW LOTS OF STUFF DOWN
THERE, | EVEN Saw & poTaTo! BUT | DON'T THINK THEY LKE BRIGHT THINGS. THaT M\:ST
8 WHY THEY LIVE UNDERGROUND. LYDla LIT & FIRE aND THEY alL RaN Back, LIKE THEY'D
NEVER SEEN [T 8EFORE. | TRIED TO TELL THEM IT Was OkaY, BUT THEY REaLLY DIDN'T
LUKE [T | WONDER HOW THEY KEEP WaRM aT NIGHT. | HOPE WE DIDN'T MaKE THEM MaD.
THEY all KEPT STaNDING UP WHEN WE GOT TOO CLOSE TO THE 8aCk OF THEIR CaVE,
BUT YOU KNOwW HOW LyDla IS. ALWaYS SO CURIOUS. WE WENT aND PEEKED 8aCk THERE, aND
THEY Habd @& LTTLE NURSERY, JUST LIKE THE SMITHY USED TO HaVE! THERE MUST Havc’
8EEN & SCORE OF THEM 8ack THERE' BUT THEY DIb NOT LIKE US LookING, NoT oNg 8T
WE Hab TO apoLOGIZE & LOT, 8UT I'M NOT SURE THEY KNEW THaT WORD, SO WE ST
KEPT SaYING T aND SaYING |T, JUST LIKE MOMMa TaUGHT. | HoPE THEY aREN'T UPSET.
'b LKE TO SEE THEM SOME MORE, THEY SEEMED REALLY NicE. MaYeEe | caN EVEN GIVE
THEM ONE OF OUR POTATOES IN RETURN' -RapHatle, aGE 10

In almost every forest, there are little creatwres, not more than fow feet
tall. | speak not of squirrels or rabbits, nor snakes or monkeys. | speak of
Gre,e,mes.

They vary in size, coloration, and name from village to village, but they are
often green or yellow, with hard bumpy skin They live widergrowd, and may
be nocturnal, I've seen cnes with skin that is orange, red, or even purple,
often with streaks of discoloration or markings. | do ot T A PO
natural or cosmetic.

Initiative 4
Move 8

HP 10

AC 14

REF 12
FORT 12
WILL 12

AP 0
Attack (Spear) +1, d4*2

30




The creatures that I've had the chance to inspect close up have sharp teeth in two

rows. Huting teeth. Yet they seem to be farmers, growing plants wndergrowd. T hey
have a language, rough and coarse to my ears, but I've never been able to ask them
how they manage to grow their Crops with ne natural swiight or rainwater.

They don't live fa
: r from humay) sett! ,
for city dwellers to refer to ements, and it's ot wicommoy

them as theves
’ | or murderers b
; Z:S Ob:;nda/w;'ost entirely wiable to find anyope whe's had a‘ pruotper
ealng with them, negative or net. I |
teeth, l'd be copfide, Lo v

X nt that they devohed frem '

. : us, some stra

of hwmay exiled juto darkness. But with how def ormed theyr ci:’e,

from us, it would take mag
: magic of a strange a -
produce such horrepdous results, nge and powerful kind to

Greenjes can See In perfect darkness and hear the shaghtest twig

snap at 200 paces. Their eyes can glow in the dark, but l've reason

to believe this is somethng they can control. l've seey them move at
astowding speed without making a single sowd. I they weren't always a
forest-dwelling creature, they certamly are now. Wheever it used to belong
to, and wherever they may have belonged before, the forest is their
home. T hat much, at least, no one can dispute. Each of their hands ends
in claws, thowgh | cannot say how many. The fact that these creatures do
not thirst for blood Is astowding. They are bult to be perfect stalkers
of the night, to drag small mammals to their hdden widergromd forts and
feed off them for weeks. Instead, they live in colones and plant.

As far as | can tell, the// are perfectly pacifistic. I've seen a single
spear In the one Colony | mana ed to discover (it was at the base

of an oak_tree, impossible to md 1f you don't krow where to look.
Luckily, | fowd a gude i a small child), but it was picked up only when
| vemtured 3() paces into the Chamber, At once, the whole colony, all ten
of them, tensed up. I'd misstepped. I'd gone ome mch too far towards
their birthng chambers, where they care Tor their yownq. T hese Creatures
have mayy secrets, and though l've sat with them n desperate attempts
to commwpcate, witll their language 15 broken, their secrets remain their
own. Still, | hesitate to investigate. A cruel may would see them as
defenseless, ripe for the harvest. And | fear that man may not be as
wrong as | hope..
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GuaRD

SECRETS, MONEY, DRUGS. EVERYONE'S GUaRDING SOMETHING. | DON'T CaRE WHaT.
|T's NoT MY JoB TO CeRE. |T'S MY JoB TO GET IT. | sTaRT CaRiNG, | GOTTa
FIND & DIFFERENT J08. BUT THERE'S alwWa¥s ONE THING B8ETWEEN ME aND
WHa TEVER'S BEING GUARDED. ONE THING THaT NEVER CHaNGES: THE GUARDS.
THaT's NoT ToO Sa¥ THERE'S No CHaNGING OF THE GUaRDS, OF COURSE
THERE'S & CHaNGING OF THE GUARDS, | TeKkE abVaNTaGE OF THE cHaNeING OF
THE GUARDS, THaT'S NoT THE POINT, THE POINT IS.. |F you'LL Focus, THaT
WHILE 'VE NEVER HaD TO aCOURE THE SeME THING TWICE, THE ACQURING
alWaYS GOES SIMILaRLY. | DON'T KNOW IF EVERYONE WHO Has SOMETHING TO
HDE RECRUITS FROM THE SAME GUARD SCHOOL, THE SAME SPECIALISTS, THE
SeME SECURITY FRM. BuT | Do kNow THaT THE HOLES IN THER SECURITY, aND
THE HOLES IN THER #RMOR aRE QUITE SIMILaR, No MaTTER WHO M sTEalING
FROM. Now, | MUST aDMIT, MaNY OF THE HOLES IN THER aRMOR WERE NoT
THERE BEFORE | STOLE FROM THEM, BUT KNOWING WHO YOURE STEALNG FROM
MaKES THE JOB a LOT EaSER. THEY Call ME THE STaLKER. OR aT LEasT, |
C N WaNT THEM TO. CaN You QUOTE ME aS THE STaLKER? IM acTually LookiNG
. FOR & PUBLILIST RIGHT NOW..
-laN NikoLetV

St';ETc:J ME? OH, maN, make
cool “NDM‘;VKE ME Look RealLy
L 8 I TlMlDOTIN(‘,' oKay?
Do VouE GREAT FOR MY IMacE.
CopY To :z'(',t l‘wuu) HaVE o
SHE would s gt | sET

REALLY IMpRE
s
THAT | M IN & BooK anp
STUFF...

- “The ST“LKE‘R“




Initiative 5

Move 6

HP 25

AC 17

REF 14

FORT 16

WILL 16

AP 90

AP Regen 20

Control 10

Destruction 10

Enhancement 30

Utility 30

Melee Attack +4vs AC,1d6* 2

Ranged Attack Range 6, +2vs AC, 1d6 * 1

Abilities Summon Bigger Fish
«WH“T? 604

RD ScHo
TO EaRN & HOOL? WHaT are YOU TalKING asoyT?

UTTLE ExTRa !
MONEY aT et ? M usT TRy
CL“SSES‘G"VE GOT" MouTHs .TZ'YF;?D NS PM TariNG
~UARD, NaME UNKNOWN )

“THE STalKER? NEVER HEARD OF HIM.
OH, WalT, IS HE THaT |aN FELLOW WHO KEEPS RUNNING aROUND HERE?
YEak | kNow HiM. REal MENaCE. DaNCES aROUND IN BLaCK CLOTHING LIKE WE CaN‘T
SEE HiM. Sab REaLLY. A COUPLE OF THE GUYS PLaY aloNG. Kib's GOoT SOME KIND OfF
WOODEN STICK OR SOMETHING. | DUNNO. THEY KEEP THE REaL THREaTS ouT, NoT
MY PROBLEM IF THEY WaNNa pPLaY SOME FaNCY HIDE-N-SEEK. LONG aS THEY PROTECT
THE STUFF | CaRE aBOUT.”
-ALEXIS HolLcom, pLaNT MaNaGER

T DRECTION. TRY NoT
NS WE'RE HEADED IN THE RIGH
“SEg THOSE 6UaRDS? THaT MEA S S
-RIF CoRINTH, THEF

_— 3 —




HaUNT

You see them at the edge of your vision. Perhaps when you're driving. It's night-time,
You take a wrong twn at an intersection youw've been to a thousand times before.
Yowre not swe why you do it. It Just feels right in the mement. You find yourself
i an wfamihar reighborhood. T he houses here seem off somehow. Or maybe just
quaint. It's ne matter. Scon yow're at a cul-de-sac, and as you spin arouwnd, Just for
an mstant you see.. but no, of cowrse you dop't.

You travel back the way you came, anojng each turn perfectly. B'Mt youa
dewtt find yourself back at that famhar intersection. Instead )!/OM v ‘02
lonesome. Cowtty road, a tower blinking m the distance. Sudden ),’,' el r?
wisure how long yowve been driving. Where iz (e ™ aj gO- S
It's no matter, you think, the man road can't be far. But the roa hMm :
ard it's heavily forested. A chill seeps through your car, one that the
heating does nothing to help. You shiver, apd, Just 1’ or one moment, you
feel the cold in your lungs, as if it's struck. you right to your core.

Zi:he road is curving yiow, it's yot safe to go fast, St
yoilr\:&’:drizzzm;ndi. Something isn't right here. A 9ain, at the exact spot
m9 a ' V,Ot QMite—‘ you See a ma /tls f
. . - ust stapding at the side of
ng out of Ws clothes tha

old. “Help me" he meuths. b : t are at least a Century

- : o bt you hear his words as if he o

. was whis

an wch away, you can feel his tomgue lapping at the edge of youf’ ffrr/o'li

. You go T, aster than

Y
U turn to the seat next to you, ayd yewr car turns with you. The may

Correcting, looking
arview, and the - =

—

#o :
o tdiﬁzf ' tsz?‘;:ysih:eréﬂi there. You respond quickly,
may isn't there. W You check. your re
Just ke the women holding two dead children
wasn't waiting n that cul-de-sac. Both of the
fiqures that weren't there had the same glow to
them, as 1f a shadow made of pure light clung

to them, too afraid to leave ghovls like these in
the dark. Much safer this way, where everyore
can see them comng. But it catChes yowr eyes, no
matter how hard you fight it..
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Initiative
Move

HP

AC

REF

FORT
WILL

AP

AP Regen
Destruction
Control
Ranged Attack
Abilities

5

4

70

18

14

8

16

220

70

40

30

+6vs AC,1d4* 2
Arc

Aura

Death Field
Push
Shadowstep (cost 30, move action-
can teleport between any two
visible shadows)
Stun

Taunt

Vulnerable 5/ Sonic

Hawts aren't ghosts. They aren't lost souls, waiting to be put to rest.
Hamts are murderers in life who didn't quite get their il in déath. T hey
only want one thing: to take as mayy pecple with them as possible. Not
everyone can See hawmts. The most Common belief 1s that you can only see
them if youwve had a brush with death yourself. Either it came for you
apd you clung to this Earth harder than it cared to grab, or it came T or.
Someone else while you were uucky enou gh to serve witness. Others st-;ll
say that kids can see them, as can the yowg at heart. They're there if
you can see them or not, and | doubt they'd spare you just because you

dont see them comng.

e D) e




! nk a twelve foot tall bipada/ '
:V/\Cc)ll:r\(:natﬁ ’:'/J;uld leave an impression, but it's
hard to find a witness who's actvally seen
a hedgeworc and who's wlling to talk
about it. Perhaps that's a testament to ythe‘"
destruction they leave in their wc‘zke,s.. ou
find drunkards and beggars whe'll spin you
a tale for a coin, but tales of such low 4
repute are vot the kind you'll 'f ind printe
here. It's rare anyway that yowll hear y
anything but the myths you were. reise
on, and youll still be short a comn Tor your
trouble.,

The myths. Youwve heard them. As tall as | il
three men and just as wide. Hedgeworcs 7/
rw through a village, their crange or "'1 AU
brown fur shinng in the sw. They arey i\ N\ \
Supposed to be smart, ayd 've pot heard [N NN |
any stories claimng otherwise (i fact, one! & '
drunk teld me he outwit ome in a game
of nddles, as /f that was a point to bra 9
about!). Aside from the one drunkard, tales
are slent as to their ability to speak.
Most cften they're compared to a shaqqy
grizzly bear with e veck, or a giant,
furry porcupine.

“YOURE aSKING aoyT- ST

| DON'T CagE IF THEY WERE HEDGEWORCS of |
SOMETHING ELSE, alN'T Two ‘a NOTHIN' \WHaT
CaN DO THaT To a TowN

| HEARD T WaS ST TWO THeT :ssrrﬁgg_
BaRKGUARD. |F TWO CaN Razt »‘(.\ Y,
NoTHING TO DO WITH ‘EM.
-PiERS CaRTER




TH'S PELT? ys

S “Hv ™ a
e, | s ohe From o DSTARCEE LT SSERO0 IS sherny iR
ol TS REaL. D
was ENoUGH. MaN ON a HOR : \ e oL Dt
HULKIN' THING, SELF, No, B KILL
£ W NEXT TO IT. HueE 3 » NO. Boyghre or
o%ﬁ?uﬁ-mm\ T EVEN NOTICE & DozEN A&&:\rﬁd '5\295 ,55 SEEMED HonpsT- 'ENOZ';‘:'M a
UNLESS THEY WERE REALLY WELL-PLACED, e VERB SEEN & 8EaR Ty Y &
wWHaT M SaYiNG? BERNaRD AL proy 6.

-ARN LuMRY

Hgd geworcs have claws, that much is clear, What st cleayr js It A
SIX inches seems a bit small for so tall a creatue, but three feet scems
hke a stretch, even to the least skeptical of my fellows, I'd Ve
a foct long, thoush | don't care to dispute their being razor S S o
that a hedgeworc has teeth just as sharp, but it seems to me anyone with
a good enough view wouldn't have a throat left to tell about it.

In any case, there's only one thing to d_o if you see
a hedgeworc: start a fire. The only things thes?
beasts fear is the flame. Perhaps becavse .the,y re
so shaqgy, or perhaps ore had a bad experierce,

| doyt care to krow. But if you can get a fire ’
between you and a hedgeworc, there's a chance you!l
live to tell about it. Rumers say the | only reason
there's anything left of Bark guard is that the
capdlemaker's shop went ablaze dwing the rampage.
Only time in history a fire's preveyted damage to a

oity.
Initiative 4
Move 5
HP 80
AC 18
REF 15
FORT 18
WILL 12
AP 60
AP Regen 10
Unarmed attack 2 attacks, +4 vs AC, 1d4*4
Abilities Wallop

Vulnerable 5/ Fire

i T




HEDRAN

| dowt tend to talk about plants much in this Jjowrnal, but the Aednafipis shesing,
carpet be overlooked. It has vo important properties. It is ot poisonous, cannot be- used
effectively in salves, and has no medicinal valve. Yet, its cultural signficance cannot be
overstated. An encomter with a Hedray plant is often seen as an encounter with Fate
tself.
Known colloqually as “Battlefield plants”,
these vines grow rowd bulbs about the size
of a particuarly fat 2() year old. They are
known to sheot needles at rapdom. While
not Sentient, these creatwes seem to detect
when hving creatwres are pearby, saving their
vettles for prey. If it's a defepse mechanism,
it's an arbitrary one, semetimes firing at
Drwds fighting to protect the very woods
that the plants reside . The plants never
seem to fire when ne one Is arowd, and their
needles never miss- every attack meets jts
mark.

Hedran are rumored to bring good Iuck
to those close to them, provided you
dont get niddles full of bramble, that
is. Because of their ease to spot and
their purported good Muck, it 1s tradition
that duels take place in their Sight.
Mayy times, the plants strike Tfirst, and
it's ot uncommon for the duel to end
then, natwe having declared the victor.
Still, it's not always so Clean, ayd the
playts do serve as an occasional grave
marker.
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The bylbs themselves are almost perfectly sph ericall with] hard Oy

Occasionally, they detach in the wind apd 90 relling throughout the woods .or eve
mto .towns. Until they reach maturity, Hedran will grow, with i VEH
4 tnanguar sides, As they age, the sides Shrink. and split, It's ot uncommormti
See Hedran with 10, 12, or even 20 sides, The lecals insist that it is good 7»10/(

to keep one if it's stored the right wa .
y, but accou ;
way consists of. nts differ on what the right

Initiative 0]
Move 0
HP 15
AC 10
REF 0
g oK E\,cN\_.: -~ FORT Immune
T (,E\E"\ No :‘0\) THS WILL Immune
G Al
gL WL é;: QENE*THE& AP 300
W St& g \WROEN SOk AP Regen 60
HE MERLARMED S
NG N o Control Mod 3
S\)VEY‘“ arploN-N- Luck Mod 3
i, m:*‘-:;“mm Abilities Backfire
Gambit
Lottery
Kismet
Aura 2 +10 Luck OR -10 Luck
Vulnerable 5/fire

Because of their lcky reputation, generals throughout hstory
have coordinated defensive strategies that invdvé the plants,
even doing <o far as to buld forts around therr nthal

gardens. As with the duels, this tactical decision pq:d off as
often as it backfired, leading to the practice falling largely

to antiguty.

S




. PRADOR il i

Fear is different for everyone. So it's no surprise that everyone sees

Krador, the living embodiment of fear, sh antly differently. There are certain
features that remain consistent across descriptions, of cowrse. T he all-conswning
blackpess, the deafening wings, and the feeling of pwe dread. But that's

where the similarities end. Sometimes a Krador is a mess of whrhng claws and
teeth. Other times it's barbed tentacles shngng out of the dark, flaihng with
the wings, lashing out. Sometimes it's a beak tearing out of the shadows. Very

rarely it's all of these things at once. T Was FEAR, IT WaS

' j FEaR, |T Was FEAR. |
The krador is one of the hardest creatures to catergcrize. There oo™ Feak. | FOUGHT

are tho;e v_vho. be,liave. that there is not one krador, but several, each rrag, aND FEAR KILLED
visual disctinction a different species, or even just a difference MY BROTHER. WHY DID IT
among races, the way you and | might wear ow hair differently. / TakE HIM? WHY DD IT

don't follow that hne of thought. The krador i1s shaped by fear. Take HM?"
-TRaVELER, NaME

. ’ UNKNOWN
s 'Z"’Sf time | saw one, | saw an owl with tco mayy wings, each with dozens of
- oke. claws. T he G.re,ature, flew towards me, barbs headed towards my face. | felt

he deaths of my friends emanating from the beast
"y Thiends emapating from the beast. | was yowiger then, and | froze,




AR LmeN | do not know the krader's true form, | only know that it is
_ANDREM buR fear, ayd it feeds on the shadows of our mind. You won't see ope
clearly, and youll know it by its herror. If you are travelling with
others, describe everything you see. Any discrepaycies, especially
when rooted 1 shadow, may be the krader.
“| cHoosE NoT To

SEEXT]
RaDIANCE OF MY FaiT HE DaRKNESS. THE

H PROTECTS ME. You
& NIGHTMaRE, | SIMPLY SEE & GREAT DoG. Asgge

IVINE BLaDE.”
-SER BRADEN CowLy, HoLy \NakruouzwE | viaTCHED THEM. THE MEN
3 gent - aROUND ME. |T DIDN'T wiLL
nce you identify them, krador are wet hard to kill. A bright light Them. THEY LET T WY

does wonders towards weakening their resolve. They seem to would THEY Do THaT? THEY
actually burn at its touch, with even the faintest light being able VT Dow: Tﬂ@v“ﬁﬁcﬁx &
to overcome the shadow that it emapates, | must warn you: close :’:G‘z_wmﬂcz-r Db THaT THING
yow eyes when you strike, The stomach dees pot take Kindly to PO TO THOSE MEN?"

the thing's true form (or whatever form lies bepeath the shadow. / -ARYs MENaL, SOURE

have my doubts that it is iy fact true).

Do not listen to any thoughts you may have while you fight. You'll feel Iik.e
dropping your arms, like ruming, like giving vp. This wowd be the last mistake
 you ever made. Of cowse, the Krador themselves are rarely the problem, 'f_r -

Initiative 3

Move 5

Fly 5 (must land at end of turn)
HP 14

AC 18

REF 9

FORT 10

WILL 10

AP 70

AP Regen 10

Claws +2vs AC,1d4 *1

Abilities Demoralize (enemies within 4 take
a -2 penalty)

Other Vulnerable 5/ Holy, Radiant, and
Light




MaRE

: o - S on that the
: : Il apd it is this devastation
t the devastation of the will, 0
No armor can protect agamst the ¢ L oy e arade. The Mares do n
. 5 ydy in a p
ith them, distributing it as Treely ' ith flesh and
Marde St Gi;rJZewp:ysioar form, do ot reed to lower themselves to Sfr'k?j out W’Z‘ i
(o) g o .
Zleoid when they can destroy the mind of even the most hardened warrrorh " s i
; ape
; | on clowds, taking whatever Shape :
are fear ivcarnate. They trave : L ame. It is not known
Th& :‘Zrefﬂhtrsky +raditionally, the clowds look. ke horses, giving t,}}emhthjr’.;' avother reason. In
;'nto t 's” becan se. those who witness them expect to see horses, or | : ther el
ol dark night marked by a rider whose horse makes ve noise, ne
apy case, a
cobbles, is a swe sign that the Mares are nearby.

£ will. the stoniest warriors, can drive them out. To everyons

esolute © ; 3 or,
O,VI’Y tt};\ar:noisj :IO hope. A Mare can paralyze 1ts victim through sheer force of terr
else, the .

: o even move. One person mght see
bindig;zhtgzmb:”’lyp’z;;; GZ:jézzrtﬁ;httosz: rZzZe}:‘zor‘f btloodstainzd claws '1’ rashing. Yet another
fr\i ;:é sZe nothit:w. simply a void, absent of .!ova, meanng, o comp::;ozit: .
+he thing about fears is that they can't be killed. 'f'hj&)./ can be pus x ;"& o ek e
¥ # your wind. But they lurk. there, waiting for a woment 51 TEIFE B
(;fc:f( i:;?:;';;: ‘;Gznds before: Seco, LR Von&’Yb moma@s Ov:gtp:zigoag;/ ,;::;t‘ it'zutoo late.
0 ayrassl ) . "
Thé{MiV&;p;r:;igf i;o‘:’gront of you .as a clovd of horror, tendrils shick with the moist coating
manTest,

of the inner crevices of your mind. TInitiative 8

T hose with abstract fears, that ”o_ e "
one ever liked them, or of speaking HP 50

in front of a crowd, have at once an C -

casier time and a harder one. On one REE =

havd, it Is harder fO( the Mare to e "

manifest itself, for it to take form WL g

to begin with. The beast searches the 3

victim's mipnd for a form to take. I AP 0

it fails to Tind one, it can't progress AP Regen 60

past crippling doubt, and a lack o"f Control Mod 5

confiderce. In this way, the one immwie  Abilites Ly

to the Mares i1s not the ove without Mass Inspire Terror

s e i i Duplicate (As Summon Bigger Fish,
imagination. On the other hand, those except a creature s.ummon'ed this
who can bring the creature to form . way can cast Duplicate on itself).
have something to strike at, something Intangible Takes Y2 damage from physical at-

that can be driven away of killed. In
this way, each has their advantages
ayd their pitfals.
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YT WaS all OVER ME, SUTHERING aND HISSING. MY aRMS WERE PINNED, |TS FORKED TONGUE ST
INCHES FROM MY Fack. | could SEE MY FEAR LIKE & CLOUD POURING FROM MY MOUTH. | CHOKED &T
FRST, 8UT THEN | CRIED OUT, YELUNG a80UT THE SNake N MY 8ED. THE GROUNDSKEEPER CaME
RUNNING IN, BUT HE LOOKED aT THE 8ED aND FROZE. LUCKLY, Oscak Was THERE. | DON'T wNow
WHaT HE Sew, 8UT HE DDN'T HESITATE. HE RaN INTO THE ROOM, BaRKING aND GROWLING aT THE
THING. T IMMEDIeTELY FLED, ahD OscaR JUMPED Up ON THE 8ED, MakING SURE | Was alRIGHT. \
ASKED THE GROUNDSKEEPER WHY HE DINT INTERVENE, aND HE sald, 'You SaiD THERE WasS & SNakE,
NoT & NEST OF SPIDERS!. THE CREATURE FLED, suT | KNow IT WILL 8E 8BaCk. | caN FEEL T
LURKING IN THE SHaDows oF MY ROOM, WalTING FOR ME TO Fall aSLEEP. STILL, \LL REST EaSEER
WITH OScaR 8Y MY SIDE.
-AvaM BOYES . bi
start by lapping at confiderce. el .zg rart
: fessionals to lose their h&ads_ apd star
forcing even Pro i fecting ranks
- ding faster than torchlignt, M1e~
ious, Spred ng ading and
Mares sort of breed, spredditl
taking form as

T he creatures don't T ced on fear. exactly. T hey

trickles of experience and rationafity,t i
it starts, 1S conta
to worry. Worty, onee 1t . |
A0 34 Ay S h“dd'ad- anxc'iwjvg;]dii;:: fear they grow stronger.
nng ! 1 each new worry @n
qainng ideas. With &

d of one.
a creature moré powzrf vl than covld be formed off the drea

Few share the same Tedrs. apd in this way it IS hard to describe the Mares.
They've been described five different ways by five fighters o e
<ame thng. All that cowd be known for sure is that each saw something that
made them tremble, fleeing for safety. It deesit matter that the thing Is basically
harmless, if it can reduce a seasoned veteran to @ sack of flesh wwilling to
yaise a spear, well then these Mares could destroy an army more effectively
than any scldiers or plague they mi ght encounter. When it's the Mares Uired
with combat, well, at thet point the plague wil find few men left for it to take.

SO =




ETWORK SPIRES

You know when an email gets lost? Youd think we'd be beyond t.hatS

ou . | ;i

by now, but it happens. You sepd something ol an‘c; it never ’ :;:"; 3

[] . " 5

' nati s a payment, holodeck  from you

at its destination. Maybe 1t's . g

' book of recipes the corp
ation, perhaps a drop location or a he- €
sva:t” yopu to kynow about. Doesn't matter. It's gone. Write 1t off.

T he truth is, you don't want to kmnow where that ema)l geoes. It's better left
untouched. T his isn't last century, this i1sn't a physical object. It's not ke some
pory ran out of oats or a clumsy humay dropped your letter to Santa. T hose

are physical threats for physical parcels. In here, in the world of bits? T hose
rWles don't apply. If you lose an emal, it got eaten.

Most call them viruses, but that's
ot really correct. For one thing,

1100110010

; i f
it's virn, and for another, they're
11110011 10 00
1010011 00 01
101100100 10 100

more like mites. Little balls of
evergy, glowing in bright colors.

010110100 10

1110000001 11

01010110 1
11111100011 10
11010 1011010101

00111111 0
0110000001101 01
010001011000 0
101100000010
10010 1001

) . 1fi e
11 1101 001111100001 11010 10101 7 he,y ’OOJ( ,’ke’ ‘f’r&s at ’rst‘ th
11 0000 10011010011 01011110001 000
10101010 10101010000 11100 1100 111 y h d
101 00001001 10010111101 00010011100 10010010 a\/atars the—y GhOOSC. ou near
10 00110110011010 10010111101 01101011110 110011110101 . , c ?
10 10 000000001111101 10011100 011011 110100 11 . f D k
011110 10011010001000 0101000 01 O'f {’Ghtor? BM"t the, H’St e -
0100010001000 010 101 3 . ,
000 010011111011 010110 201110 ’ b _qh k
1101100000 10100001 0170110101000001100 He, made. em _q’ow 4 t ke
1101000101 11001011000°°01.01 01000001 ; , , thaf
110111011 11001 101011000 1000101
101020011001001 1010010101101 that. OV]& th’n_q n the’ overiay
000010110011110000 11010110071 i d / d lt
001110111010000011110110011000101001 00 .
10011111011010011111101101110100° 0 1 ’Sy]’t easy tO Ghange«. an on
001010111 11101110001010 001110100 1 / | m
01011111110101110001000110001 o 11 : )/ -f h
111011101001010000101 00 1 re,comm&nd tr)/mﬂ. ou ” ee t e
1100111111000100 100 11 N
001101111010010 00 00
0001011000000111 110011 be,‘fore, YOM See theW‘. V’\O.St t]meS.
101010001100001001107011011
110001011100101110 0110

111101110000000001101 00111
11010100010000001101010 1001
01110101000111110011101011100010
0000000100111111111101110111100110
0111100000101101001100010011111001
110011110111101000110011110011001001
10:001110001011011011001110001101001
0111011010101010110000111110010010
1001010101001011000611111116100100
00001111001001101101110111111110
00101000110110006010101111110
001010001010101101100010001
100100100111110010101100
110111101010100110001

Feels like a network drop, the

empty feeling n your stomach, the
wave of nausea. If 1t lasts more
than a couple seconds, just Jack

101111001011011000
100110001000110
01000100101
011001
00

14

out. Unless you're looking for a
fight, youve fowd a hve, and
you're in for more than you can
hapdle.




Initiative 8

o . THEY GoT GuNDhKK-ZE‘RO. aT
LEaST | THINK THEY DIb. ONE

HP 15 MNUTE HE WaS DOWNLOaDING
Y 7 THE SPECS, ME aND TROY WERE
il o COVERING HIM. SECURITY KNEW WE
WERE THERE, BUT HE Sald THE
FORT 1 NETWORK Was cLEaR. His SiGNaLs
WILL - FLaSHED FOR a MOMENT BUT HE
- - DDN'T™ JaCk OUT. Sad HE was
3 ALMOST DONE. JUST aNoTHER
AP Regen 0 MINUTE HE Said. Now HE's..WELL
; 2]
Unarmed Attack 2 attacks, +4 vs AC, 1d4 *2 v e rEg
e s k e HIS BRaIN IN THERE, aND WE LosT
Abilities Disorient: + 2 vs Will within 4 THE BEST DECKER IVE EVER RaN
Drain ability: one creature WITH."
within 4 -JoaNNY Amabczyk

Enthrall: +2 vs Will within 4
Quell: + 2 vs Will within 4

t's because it's what it )1s. T hose

K ke a network drop, and tha
| said it feels hke a n te stream and take a byte here

as eat data. They swim arowd in the by |
g‘fmtghe,re, nibbling your emails. Most times you wort notice. Maybe YOMdthc%Mﬂt“;‘fat
that pictwre of yowr target had a httle more re-solution, maybe Z‘\& en ga g
file you downloaded 9ot corrupted, Worst case sce,nar:o, you ha ,t o res ;r .
file transfer. 'Less it's time-cnitical, you probably won't notice. Unless your

inside.,

+ . )
y02e§zclt(}|1ngs 9et to you, you jack out. | don't care how bad the dumpshock s
.
v r;/ma ] :Mt. Wflen you = M. you are the bytestream, Your personality, your 10\;6
° digitalnph’gzzz sé Al jt s ;-s ones and zeyos, Unless you want to oo.me out hke
age, you jack_ the hell cut. You cay ;i

e . n Tight ‘em, one or twe a

time, But they grow when they feed, apd they're surrownded by food, If therte’s

more than a couple ayd yeu dopt .
. Mt take my advice, well ,
hacking before, apd you swe as el arestt pow, you werenft cut out for

Y FEEL EVEN a KILO LESS DaTé THaN MY
UPLINK SHOWS, I'M ouT. SEEN T00 MaNY GO
THE WaY OF DEMENTle. NoT Mg, NoT YET.
| MaY NOT JaNDER OUT, 8UT FRAGGED \F'\
pON'T COME OUT EVERY TIME. No m:‘ns
WORTH WHaT THOSE THINGS DO.
-TREXXORE, DECKER

RIS




OcTopus

Octopuses, Spiders of the sea. T hey can open Jars, weld ejght weapons at once, apd, most
horrifying of all, they have three hearts. While they tend to travel in solitary wits, groups
of octopuses have beey spotted. Small groups of octopi have been reported to take out
entire squadrons of Marines. They (the pely-cctopasi, not the Marines) dow't have spives, so
they can slip into even the smallest of holes i defense. Once they're behind you, they cay
strangle three people at once, hold two others, wrestle for a qun AND text their commayd a
status report. And yes, | have to believe they have a commapd. The strikes these mopnsters
cay execute are too Coordinated to be rapdom. If the rwmors are wremg apd there is no
Central commayd, well, waterlife is doomed, for these creatures are purebred evil, destroying
well-guarded targets for sick pleaswre. For vow, they mostly strike military targets and
researCh outposts, ayy settlement of von-native waterites larger than ten pecple. To date,
the longest settlement has lasted §71 days.
It's possible the octoposese see themselves as some kind of defender of the sea,
or that they're Just a particvlarly xenophobic breed of sealife. Whatever the case,
their trammng 1s thorough, and they knew malice 1 all three of their hearts. They are
experts Iy covert ops, as | said before, and can shp n wmoticed to most places. T hey
also have never been recorded on film, are either transparent, or capable of natwral
camouflage, and can disquise themselves as all mapmer of beings. In the Melville
attack, an octopus squad mpersonated a semntry and reported for duty for three days,
each time replacing the successor i the chain of command. T he thng had served
three howrs as a Staff-Sargent before a jamtor found the bedies., On top of all
this, the beasts have rows and rows of suction cups, perfect for chmbing as well as
snatching an wmenitored access card or rifle. If you ask any of the survivers, they
all echo the same phrase: "Look Ssharp, look up, look always".

The. octopop alone. are one thing, but that's to say nothing of their recruit. | kyow net if
he's a may or a myth, but if you ask Questions about coctopi, scoper or later he!ll come
wp: The Squd. According to legend, he's a man who scught peace with the leader of the
octopus. What he received was something else entirely. | know wnot what magic or promise
binds him to them, but they say he js the ultimate assassin: wable to be kjlled and sc
Stealthy he makes actual cctopoxes look ke mapatees, Amost every upschved ‘murdar
wider the sea fapd a few above) have beey attributed to hm. The death usually lock s
natural, organ faitwe or a blood clot, But jt's aways a little too convenient. A geperal
preparing to staff a seastation, A mariner securing fumds for widersea research. A
researqher drafting a treaty with the ruer of Atlantis, | cowd 9o on, There's a w eb of
mysterious deaths related to widersea politics, and the more | stare at them the more the
tendrils start to look like tentacles, spiraling away from an almost invisible .bod)’...

“NEVER TRUST aNYTHING WITH MORE LEGS THaN You. THaT'S WHaT MY FaTHER alwWaYS Salb.
COURSE, HE ONLY HaD THE ONE, aFTER THE INCIDENT WITH THE KRAKEN, SO HE MaY HaVE BEEN o
8IT PREDISPOSED aBOUT WaTER CREATURES. No MaTTER HOW You LOOK aT |T, | DON'T THNK HE’Da

MUCH LIKED ME aNSWERING QUESTIONS aBOUT NO OCTOPODES.

%o




Octopus
Initiative
Move
Swim

HP

AC

REF
FORT
WILL
AP

AP Regen
Control

Melee Weapon
(up to 8,1 per
open hand)

Abilities

120

35

35

+10, +6, +2, -2,
-6, -10, -14 V.
AC.1d2x8 (1d4
with Combat
Advantage.)

Alter Self
Invisibility
Morph
Phasing
Quell
Relinquish
Reversal
Silence

Kraken
Initiative
Move
Swim

HP

AC

REF
FORT
WILL
AP

AP Regen

Unarmed
Attack: Beak
Smash

Bone Spikes

10

130

22

14

21

22

40

15

+10v.s. AC,

1d6x6. Crits
onal9 or 20

+3v.s. Fort
within 6

Cannot be Dominated

The Squid
Initiative
Move

Fly

HP

AC

REF
FORT
WILL
AP

AP Regen

Destruction
Score

Melee Weapon

Abilities

10
25
17
17
17
17
140
20
40

+2vs AC,
1d4x2.1d6
with combat
advantage,
target takes
1d6 damage
(save ends).
Invisibility
Phasing
Relinquish
Silence
Permafrost
Pestilence
Lesser Heal
Plague
Infection



If youre lucky, you'll wake up to the sownd of their 'horrid §on9. If )'/ou‘ra less lucky,
youlll wake up to the screams of yowr friends. And r"f luck. 1s not with you‘1 at all, you
wor't wake up wtil yowre breathing smoke and smelling the alcohol on their breath.
At that DOI'Hf, whe,the,r you Survive or not seems to d&pe,k?d on/y on .WhW’LS)’. ’f‘her e are
enough who have swvived the raids to show that mercy ’Sﬂ’t an alien concept to the
raiders, but they wor't hesitate to leave piles of corpses in the towns they desolate.

I'm talking, of course, of the brutish folk whe make their lives at sea,
puling into port only to make a raid. They're no honest trade smey,
trusting ne bank with their loot. Occasionally they'l rw) an hovest trip,
transperting goods or people, but it's only if there's no better movey
to be made, and it's just as hkely they!ll keep the gocds ayd kil the
waiting merchants at the other end. These ruffians make their hiving
preying on cther ships on the sea, taking their supplies and dj sappearing
again nto the fogay night. If ever there's a dearth of ships at sea,
they strike a port city in the middle of the night, Slipping past watch
towers and lighthouses without ever stirring an alarm. Opce they land, all
attempts at subtlety are abapdened, apd they charge into town, lighting
on fire everything they can't steal.

The rajds are over in less than an how. They pow from their ships,

seemingly without number, spilhing threugh town, thieving and burning before most

are evey awake. They never Strike the same redion in the same month, so

the only time you kyow youw're safe |1s when youwr reighbors get hit.
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Initiative
Move

HP

AC

REF

FORT

WILL

AP

AP Regen
Control Score
Destruction Score
Ranged Attack

Melee Attack
Abilities

They themselves carry swords, rusty and
-shot gws and blunderbusses. T hey
in the frenzied payic as they sweep throug
try to resist will quickly meet
y are anythng but. They reve

spread

organized, the
to shoot an aly's arm off to save them
second thought. Many dead pirates will
a raid, but the marks are of |
portsfolk!s dong. t's Just as.h |
grudge as it Is that a shot Ssimply m

5

5

30

12

8

16

12

80

35

20

20
Blunderbuss,:Range 6, +3vs AC, d6
*2

+3vs AC, 1d4* 1

Gambit
Dishearten
Inspire Fear
Injure

way of a good shot.

It's not Just torches. T hese
thieves come armed to the
teeth. T heir ships have stoley
campions, all state-of-the-art,
for when they overtake a
ship with better equipment,
they salvage what they want.
Some. of the more benevolent
pirates will leave their old
weapons with their victims, but
more. often than not, they'll
simply toss them overboard.

dangerous, along with fhintlock.
set fire indiscrimnately, hding
h a city. Anyone whe does
blade or bullet. While they may sound

| in the chaos. If they need
selves, they!ll do it without a

be found In the Streets after
fire, scimitar and lead, rarely of the

kely that a raider dies form an o!d.
ssed, or the dead prrate was n the

They will sometimes take prisorers, though those that are captured are almost
never heard from agaiy. Whether they are sold into slavery, indoctrinated into
pirate ways, or if they suffer some other, worse fate is one of those s
that no ove is too eager to investigate. Recently, there have been rumers of

a group of people going out to humt the most egregious of these sea bapndits,
protectors of the coast and saviors of the sea. These pirate hwters are wildly
popiar with the port cities, ayd are often treated like royalty, given the best
mead and focd in town Whether they actually help defer the pirate threat has

yet to be seep.

e




PRICKLER

Erom far away, you might think it's a panther. The glowing yellow eyes
what look.s like black fur, the hawched stance, the way it blends into éhe
shadows... but vo. The back is too arched, the body tco wide, Ths looks
too much like a beast to match the leaness of a jungle cat. Avd what
you m aht initially take to be fur is actually a mess of cables, long and
thin that rwn down the length of the beast's back. It might noé e
back: it's possible it's formed entirely out of these ropey strands.

Each rope ' ' ; -

stram of ! poison i nit ;5(‘{6 the'y have more than a dozen. Each one has a different

a different wmp:n 1.' or a;ZZ iy Creatuieaps efficiently dangerous hunter. It can carry

e LA prey it seeks, and If any creature were foolish enough to
. well, wre it would have a weapon for that as well.

y DoN'T
oReH THE a
op SHNE YOOk T SEEM T
wruey COME #ROUND: SR e, | TR S RN LGHTNNG
THE AFRAD We noeR Ok THE
too NEak. ARRY s Ui o THNK OF
e NoT., S ¢ THE O, NIGHTS
SCaRE EM y also DoV LK usE ON NCE 3
THaT DOE \;TEE oNLY EVE seeN one oF N TH N aNYMORE:
e re oo M L 12 T es oo =
& PRICHLER, 84K e COURSE, | RN GREV
LE\(:: e VR R ST *&‘i
RIGHT ThRoveH, T D\D(;T\ZN / : - : .
s T T OFF, ;NFE | s the thing has jaws. It's impossible to imagive
was sv&cL:o\hEk:Ts o e it w:thwt a too-wide mouth full of jagged teeth,
wou::-cvf v\‘;N\vvcb p e ““"Eo smelling of death. But 've never seen one smile,
cuERy TIME | GRES T FE\T never seen that mouth open. All | can know is what
wels GoTTEN ovER Ive seep, and th :
. ME'S ST el THEM n, and that means the talls.
v
Niw:d:v off. ME'LL &F szwt_\-f(:‘o
THE MO&N\NQQ
L saRWNG wH THEYRE € EM THeT'S
- oy, Good TR il NpRY ENOVEH: " i RICKLER LKE
e NE.” WYou CHaNGE ¥ w\;s\w sa¥. ‘NOTHN :\Y;::JSN;T sceN seW
\,]HhT 1 & 1 Lou sE’ SH M\@ »
UNCHANGED Rk Y Y\\r\No Howl Mas ARE:
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Y saw |IT! A SPRIT ROSE UP, POSSESSING ROPES. WHEN IT TOUCHED THEM, THEY TURNED
BLaCK. |T LOOKED LIKE & CLOUD POURED OVER IT. THEY SNapPED aT US, MakiNG THIS TERRIBLE
CRaCK. | DIDN'T HEaR aNYTHING FOR & WHILE aFTER THaT. | JUST ReN aND RaN. | Was THE
ONLY ONE WHO MaDE |T BaCk.

-EDLINE  ARMISS

| do not kwnow if a prickler
can die; 've never seey a
corpse, | imagine it would fall
to the grouwnd m a pool of
black vines, and ne one who
saw 1t would ever kpow there
was a creatwe there. Some
say there |s no body, and
that the creatwe |s a spirit,
poSSeSSINg vines, ropes, or
whatever sinew it can find. |
don't subscribe to this theory,
althowgh 1t would explaiy a
few things. Why a spirit would
need different ropes for
each poison 1S beyond me; it
seems ke a spirit would will
any rope to any effect..

Initiative
Move

HP

AC

REF

FORT

WILL

AP

AP Regen
Melee Attack

Effects

S

4

4

50

16

14

14

16

120

15

Tail +2vs AC, 1d4 * 2, on a hit can
also spend 30 Ability points to add
an effect to the target until the end
of its next turn

Deafen

Daze and Confuse

Slow

Grant Combat Advantage
Ongoing 4 damage

Vulnerable 5/ Electric



PURPLE |MPalER

Most plapts grow in damp, bright places,
Most playts alsc deyrt try to kil you as
Soon as they wotice you, T he purple jmpaler,
by all accomts, is not most plants. T he
most cbvicus difference is jts size. Purple
Impalers grow every time they consume a
carcass. As far as | cap tell, this 1s himited
only by the size of the room that they
occupy.

T he bedy 1s a bulb shape,
almost like an onion. T he
impaler has a ywmber of barbed
tentacle-like vines. Accounts
vary, but the nwmber seems

te be more than five apd no
greater than twelve, Each
tentacle can extend several
feet, usually to the outer edges
of the room they occupy. T he
tentacles are the primary mode
of attack, 9rabbing opponents
and reeling them in towards the
bulb, | know not what terrible
fate awaits those whe near the
bub, apd I've vever 9gotten a
good look at it myself, =

What | do knew I1s this: the thorns on the vines (each extending the
length of a hand off the vine itself) are tipped with a roxious poison.

It's this poisen that gives the thorns the purple hue from which the plant-
beast derives its name. Ths poison can cause a pumber of effects n
victims, ranging from paralysis to delinum. Some survivors report a numbing
sepnsation, while others spoke of burning, wstoppable pain.
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THE CORNER. THE
SING BaCk aGalNST :
A :JYG vg;s_ aT ME, 8UT THE SPIKES couLth IT ;
A D FOR- | DON'T twNow How LONG,
LYLE as | coup. ONE OF

aRD

You

Y oNLY 69
VINES KEPT LaS!

QUITE REACH ME.

NG
GOT TIRED OF WalTING, 6
THE VINES SCRePED ME, HERE ON MY ';'EJ sy o S
Gl -Sasta RENDLINGS

Purple Impalers exciusively dwell wider growd, often in the deepest payts
of dungeons. It isn't clear what draws them here, nor how they survive
w:thgut the swilight that most plapt species require. | asswne they find
neurishment from any living creatwes that stumble by, but given that the
are firmly rooted jyy place by, well, a seyies of roots‘ that rwn along they
(often Stone) floer, they tend to be set for life.

Initiative 4
My research has shown Move 0
that there are records HP 250
of impalers hving n the AC 22
same area for hwdreds REF 13
of years, but whether FORT 21
it 1S one plant that has WILL 20
mcredible longevity, or it AP 160
the plant has reproductive AP Regen 40

capability, | do noet know.

Unarmed attack

(2 attacks, +2 vs AC, 1d6 *2, within 4
squares)If hits, target is grabbed.

b DioAw Abilities Ensnare
:*w 7‘Hosr Ean Infection +4 vs Fort within 8
P/Ls SCRE“ME; SPIk g~ ZNLEWE , Inspire Fear +4vs Will within 8
:A:‘ Noys 4bojg }OCTURING ™. I°U7~ / Injure +4 vs Fort within 8
SPK/N7°~ SCloyg | Jusy. Rn’osi‘ ri\s Bopy, Vulnerable 10/ Fire
D au. Hoce NN s ERRI .
Y. [ MY w“SN/T Resist 5/meat-based attacks
MYSE»LF Ish | o Gs Jus
‘STFNGCC,OB“CKD) b M“KE‘ . t N W\y
oK ot pel 1en with
. yself WV T ppvivors | Jant noises
not e | yes 2! 'vv\& ind gie no W&
e ’ 0 :
Adetwu with cr L em ed 1 th urvIv pe Moré
e/y\OO\AV\t& at t red | © Id t noné &racity of
- ped th far jcating pt the v
m@y\tnoﬂ k&d - w\ < d. | W i< sake.
it att. i oth@_" - pres for PO ste
£ ,mowvﬂﬂb  th 0S¢ wde | heré
. o )
Sp&Gl'flo a ations but
the S3




RosoTs

Me? YeoH, \WE SEEN i£M. KILLED & BUNCH OF JEM MYSELF, aS MUCH &S THEY
CaN 8E KILLED. |T's NOT HaRD, REaLLY, NoT IF you KNOwW WHaT YOURE poiNe. THIS
paSEBALL BaT HERE IS PRETTY GOOD &T CRACKIN' EM WIDE, oND ONCE You SEE THER
CROVITS, & BUCKET O'WaTER WiLL FINISH ‘EM RIGHT OFF. PISS/LL WORK, ‘F YER THE
TYPE WORRIED 480UT SaVING UP THE FRESH STUFF. MaTTERS FaCT, | LURED & COUPLA
THE THINGS INTO & CoNSTRUCTION PIT & COUPLE TOWNS OVER. MaYBURY, THINK IT
waS. THESE THINGS aRE GETTING CLOSER T° CNILZED LIFE EVERY MONTH, M TELLNG
you. GET READY.

You GOT & 8aT? CaREFUL WITH THE METaL ONES. You waNNa WRap THE END
N RUBBER, ELSE you'LlL ELECTROWTE JOURSELF IF You STICK T SOMEWHERE THEY
poN'T LIKE. AND THEY DON'T UKE LOoTSea pLACES. PRACTICE YouR SWING. NoT ToOO
FasT, NoT T00 HiGH: REal aRT TO IT. You caN MakE & SORT of Music, IF You RIT
M ST RIGHT:

ANYWHO, ONCE You HT EM, WaTER WORKS REAL WELL. WaTER, aND GOOD,
oLD-FaSHIONED aLUNT-FORCE TRaUMa. CoupLe HATCHETS TO Mekt oN OPENING, |F You
pON'T GOT & 84T HaNDY. SawW & GUY TakE ONE OUT WITH & POWER LUNE ONCE. |
WaSN'T SURE T WaS GONNa WORK. FIGURED THE DaMN THING WOULD WST STeRT
CHaRGING OFF T GROWING STRONGER, you kNow? BuT \WOULDN'T You KNOW, THaT TIN
CaN BLEW UP, SURE &S YoU oND ME. NoT as Easy TO CaRRY AROUND as @ gasEBALL
8aT, THOUGH, SO0 aMPS IS

BT You caNT LET JoUR GUARD DOWN, NoT EVEN IN THE WaTER. Had @
FREND WHO DID THaT: WE FOUND SOME OLD SHOWERS. PusLic, OUTSIDE & SWIMMING PoOL.
PLaCE STILL HaD RUNNING WaTER, CaN You SELIEVE T7 WE CalLED ouT FOR SURVIVORS,
EXPECTED TO SEE SOME RADERS OR SOME SCHMUCK HOLED UP, HOGGING THE WaTER
FOR HIMSELF. DION'T Look. T00 CAREFULLY, OF COURSE. PRosPECT OF FRESH WATER ‘&
HOT SHOWER- \WaS SOMETHING TO SEE. Yoy 8EEN OUT HERE LoNG? FEW MORE NIGHTS
gy THE CAMPFRE aND you'lL KNow WHaT | MEaN.

\WE DROPPED OUR GUARD REAL LOW, ME aND HIM, THNKING WE WERE SafE WITH
all THE WaTER aROUND. THE CLANKERS poN'T LKE TO GET CLOSE TO IT,You KNOW
How THEY aRE. BuT WE WERE CLOSER TO DaMN Fools THaN WE WERE To 8EING
caFE. COUPLE OF THE MORE MOBILE ONES CaME ouT oFTER US. THEYD 8cEN DENTED,
suT NoT ENouGH TO sLow ‘EM DowN.
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y? My PpaRTNER,
or ouT # COURSE, YOU SEE ME HERE Towv.o:uz‘l:‘s J\."‘_\;‘E-T\ME obEaTH.
\ f’ 0 LUCKY. HE ST@YED sEHIND SO | couLld 6O 10: Now —HE VERY THNG
ey v WRITE THaT DOWN, You KNOw. BEFRE.AD- TH\ss” ob PROCTICE aNYwaY.
o 2]
Ui ‘u £l you Is ST as LKELY T° fL JousE R “SMNG‘N Tuhs \f THaT PIECE OF
THaTD TELL TTERED WHaT TIME WE sToppED BREATHING, Nevet Has, NEVER
As IF |T EVEN Me 7 NT. NoT ONE TIME. "
sg. |T o o HM
ER SERVED aNY PURP . BELONGED T )
\NFOKMO‘:-L‘: N&::s:N | kNow His Is BECAUSE OF THS WaTCH HERE
WILL.
To JMmY. ONLY THING OF WS WORTH C&

RRYING AROUND. We LEFT THE ““TZ:';;
WE SUCH &
HE HILT W THE oNES THaT GOT HIM, ahD 1T sEE:_\E:KL\ BUT THE waTCH
BURIED TO T EHEM | usED THIS 8T TO DRNE THEM 0y R i
Z:TKZET aND, WELL, WHaT USE IS TIME G0 Hﬂ\f :TOWED seFoRE HE DED NEVER
A " ) LESS OF COURSE, s SSUME
42 T Was, 1042 1T 1S oucH, | calT &
IOL:LS‘\rov To CONSPER THaT ONE. HE Rt :\go:l'r SO MuCH TO HIM,
wikitn THE CaSE. ALWaYs DD WONDER \WHY THE T OR SOME THING...
THaT Was Fall. SaD IT Was aBoUT LEEPING ORDER OR ouT THE REST OF
EVEN oF TER THE N NICE, 8UT IF You WaNT ME TO POUR

K K\ >
‘

_RaND SIMMONS, SURVIVOR

Initiative 4
Move 4
HP 45
AC 23
REF 18
FORT Immune
WILL Immune
AP 220
AP Regen 40
Unarmed attack 2 attacks, +3, d6 *2 damage
Control 30
Destruction 10
Abilities Inspire Fear
Pulse
Repair (As lesser Heal)
Reflect
Stun
Resist 5 blunt damage
Vulnerable 10 Electricity
Vulnerable 10 Water
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ScaTHaN

It's not the worst way to die that I've heard of, but it certainly 1sn't
ideal. Anyone who Crosses paths with the Scathan eventually ends the
same way: bedridden from heavy fever that refuses to break. It

is't the fever that proves lethal: the bedy invariably explodes within
three weeks of intial contact. It's said that 1f anyone survived the
experieyce, they would serve as host, that each victim the Scathan clam
is merely an attempt to Cross over into owr world. | fear the day they
find a strong enough vessel.

Y KEEP SEEING THaT POOR WOMaN OUTSIDE MY WINDOW,
8UT NO ONE ELSE SEEMS TO WaNT TO Talk TO HER.
| DO HOPE SHE STOPS B8Y."

-ViviaN SKIRESS, WIDOW

The name comes 7, '
rom a '™, J '
n ancient word for “mirror”, It jsprt known if

it s R
o one creature or mapy. Jt's difficut to collect information given the

rapid natwe of the aff ction. What | do know 1s the f ollowing:

The Scathan hves in mirrors. Or
rather, they appear in Mrrors.
It's wiclear to me if they live in
them, oF In Some realm that is
accessible only via mirror. Victims
report seeing an elderly woman,
doubled over, almost unable to
walk. She seems blurry, and Is
beckoning the victim to take a
close look, to lean in for a better
view. The woman is dressed

in dark rags, with ragged har
falling down about her. | know

of vio ome who has seen her and
survived, nor anyove who managed
to look away.

“EVERY TIME | LooK IN TH
€ MIRROR, SHE GETS CLOSER.
THERE’S MORE THaN ONE OF HER Now,, | THINK. o

-ADRAIN VOURSMITH
Slo




Oyce the victims see her, she appears more often, ayd more clearly
each time. She approaches the mirror, whispering and beckoning as
if she has some important message to convey. IT only one exists,
then all mirrors must be Comnected; reports of her have been
collected from thousands of miles apart, from cultures whose orly
communication has been me and my ilk, collectors of storie s. Jths
possible that this story was spread by those like me, but right now
| have to believe that that isnt true. The implications astound me.
An entire realm of passages beyond the mirror. I we could Tind
some way to tap into that, to explore these lapds...

¢ FEEL UKE THERE IS & CROW
L\V\\Ne INSIDE MY RI® CaGE. \Ns:“cab
of FLUTTERWNG, IT IS TKY\N eFEEL
DESPERATELY TO EScapE. | Co 2
I THReSHe, B e RhvTHN
oNES N PERFECT, hé& .
scvf:rd STRIKE ECHONG THKOUG}:L:Q:-
sopY. | am NOT aWaRE OF MY feok .
EVERY PULSE REPLACED WITH M
aNGRY 8ERTING OF wiNGS. I T \sN e
COINUIDENCE THaT THS S E 8
To KEEP MY 8LOOD FLOWING.
_FiNaL JOURNaL ENTRY of MoRe
FaNoLY, VICTIM

Still, | prefer
Scathay could

Initiative
Move

HP

AC

REF
FORT
WILL
AP

AP Regen
Melee attack
Abilities

RS

5

5

15

14

12

10

14

300

40

Claws +3 vs AC, 1d4 * 2

Mirror Walk (As teleport, except
can move to any reflection within
15 squares).

Enthrall: +3 vs Will within 6
Infection: +3 vs Fort within 6
Plague (Control mod of 3). Anyone
who dies while affected will turn
into a Scathan.

Backfire (Control score of 35 +3vs
Will within 3)

Insanity: Cost 60 +3 vs Will within
6, target becomes insane Save Ends

ths to the idea of there being multiple. Multiple
| dey Surrownd a city in minutes, twning R

on't kKnow if the host would alter physically
wO‘,"/q hve silently jnside, a parasite among us ,
Waiting to strike. | suppose it's possible that ¢
ameng us, that several Scathan have suyived g

aganst us,
or It the Scathay
Watch'"’)ﬂ. /&drn,'” 9‘
here are jfected
he trapsfer.,



COTla

|T's NoT POLITE TO ask HOW SOMEONE LOST aN aRM, DEaRY. THOUGH | SUPPOSE IT'S alSO
NoT T00 POUTE TO LECTURE THOSE WHO Pay aS MUCH &S you aRE. VERY WELL, YOU HaVvE
MY TalE.

| Was MucH YOUNGER THEN, WITH & COUWPLE OF FRIENDS aND NOT a CaRE IN THE WORLD.
Becca aND | WOULD 60 COLLECTING BERRIES IN THE FOREST BEFORE SUNUP EVERY WEEK

<0 WE COULD COME HOME aND PRACTICE MaKING PIES. THIS PARTICULAR MORNING, WE WERE
AFTER BOYSENBERRIES. | REMEMBER THINKING [T WaS & LUTTLE colb FOR aS CLOSE TO
HARVEST @S WE WERE, 8UT aT THE TIME WE JUST aTTRBUTED TO THE Way NaTuRE Is.

TURNS OUT THERE WasN'T a THING NaTURAL aBOUT IT. BECCA AND | EacH Hab aBOUT &
8aSKET'S WORTH WHEN WE FRST SewW THE THINGS. THEY WERE SMall, NoT MORE THaN
TWo FEET LONG aND HalF Of ONE Tall. THEY HaD SUCK GREY QUILLS ON THER BaCk.
THE ONE ON THE LEFT Hab & FEW OUILLS poriNG OuT IN obd DRECTIONS, aS IF HE'D
FORGOTTEN TO coMe HIS HaelR THaT MORNING. \ DODN'T GET & GOOD Look aT THE KEMPT
ONE, BUT THIS ONE Hab THE BLUEST SHaDE of GREY IN ITS EYES. THEY PIERCED RIGHT
THROUGH ME, | SWEaR | COULDN'T MOVE. | Was STaRING aT THE UTTLE 6WY, URGING IT
T0 coME NEaR SO | CouLd PET IT. | COULD alREADY HEAR MY MOTHER'S VOICE. “MaRY-SUE,
you CaNNOT KEEP THIS CREATURE! You DO NoT KNow WHERE IT HaS BEEN OR JUST WHaT
T COULd BE caRRYING! YOU Takt THaT THNG 8aCk WHERE you GOT |T aND Bakt YOUR
DES SO SOMEONE MIGHT SELEVE | aCTUALLY RAISED YOU propER™

Pa WOULDN'T CaRE THOUGH. HE'D WST LOOK aT ME, & SHINE IN HIS EYES, NEVER SaYINe No,
NEITHER OF US aCKNOWLEDGING THE FaCT THaT HE HaDN'T Sald YES EITHER. HED ClaiM
NoT TO KNow aNYTHING a8OUT IT, ESPECILLY aS FaR @S MOTHER WasS CONCERNED, 8UT
' FIND FRESH PRINTS IN THE MuD TO aND FROM |ITS SHED alMOST EVERY MORNING, aND T
WOULD GROW &S |T WaS WELL-FED WITH SCRaPS FROM WHATEVER MEaL MY Pa HaPPENED TO
“LOSE SIGHT™ OF.

BUT OF COURSE, THaT DIDN'T HaPPEN. | NEVER GOT THE CHaNCE TO Talk MY PaRENTS
INTO KEEPING IT. WHEN | BENT DOWN, TWo of THE QUILLS STRAIGHTENED aND LaUNCHED
TOwWaRDS ME, STRIKING ME IN THE aRM. | NEaRLY FELL OVER WITH FRIGHT. | coulbN'T FEEL
& THNG! [T FELT colb aT FRST, LIKE |'> PLUNGED THE LEFT HalF OF MY 80DY INTO THE
RIVER IN WINTER. BUT SOON THaT FaDED TO NUMBNESS, CREEPING IN 80TH DRECTIONS,
paST MY ELBOW. THE GUILL STRUCK ME RIGHT HERE.. OH SORRY, ST & BT aBOVE THE
WRIST.
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Initiative

Move

HP

AC

REF

FORT

WILL

AP

AP Regen
Ranged attack

Alteration
Abilities
Other

50

22

18

22

18

180

50

Quills: Costs 30 points. 2 attacks, +2,
d4*2 cold damage. If hit, a creature
is slowed until the end of their next

turn. If already slowed, creature is
immobilized (save ends).

30

Permafrost
Vulnerable 5/Fire
Resist 10/Cold

£ S

WELL BECCa DROPPED HER BERRIES
RIGHT THERE, aND KNOCKED MINE oUT

_— OF THE MY GOOD HaND. SHE STaRTED

SCREaMING aND RUNNING BaCKk TO
TowN, FRIGHTENING THE pooR THINGS
OFF. | SAUNTERED aFTER HER, ONLY
CaTCHING UP WHEN WE WERE #80UT
TO MY MOTHER'S PLaCE aNYwWaY.
COURSE THE WaY SHE TOLD IT SHE
CaRRIED ME RIGHT FROM THE STaRT,
oFTER SCARING THOSE THINGS away 8Y
T0SSING OUR BERRIES AT THEM. THeY
WEREN'T EVEN TIPPED OVER WHEN
WE LEFT, aND | NEVER DID GET &
8OYSENBERRY PIE OUT OF THE ORDEAL.

MoTHER WOULDN'T HEAR aNYTHING OF
IT, SHE TOOK ME STRAGHT OVER TO
MickEY's. HE'D NoT SEEN THIS BEFORE,
aND INSISTED | Was LYNG. Saib | 60T
8ITTEN 8Y a SNakE aND WaS TELLNG
TalES. Saldb WE NEEDED TO aMPUTaTE
To sTOop THE POISON FROM SPREaDING. |
sald IT™ THEN aND | STaND 8Y |T NOW,
IT Was HM TELUNG THOSE TalES, oR
IF NOT HIM, THaT aCCURSED 80T TLE HE
FOUND HIS SolLact IN.

WERE | am Now. THE ONLY VicTIM OoF
THOSE POOR CREATURES. THEY HUNTED
THEM, PROBABLY NEaR EXTINCTION, 4T
LEaST aROUND THESE PaRTS. | BET SOME
RaNGER GOT STRUCK SOMEWHERE TENDER
WITH ONE OF THOSE QUILLS aND WeS
T00 aSHaAMED TO aDMIT TO ME THaT
T WORE OFF IN aN HOUR OR TWO. THEY
TELL ME THaT'S JUST WISHFUL THINKING,
OR & BITTER REMEMBRANCE FROM aN oLd
MalD, 8UT | FOR ONE DO NOT SEE How
THE SaME SENTIMENT caN 8E 80T H.

- MaRY-SUE BROWN



SEEKER

The most obvieus warning that Seekers are approaching 1s the smell. The creatures
look . almost hawmap, from a distance, and they smell exactly how they look. They walk
with a slight himp, though you wouldp't know it by their speed, Clumps of Skin hang off
of them, dangling by the last thread of hwmanity, Their body is covered m boils, their
imbs hang amost hmply of f of them, boves beyding at odd angles. They walk 1 a

Certai way, a shuffling of their feet that is amost a shamble. Avd Sometimes, they
glow.

Specifically, they have large sacs of flesh, pus and acid that
hang from their bodies like forgotten crmaments. Oftentimes,
they sit dull and lifeless, waiting to be pwictured, spraying
fou-smelling coze cver everything in sight. Other times, they
glow, 9iving off a bright light that can serve as more of a
warnng than the fetid smell creeping before them. This light is
the only sign that a mage put wp a fight.

) While Seekers are nonviclent towards those WS AL
use magic, almost to the point of pot o

| existence, they feed off magic epergy. Seekers ape
g to magic users like carnivercus, fireproot moths to
a particdarly vunerable flame. For you see, magic has
httle effect on Seekers, They absorb s e
pus sacs. When they get Wt with a spell, a pew sac
forms, surging with light. Avd then the battle truly begins,

Seekers can tear these sacs off and throw them
towards mages, causing a sticky mess of burning pus.
Other times, they!ll tear the sac off and drink from
it. When they do, their wowids seem to heal, their boils
and scars glowing softly as their blood dries up.

rs are T ormidable, T hey rush

S e :
Whether charged or not, eel. dy to tear their own hmbs of f

lusting for combat, red . ] i
fozward‘ t‘:\e,mngas clubs or bone spears In close-quarter CO
apd use

t

< are less potent at shor .
because they know mage R

Whe;:&ror because they feed of f the mere presef;zet:at o

ey oy ' e Close enou

NS, st known. The fact 1s, once they're C o SN

cay feel their ragged breath on.your wiz r :

have a good Chance of making 1t ovt alve.

(60




Initiative 8

Move 7

HP 35

AC 18

REF 15

FORT 20

WILL 22

AP 200

AP Regen 60

Utility Mod 1

Melee attack Torn limb: +3vs AC, d6 *2 damage. A target hit by this attack is debilitated (save
ends).

Ranged attack Throw Sac: consumes one sac. Choose a square within 4 squares. All creatures
in that square or an adjacent square take 1d4 * 2 acid damage and are slowed
until the end of your next turn.

Abilities Backfire: +4 vs Will within 8. If hits, target gets Backfire 45.

Battle Rage
Bloodlust Frenzy
Speed Burst

Sacs Roll 1d4 - 1 to see how many charged sacs a seeker starts with. There is no limit
on how many sacs a Seeker may have charged at one time.

Drink Sac Minor action, consumes one sac. Regain 10 hit points.

Magic-fed When a seeker is hit with an Ability that would normally deal damage, they

take no damage, and heal half of the damage that would have been dealt. It also
charges one sac.

Some say that the Seekers themselves are mages that have beey
corrupted. A poultice gome wrond, or a misfired spell, and suddeply an
apprentice becomes a Seeker, feeding off the cauldrons of magic stew,
the many orbs and artifacts that magic users keep arowd.

C?ihef; dsuﬂa& 4178 .V"Gt"ms of the Seekers tun into Seekers themselves, a
plague designed to rid magic from the world, Still others hold that they a,e',,,:t from

«“THEY ONLY HUNT MaGES. THEY DON'T CaRE aBOUT THE
RETS}:E Oof US. THaT’'S WHY You aND | WERE a8LE “ro walk
RIGHT 8Y THEM. IT'S alMOST LIKE THEY COuLDN'T SENSE
US. PERHaPS THEY CaN'T. MaveE WE'LL 8E THE ONLY ONES
WHO SURVIVE BECAUSE OF s
— b’ B =RDER ScHooN, CouRiER




SIDE'WINDER

Everyone whe's been within a day's travel of | the Jseg" has
eycomtered one of these cCreatures, ayd I'm no exception. A
ful-grown Sidewinder is as tall as three men (though the
rownded bedies dontt look to be taller than a man's, theVRes
quite clevated). This makes them easy to see, ayd easy to
avoid. Whi’é not typ,'oaﬂy hOStI'/e,. \S,-d&WfVldér s wl Ghis& dOW”
anything they deem to be a threat to their e93s, e
vt Shore Tt it sually ignore Children, but it's better to be
safe than to be dead.

If you can get far enough away, Sidewinders are a thrilling sight to
watch. The males are covered in intricate whirling designs, usually
Jjust a shade darker than their skin. The way their legs attach to
the body makes it hard for Sidewinders to walk in a straignt hne.
This leads to a bobbing effect that can be quite hyprotic as the
designs weave over the waves. IT you ever get the chance to watCh
Sidewinders by sunset, leap on it!

You aREN'T RE&LLY WELCOME ‘TIL You caN FELL SUMMIN
BIGGER ‘N YOURSELF. WE'LL SELL TO You all THE SaME
IF THE MONEY SPENDS, BUT You WON'T 8F TREATED '
QUITE THE SeaME, NOT ROUND HERE. SIDEWINDER'S o
GOOD'a PLACE TO STaRT aS aNy."

-RoJER ELKINS, HERMIT

The legs themselves are huge, jagged things that jut straight to the air
above the body. Each of the fow legs makes a sharp angle dowywards ‘
towards the head, and it's here that they attach. This angle is a joint ‘
though it only provides minmuwn movement. That being said, DON'T ‘
Mnderestl'mate their speed. Sidewinders may look clumsy, but they will move
auickly 1f they need to, and /'ve no doubt that they could spear an entire
famly with a single swipe of that jagged leg,

THE WoMEN:
LF MORE THaN

_SUNSHINE MaRIE

(02




“You WaNT TO SEE SOMETHING FUNNY? You KILL & WOLF
OR & BEaR aND STRING |T UP GOOD ENOUGH, RUN ON DOWN
8Y THE WaTER. YoullL SEE SIDEWINDERS SPRINTIN aND
RUNNIN', alMOST FalLING OVER THEMSELVES. THEY CoME
RIGHT oUT OF THE SaND, | SWEAR YOU CaN'T SEE THEM.
THEY TEAR THaT PELT UP UNTIL THERE'S NOT o TRaCE
LEFT OF |T. Da’ Sa¥s IT'S & WaSTE OF a PELT, 8uT |
SaY IT'S WORTH |T."
-DaNEL TowNHaLL

Initiative 6

Move 6

HP 35

AC 15

REF 8

FORT 13

WILL 11

AP 100 /

AP Regen 20

Melee attack (Jagged leg)+2,1d8*2 (can attack 2 '/ e
adjacent enemies at once) A j;' (\"J“NNA RIBE ongm

Abilities Disorient +4 vs Will against 1 " FORPENTER, acE gy

creature within 8 squares

The bedy Is shaped like a large egq, with clusters of eyes atop. They have
a rowded mouth with rows of jaqged teeth, though | have never seen orve
eating. | would love the cpportunity to examine ome's corpse, but they are
almost as protective of these as they are of their own yownq. Some villages
will hunt the ‘winders for sport, claiming the meat and any eqqs they can
find as luxuries. Most stay their distayce, as | am advising you.

' ' ] fer to "the call of
aver't heard it myself, but salors will often re '
Mgel v a faint croak they hear at dawn. | don't think anyone

the Sidewinder”, : . / S
ts defintively the Siderwinder’s making _the noise, bu
Rl i s a swe Sign to boats

the hollow creak echong across the water |
that they're near shore.

—_— 93 —




SKELETON

3 J
: oo viaht. Sometimes there 1snt
: "t bur,gd q'M]té r’ght. ‘ d
: : whenever bodies aren ivwal overlooked.
| see it all the time, h the. CorpSe, eNov gh tears Sh&d‘ some ¥ L e
enough reverence JIVer to wasyt ready to die. No matter '

Other times it seems thelbody ! Shety <e. with no muscle left to direct 1ts bones,

: : caying corp , : s, Other times
L tl}é t:am;:omﬁldd&an;/ Zzznders about. Sometimes 1t takes week
crawls out © =

en't always hosti’&. :
year;} B:t off}fe: c::‘a: not, 've seen these creatures return tod the’:r ‘PI‘Ob Sth?fy
0 [ h ; 5
hadr in life-sweeping a porch, cutting hair, or p!antmﬂlt‘i&z fe -fra;”?sewn
they've done so many times that it's not a thought, 1 B e
into their very bones. Other times, ./'ve, heard tales ¢ _Zd AR
deycy to fight. And vot Just those who wirong sy

;f]d!kas tteZ:]d to be more content with @ skeleton cleanng ShZP bnt hat's
aroa when its holding a straight razor near their vulnerable Dits, bu
folk.s.

It's certainly not wicommon for the corpse to be destroyed again, aHOL ['ve
heard of more than one town driven mad as they ran from docr to 07; :
murdering each other, trying to drive out the necromanCer amonj th"""‘éd e
there's ove thing l've learned in my travels, it's that pecple want to ,r ve t
cthers are to blame. That, and ['ve seen a dozen ways to run a settlement.

They all start with doubt. Doubt and fear. But the skeletons. It's usually

just people who come back.

Initiative 1 ke this, but Jve seen It

Move

: happen to a pet. Bit of a hard
AC - spot it puts the parents 1N,
RE = between destroying the Jgd
{0 . a second time and allowing
FORT 14 an abomination intq thg howse.
o - Even If the abomination
= - does't eat or crap and stll
S - comes when it's called. T hen
Unarmed attack 2 attacks, + 3 vs ac, 1d2 * 2damage again, 1t tepds to be less
Abilities

Throw me a bone (as throw weapon)
+3 within 8

(04

fuzzy after having been dead
for a few weeks.




the scuth, it's shortes:
dead at odd angles. In
most times, Perhaps jt

they destroy them on Sight, and have taken to burying their
the vorth, the good-natured period lasts T, or
has to do with the weather? Must

S

Close to a yeay
mvestigate further,




SNOWMEN

T humpity thump thump, thumpity thuwmp thump thump look  at

¢ ToLd MY MOMMe 2
those heads roll. For mayy, these are the last sowds ar SNovi-taN °‘§€\§T
they hear. Within moments, the only sign of the mwder /s to uFE, 8T mﬁ_ oo
a bright smear of red in the otherwise wtouched smow. $ELIEVE T\EL“

If any feotsteps are present, they were made by the spret. MorsoN

CorpsSe., |
4 For centuries, unsolved murders like these plagued villages and cities. E Vgr)./
winter, corpses woud appear. It seemed like men would die, avidgntly by th&,r
own hand. A weed axe next to the body was the only clue. Sheriffs had little
choice nor Cle, and investigations were brutally short. As time went on, we
became more aware. We travelled together when the snow fell, and we started
listening to the children. You see, it all started with the chidren.

the first time, the youngest av.r\on_qlws
d forming those shapes to images of
the live, these "snow mey came

When exposed to Snow for
played with 1t, formng sShapes, an '
' along

mselves, mto men. Somewhere . e
iﬁeh‘f e. Avd, confronted with their own mortahty, they grew mad. "

' ' /) eral
tell you if it happened that first winter, or If the hostility a;oze bse\;ha
terations into the endless cyCle of being born and slowly k;‘ .e : Zx,'st
’e,ve,r-bearing s, but | know that however many of these thing .

they aren't happy.

Initiative 2
Move L
“THaT'S ST aN oLp MYTH, WHo - %
TOLD You THaT? SomeoNE 'blf:s LE b
N THE SNow, EVERYONE's EaGER REF -
TO BLaME T ON THE YETI oR FORT 15
THE SNOWMEN. | say pon GO
UT IN THE SNow aND WE DON'T- WILL —
gavs TO WORRY 4BOUT \wHaT's AP 2
UT THERE! No ong EVER DIED
SITTING IN FRONT of THE FIRE i .
MITELL B 5 Unarmed attack (2 attacks, +2vs AC, 1d4 *2)
-Miss MabeRrLy OakWoRKER Abilities Snow Walk (as teleport, range 5)
Permafrost
Other Damage Reduction 5

bl




“NoT WISE TO GO OUTSIDE IN THE

—
@ @" WINTER aLONE. You'LL FIND YouR
DEaTH OUT THERE, ONE WaY OR

A~ — ~ »

7 B SRS

T & -RIKKaRD BROKERMaN
e f/ Nadl
4 ’Q/J

“rie moment they're across the field, a chld's plaything. You turn arcund chopping
wood, You look up a moment later and jt's bigger. Closer. Youve beey w.orking
too hard, you think. There's woed to Chop. But then it's on your left and closer
yet. You start to sweat, It's the axe youve beey) swinging, bowd to :"\ake anycre
swgat. Still, semetime jsp't Sitting quite right. The way that carrot seems to
twltch at you, the way those beady eyes.wait, Those eyes are actual beads Y our
wifels beads, you've Seep them before, The spow may takes a step toward.s
you. Or rather, it wproots itself . bowting on the snow with a muffled thump. Yeu
want to rw, but yowr legs freeze, You cry for help. The Snowmay disappu;rs
You exhale, wicomfortable warmth spreading. You start to meve towards the hO;ASe,
f aster than normal. A shuff hng n the snow. It's behnd you. Your axe. f. orgotten ‘
m the snow, rises wp as the grownd mounds up below it, forming into .a lay ge.

ball, then twe, three. Jt's holding yowr axe, swinging down. You dod 9e, apd the axe
1 al/s'to the growd. A secomd later, the snowmay is jy ront of you‘. You run
§pott1n9 your shotgw) near the shed. You're halfway there. Closer, T he snow;nan
IS nowhere to be seep. You nge for the shotgun, but it teo starts to rise uwp
out of the grownd. You scream agam, your cries cut off by a blast of lead A
Second. You collapse iy the Snow, your bleod melting the grownd around you, ‘

Rumers tell of a ‘ma jor disturbayice! < ‘
e B« ‘ ome years age jy the E ast pea '
i fr;rwzl::'ed:isovfred they Wa,fe ;.«;ot leng for this Iife. Th:y vte,:tt ,ronwieiaif:ree
woarons it );heo th}‘;nd their Iif espans, some way to delay the ever-ris .-
oy s ; Y held half the town hostage befope the heat got th ng

' M9 away, they held onto hope ayd anger. | wonder, jf they ci::.e Eb‘c/zzz

< 7 l,—.v

MEN
© TalE THEM COUNTRY WIM
S WSS & ), | NEVER SEEN

THEM'S CHILLUM
i UFE. THEM DEATH'S WST

SNOW COM'Ta
FOLKS TRYNa GO EASY oN THE\R“FaMLas.
WINTER’S HaRD ON FOLKS.

-ARGUN STRaNDS, RECLUSE

i e




SOULCRUNCHER

‘B THE TIME You SMELL THE SULFUR, HE'S alREaDY GONE. No WaRNING DOES HE GIVE You. NEVER aNY
WaRNING, NOT THaT ONE."
-LuiNba LoRES, GaRDNER

From what | can 9ather, the soulcrwicher is a giant made of smoking tar

and smeuldering fire said to hawmt mowntainous regions. According to popular
folklore, he feeds on lost explorers, and as long as he gets his fill, he avoids
the town. But the second he goes hwigry, he knows just the place to go.

The town drunkards told me how their ancestors used to .
intentionally lure mountaineers to their deaths, or trap them in
ruins ayd treacherous slopes outside the City in order to keep
the giant sated. They said that when he reaps a sou of a
loved one, youll feel it in your bones, suddenly thinking of a

friemd you haven't spoken to in years.

Initiative 8
Move 5
HP 140 NoT
AC 19 Wyg NOT HEaRD OF E‘:f'\‘(,ou&st.
waT | N REMEM NG YoU
REF 14 B N REMEMSER SEE © et
FORT 6 D $EFORE, NE'
L 1ROUND HERE NG TO sTeRT
WILL 15 YouRE N°:GL:?’;‘ Jou? LOMNG
\ €
AP 100 ::ﬁ:tsn a800T sw;:;:?
you
AP Regen 10 GeNTS AN Lw::v To STeRT
oD »
Melee Attack (Axe) +6vs AC,1d6 *3 BELC”\K;-"{O\)OOL\: THeT S
Abilities Demoralize: +4 vs Will " GoopnIN Varek
within 8, -4 penalty.
Reflect
Wallop

Resist 5 fire
Vulnerable 5 ice

. ertainly pot a new Ssto
twre lve for on lost adveptureys? £ e




As the Stery has it, Seulcruncher has ayiother name, cpe
too terr;b/e. and too difficult to provowice, that has.bee-n
lost to time, T-here was one fellow whe |/ thought kpew
Zn:rihghanh . heb v;zs Saymng, but he wouldytt let anything

_ Ve ns buddies were watching. M ma '
Sngle hm out later, R

Ne matter what name he gees by, the storjes I've
gathe;.'ed' place hm at arcwd twenty feet tall, with globs
o_f dripping pitch and the smell of sufur trai/i.ng be hind
hm. Seme say he carries a club, others had jt as a { axe
Some say he has po apms at all, but is mere a roi/in ]
mass of het earth, f Ire, apd dead bedjes, #

| thought it was a legeyd, but | did find a law on recoerd, an ancient
thing the sheriff wouldn't comment on, stating that anyore twning a
townsperson over to Soulcrwicher for the good of the communty was rot
to be pwished. Now I'm not so sure. It only adds to my suspicions how
mayy townspeople fell silent when | started asking questions, or ran
out of the stew they'd offered me in generous proportions the moment

before..
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SPicLoPs

Initial report: Some months ago, a few villagers went to explore a cave.
They'd hoped to find an widergrowd lake, perhaps some valuable gems.
What they distwrbed in those dark corridors was something else entirely.

A flash of haht chased them from the caves, reducing a stwdy rock to a pile
of ash, billowing through the air. When they made it back to town, the villagers
still smelled like chmney smoke and magma,

In the time since its discovery, l've had the wyque chance to study the
creatwe they fowd. | say creatwe, for as far as | can tell, there is

Just the one, though | have not ventured deep enough inte the cave to

learn if 1t has a colony, nor have | traversed every cave in the land.

It's quite possible that these large arachnids inhabit caves Jjust ocutside

of every village from here to the Jeweled Coast.

In any case, the creatwe stapds as tall as ol R
large, arching legs that stretch half as f ar outv\d/ar;n ayi.s ?;vte;;/ ed’ghio the
growd. These legs, as well as the body of the e
M hair, so much so that an aspiring merchant could ma ke a small
Carpet from each. The hairs are thick bristles that can be moved
indepeydently. | have determiped that the creatwre cay semse with
each one. Not only touch, but ajr pressure, temperature, and evep
remete movement, It has yio ears, but does respond to ' sownd. It seems
as though the vibrations from sowd itself tickle these ears. alerti 9
the Creatwe to evey the smallest mammal's bre athing within v GhoZe,n




Initiative 0
Move 4, Climb 4
HP 80
AC 24
REF 22
FORT 24 i
WILL 22 MoSTLY wHaT | REMEMBER
IS THE LEGS. |T Habd SO
AP 100 MaNy. ' DIDN'T- kNow THINGS
AP Regen 40 cf°uLl>>l HaAVE THaT MaNy
: LEGS. Youd THINK IT woulb
* e ey =
Unarmed attack (8 attack's, each hit does 1d4 * 5 damage. +6/+4/+2/+0/-2/-4/ Fall OVER, TRIPING all
6/-8 to hit) THE TIME.
Abilities Eye Blast: Cost 60. +5vs Will against all creatures burst -SaM BROWNING, DISCOVERER

5. Each creature hit takes damage equal to 1d4 * 5 and is
blinded (save ends).

Large Creature

Darkvision

Enhanced Senses Takes no penalties for attacking creatures it cannot see.

Awareness

Does not grant combat advantage from being flanked.

T he body of the creatwe 1s remarkable, |f ['d been told of it, | would have
called the story a lie, as it seems to be nothing but a vunerability, especially
for a creatwe hving i the dark depths of a cave. T he body, you see, 1s an
eye, Tully functionng, near as | can tell, and longer than | am tall. | assume
the creatwe can see n the dark, though it responds to torchlight far less
aqgqressively than most cave-dwelling creatures. With its fine-tuned hair legs, /
cay't imagive the eye's vision is actually used for hmting or defense. A curious
thing indeed.

The bottom of the eye (the body of the thing) is a mouth, with

teeth as sharp as a soldier's blade, | pearly cut myself just looking

at them! T he teeth vary in size from six inches to as leng as my

forearms, immediately dispelling any hopes of the creature being

herbivorous,
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SUPERVILLIeN

As if my life isn't hard evough tracking down the bapk_ robbers T ra) the Renton ‘
heist, some new Clown rolls into town this week, calling himself Arct;§ Breeze. ’T‘héts
' it's a type of chewing awn. Anyway, | told him this, and gave him
s a piece of gum deserves. My mistake. Don't widerestimate

he makes up for with

not a super villain,

about as much attention a . yan
this quy, he's not messing arowd. What he lacks in originalty,

minty fresh breath.

Errr, | mean lots of powers. | let hm know he's in my part of town, and as
I'm clarifying that that does not make us nemeses, the quy screams something
about spearmint apd lobs a spear at me! A spear! Who does that? | got out
of the way, but my “Hierarchy of Nemeses, Edition Twe" 9ot harpooned like a
beached whale. | had 1t autographed and everything.

Zm | supposed to defeat hym jf he deesypt k.
reak rules all the time, that's kjnd of their

the rules that they! . ;
hey're breakjng, Ths 'S completely uwrpre dictable) He ooy I
b o

the police force out of the

their cars witil the 0"

: , , y ca

some girl's hajr wntil she can find scissers (e st o get stuck in

thng. But theye usually AWARE of

Actually, I'm not sure about the last ove. | think the chewing qum shtick

(‘heh) only applies to his naming conventions. At least | hope so. If this quy

can make thngs arbitrarily cold, wipredictably sticky AND carries arouwnd

spears, | might have to call in some backup. Then again, | could aways |
clam hm as my pnemess.. , ) ; /
J e -~
7 7

,cm‘ AN Aoy |
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ould END T RO
THeT HE W SUPER HE
DICTABLE #NNOUNCED W TWMELY WaRNING, RE GOWNG
WEEKS &GO, LoRO PRE MS THe T DESPITE s NOT E AL, By RE ECTS, THE
R 3 A-F aRE ON NS R WE CaN SPaRts ;«» ER NEPD: Jp sTOP HIM
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Arctic Breeze

Initiative 5

Move 8

HP 150

AC 20

REF 18

FORT 18

WILL 15

AP 300

AP Regen 60

Control Mod 4

Destruction Mod 3

Ranged attack Spear (range 6, +3,d6 *2 cold damage)
Has 5 spears

Abilities Permafrost

Ice Shards (As bone spikes)
Blizzard (as storm, but cold damage)

Other Resist 5/ Cold
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SwamP MaN

y :
3 Oouoremzw;ber dtheT :tor:es, back from before, E veryone kvew ‘em, evey if
re believed., ere waspy't a peyso ' ‘
' . N arowd who didi't have ay wicle
swears he saw a shambling pile ¢f mess Chase hm off the road Pr:b/emwﬁso

that wicle liked to dyink. Stil dee
; S, matter'a . :
But you won't. Just facts, kid, ria fact. You shoud check i on him,

It's a story as old as America, Family's driving down the road, they see something
move. They ignore it. It's a foqgy night. Raccoons are out, Make.s no difference that
raccoons aren't § feet tall. The lies we tell ourselves pever do. Make a dif w4
that is. It's just about comfort. But this isnt about some hypothetical suburbay, family ‘
from a hwdred years back. This is about the war, and this is about yow wicle.

Initiative 1
Move 3, Swim 8, Ignores difficult terrain
HP 70
AC 20
REF 11
FORT 21
WILL 18
AP 200
AP Regen 45
Control 10
Destruction 10
Enhancement 30
Utility 30
Unarmed attack 2 attacks, +4vs AC, 1d4 * 2)
Abilities Barrier
Crush
Enthrall
Morph 0
o X HaT T'S LKE SERVING ON;)E&M:E No
o B oo S e T L o) a1 G 1
o R

N
wE wNow WE W BAHD

LguTENaNT AbaM SavalND

4




“I 2 “*KDE ST p
aRT GRO
) WING up aF T
! » HE No. CO\“DN“ SEE alNY of

WaR, Was NoT

A KNOWING Ho ‘
H:;\Y OND TOLD ME THEKE V?“SVI “TZOzEGCT WHEN (\ w“S:‘-‘:‘;NES TOES :*:’ sKOT“EK 4 THO\)QH.
ED. |T'S NoT TH STER UND| THE ; o

i ‘ 3 (3 kDVENTUROUS THe!
NEVER Hab lﬂ?ﬁ@ff;‘“ﬁ | ST : E Wi :t:;;ST'gotcT 6o OF WS MaGINaTION:

T S . fﬁt&é Tolb WM \T'D 8E WS uNDOING, VT

NEVER Tnou(,HT...Fa\?d Tealt c&EAT\lKES c:OM\N(:

To LFE, wHo \WouLd HaVE \MM’:\NED

_SopHia TORRES

You didn't beleve wm, | wouldn't have believed hm either. No one blames you.
Only now Iit's not Just yowr alcoholic witle who's seeh the thing. War's over,

| guess it didi't have a reasoen to hde anymore. It's out there. | don't know
what 1t's capable of, don't reckon many people do. But people like to talk, and

not kmnowing nothing never stopped anyore from talking on it, specially round

these parts. Look, maybe 1t just wants to protect its Swamp. T here was a
are. But the fact is, people

movie ‘bout that, way back. Probably older'n you
have 9one missing. And 1T we can't find someone willing to 90 'n make peace
with a mownd of moss shaped like a man, well, | reckon folks are gona start

looking for a scapegoat. Known associates and the like. I'm talking about your

unCle. /'m
thoug;;otthsaymg he's one of them
N, there are some roupd ,
;?;/ht:t‘s Contagicus, ['m Justn sa;:;_: e
o ’Ow:n/t to seek hm out, if the:ri‘c;
i bV e:,'f t to be lost betwee.
t be mindful of thos e,

arowd, heay? . rumors flying




HACO

| thought 1t was
thaco 1S a
e pever been so wrond. The .
walking. /vea;l o bot i ity R possessing
eature. that ha Sn‘t rgd”l&d its

allen fighting spirit .
ol the armor itself has come to hfe.

a man .
curiously wpque Cr
abaydoned armor, a 14l
body has gone, oF if simply

What | do know Is that they used to be everywhere! In dungeons,
crypts, and vaults, near dragons and their hordes, T hese days, they're
much harder to find, having been driven to extinction or exile. T hat's
not to say they're 9gone from the world, not by a measwe! If yowre
ever walking threwgh a dark tomb and you feel a mx of dread and
nostalgia, well, keep your wits about you, 1t's lable yow're about to

encounter a thaco.

i
Z;ﬁ,eo); z;;n Zam}—;f;en‘t/y dange(ous, any mere than a swt of
i ! C,OM tey ;’ thrash m'to you and pinch here and theye
% confws,z V,}L Zr ve had w;th' thaco has epded the same .
e thz.m Se/rs 1S why / ba_//eve them to be spipits of the
i m;ving e th;/es not krnowing Why they contivve fighting
IR o the wzr/d. That confusion Spreads from them
beast were to beOl:w'.th /tohf;n tff)éoglrde bno dp ros;em. il v
; ] e deadly jpdee
(/:th z a:a/e. Commenly told aroupd here, though t);e ”nam:s ofte,
nange: a growp of youngsters wWith not enough Chores gees ?o

it house murderous folk.s,

ccasion, what seems !i}ge a swt of
lly a thaco, and in their enraged
driving a Sstake throwgh

T hat's not to say that strange buldings don
ot indeed! But on more than one ©

ating the foyer Is actvd
e, turn on each other,

covfusion, the explorers ‘
the”,ir friendships as well as their spleens.
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Initiative

Move

HP

AC

REF

FORT

WILL

AP

AP Regen
Destruction Mod.
Unarmed attack
Abilities

Damage Reduction

2

3 (flight, hover)
20

17

10

18

IMMUNE

30

10

3

(1 attack, +2 vs AC, 1d4 *2)
Chafing (as Pulse)

5

ey —




VaMPIRE

It's all the mayor's fault, really. It all started after that thing with hs wife, you
know? It had happened to most of us at one point, but we weren't ones to fuss.
Neither was she, really, but she was the mayor's wife, and he.. well, you kynow how
he hs. Thngs got a Ittle out of hand. It was always a peculiarity arowd Perf
Crater, the two neck pricks. Called it the Mark of the Crater. Practically sold it on
our postcards, But the second the mayor's wife gets cne, the town 9oes to hell.

She woke up about a month ago, a little paler than usual. Worried about her health, he
imspected her and fowd the two pimpricks. Like ['ve said, it's happened to all of us,
Me? | don't think he noticed the paleness. | know | never did. | think he found the
pinpricks of Ws own accord. That's not really the point though. Point 1s how he reacted,
He decided there was a vampire amongst us (as if we didn't already know, as if we
had't been shushing owr childrey Trom talking about it for fear that them snging their
songs apd spreading his tales would bring him to cuwr door for more than Jjust a taste).

No, what he did is quarantive the town. He turred us against each other
offering bomties for proof of the death of this creatwe. Creature. :
Monsf:er. These are the words he used. Nothng else. Never ackyowledging
that it was one of us. Started offering money to whoever could kil the
Monster of Perf Crater. First came the merchants. Nearby folk looking to
make a neat profit. They were selling protection kits.

Then came the hmters. Pecple from pearby cities
who'd bagged a few wolves, maybe something a
Iittle scarier. They'd heard to words, the warnngs
our mayor was sprouting, came to Cleanse us, to
capture the bowties. They sat i ow bars and
drapk. us out of town. They would have if we'd
beey allowed to leave, anyway. They were rowdy
enough that we all started to stay home. Not that
anyone wanted to be seey after dark anyway.
Seems to me weld want to make a show of being
seey i the swilight, ot hding inside at vight,

but maybe that's why | was never put in Charge
of this kangarco cowt. The hmters were taking
over. They owned our town, started declarng their
own kinda martial law, claiming property “for the
good of the hwmt". Mayor wasn't gonna stop ‘em.
T hat'd meay admitting he was wrong. He wanted
their vengearce.
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Vampire Lord

Initiative

Move

HP

AC

REF

FORT

WILL

AP

AP Regen
Control Mod
Destruction Mod
Enhancement Mod
Utility Mod
Unarmed attack
Abilities

Other

10
8
140
25
25
24
28
300

Bite (1 attack, +6, d4*2 damage)
Armistice

Battle Focus
Battle Rage

Death Field
Decoy
Dishearten
Enthrall

Inspire Terror
Mass Inspire Fear
Morph (Wolf)

Crits on 19-20
Vulnerable 10/Radiant

Vampire Underling

Initiative 6

Move 6

HP 70

AC 18

REF 18

FORT 16

WILL 21

AP 200

AP Regen 40

Control Mod 4

Destruction Mod 4

Enhancement Mod 8

Utility Mod 4

Unarmed attack 1 attack, +3, d4 *1damage

Abilities Aura
Decoy
Demoralize
Drain Ability
Enthrall
Inspire Fear

Other Vulnerable 10/ Radiant

T hen the Clever ones started to realize that 1f you could prove yowd beey bit you
wouldn't be one of them. So we started asking our neighbors to see their necks,
growing suspicious of scarves and turbans. And those greedy merchants, eager to take
their piece, sized up the situation and started selling kits. Little bits of dye so you
could mark yowself, Sarabeth bought cne. T hey were watchng her, the Mayor's squad

was,

Burred down her house while she slept.

Cowrse that didn't stop the bitings. So they went after the merchants. Wayted to
drive them out of town, but the maycr started saying the thing could shapeshift.
Seemed to know quite a bit about it. So we killed them. Anyone selling goods aimed
to hde that creature, the Mayor's monster, was killed and hwg outside owr 4gate.,
Course they were all exsanguinated before their death. Cowldn't leave anything for
that creature to enjoy.

We grew warier. Twning on each other.

I've rwn n fear from women ['ve

known my entire ife. | know that vampire is still around and feeding well, and |
don't think we'll ever find hm.

Even so, I'm not so certan that it was ever the Monster of Perf Crater.

S




VEESHaN

It's wiclear where the Veeshan came from., T he oldest ref ereyCes we have
to them are from almost one hwdred years ago. No documents vor living
people can recall them existing before then (though, most hving pecple have
no memor 1es of that time. period : f or one reasomn or another). / be,/ieve, thay
were Created by a stientist by the name of Francis Paine. I'm ot alone
i this belief. Pajye was a researcher who studied birds, ayd whatever
research he did probably led to these foul beasts. Whatever he did, his
Creatures twyed aganst him, and they continve to plague the land to this
day. What | wouldi't give for a look at his journal.. of cowrse, no one is
brave eyiough to venture into what remains of Ws research laboratory, and |
am yot going to be the one to supply enough coin to inspire that bravery.

Initiative 4
Y REMEMBER THE SOUND OF HONKING. AND
Mot ¢ THE SMELL OF CHERRIES. THEN WatiNG
HP 75 UP HERE THE NEXT DaY. M SORRY, THaT
»
AC 20 CaN'T 8E HELPFUL.
-Mac HiGHWaTER, VICTIM
REF 16
(«
FORT 16 . They TEM 7o "
WILL 20 HE WNTER, gy, ER Down v
AT LEasT ERY SIRING T,
AP 200 THRoueH ONE VEESHa vy, k UGH,
TH aRaD|
AP Regen 40 STay INSIDE, fSa,;Py'Tb JusT 7~§
Unarmed attack Wing Strike (+8 vs AC, 1d6 * 4) NEveR bo, syt T;fENHETLOUNG ONEg
s S » THEY
Abilities Disorient Have,» Never
Dominate ARTIN Jigs
Empower
Ridicule My HUSBAND USUALLY HUNTS a COUPLE
Scream o YEAR. | MAKE & ME&N HOT PE OUT
Taunt of THE THNGS. THERE'S WST Ysc':\ !;\::CH
&
Other Vulnerable 5/ Electric MEaT THERE, You CaN Easl

Insanity Aura (whenever an enemy
enters a square adjacent to a veehsa,
it must pass a saving throw or
become Confused until the end of
its next turn)

80

FFTY PES, EVEN FROM & sMalLL ONe’
WE USHER IN EVERY SPRING THE saMcN
waY. |F WE FREEZE THE MEaT, WE c:_
uSUaLLY SELL THEM UNTLL THE STeR
of SUMMER. OF COURSE, MY KIDS aRE
TIRED OF THEM 8Y THEN, 8UT OUR y
NEIGHBORS LOVE THEM, WST you aSk.
_ANjTa CORINTH




Whatever the ori qins, the Veeshan have remained largely wnchanged
over the years. | know pot if these are the same ones that Paine
created all those years ago, of if they figured out some method

of reproduction. What 15 clear is that these giant, bipedal, swan-
Iike creatures should be feared. They grow up to seven feet tall,
and a single strike from their pure-white wings can brealk_ bones.
Luckily, the creatures are not hard to avoid: they never leave the
plains, thov gh sightings have been spotted Closer to the mowntans
every year. They reqularly annowice their presence with loud,
honking roars that strike fear into the sane. Ay who ignore these
warnngs will be drawy under their spell: cach veesha emts some
kind of pheromone that causes ricting, anger. ayd general loss of
control. l've never been affected myself, but l've seen the veeshan
tear through a city, destroying infrastructure with reckless abapdon.
Even the most well-ordered militia have trovble comtaining them. Once
they're gone, only & trail of destruction remains.

T he b i ' .
If hyou ’T\fare’iij Om L G Confic they only appear i the early spri
ve attack, you will know chaos as they flal around [:ﬁz .ery

Strike 1S a sporad,'c stumble. \
accom .
over the plaps. payjed by a harrowing honk that echees

caN
¢ WNE'RE oONNa 6° HUNTING veesHaN! \:t\—k:;\‘ltk o
L oY HIMSELF THE LONGEST !
—AveN CoRTEZ




WENDIGO

T he first thing you notice i1s the smell of death
For many, it's alsc the last thng you smell. It
Creeps nto your nose, crawhng mte youwr throat,
smothering you. The smell of a dead mammal,
perhaps a small rat, forces all other scemts and air
out of yowr lungs, choking you with its cloyng codor.
And of course, the sceme does not come alope.

The, first thng it brings is memories, E very
time youve smelled death, every corpse youlve
Stumbled across, every friend youwve had to
watch die. Each of these memcries is lured
to the front of yowr brain. This leads to the
second gift of the Wendigo: payjic.

% like death, and they dont like being reminded of their
own Comstant movement towards it. Mapy times, Death o> bifgre
the Werdigo, the scent alone being evough to drive men to strxing
their friends. By the time a search party is sent, all that remains 1S
one survivor, pieces of the rest scattered arou_nd their campsite _‘7,"
left dissolving in the Survivor's stomach. E xperienced travelers wi
evd it there. But some encourage the tr Qs gitor cae back. ;o town,
to tell their tale. This is the third gift of the Wendigo: itselt.

People don

The Wepdigo is a gaumt man, one who looks as though he has

not eaten 1 weeks, perhaps longer. The opposite is usually true,
he feeds on s fellow compayions, and the quilt of these actions
feeds on him. He wears his skin like a mask, stretched thiy over
Ws bones. They poke and tear out, and while it may lock like your
childhood friend, only the Wendigo remains., Each time the creature
strikes, a lone surviver is left, More often than wot, this swvivor
rses up, becomng a Wendige itself. It travels to the vearest farm
or City, Continuing the cycle. After all, who woeuld turn away a starving
may, hps bleody, covered i cuts? Even if the smell of death chngs
to hm a Ittle too closely..

8L




Initiative 6
Move ‘

4 “THE WENDIGO DOESN'T WaNT T0 KiLL us.
HP 60 [T WaNTS To 8RING OUT THE WORST I us.
AC 23 You SEE o STaRVING MaN ON THE SIDEOF
REF 2 :HE ROaD aND You LEaVE HIM THERE ON

HE CHaNCE HE MIGHT KILL YouR LOVED

FORT 24 ONES? THaT'S IT. THE WENDIGO WON.
WILL 20 AL “BEaRCLAW" SHEARTON, LUMBERJack
AP 120
AP Regen 40
Control Mod 3
Unarmed attack (2 attacks, +4, d8*3damage)
Abilities Enthrall

Infection

Mass Inspire Fear

Wallop

Of course, these are Jjust the

But those whe take pity don't hve long. T he Wendige sheds its
hmay mask, whinding its jaw and chmbing out through the mouth,
wileashing its campibalistic horrors on all who offered help. Al but
one.

vewborn Wepdigo, as it were. As they travel,

they grow, each meal adding to both their size apd huwnger. They are an

insatiable plague, spreading th

rough the winter wasteland, not leaving even

<o much as a pair of footprints. Old Weypdigo (ayd they do grow quite old,

as oply wiltures and scavengers see

Kk the smell of death for food), grow

as large as five menp, and still look as emaciated as a beggar. But these
old Wendigo do not 9o about their feasts in the same way as the yowi,a
They do not seek refuge, or pretend to be somz;hrng they are not.a : ton
the eldest appear, death IS rear, the ;cent more ke a beacgn, a Dc w:
perform whatever last rites you see fit. For the Wendigo brings Deatn,

and the two rarely sphit company.
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WILL-0-WISP

“Bab LUCK TO SEE & ‘WiSP.
ONLY WaY To REVERSE |T IS
TO CaTCH ONE IN o Glass
BOTTLE THaT You Make
YOURSELF"
-OLb Ta8 MRES

“OH DbON'T LSTEN To
HiM. ANY 80TTLE/LL po.
PLUS'N THaT WaY You
GET Ta WaTCH THEM
DaNCE aND SHINE.®
-OL> MorN MRes

| O Wisps arefl
ht they
¢l
wr

gh

wil 0
and at N .
floating, da”WC‘)

you let in ency

they're
of tentdd

purned into YO

»f r&&‘ the’y

Country folk love to captt_are the Will O \,/;{;Spihem
despite almost all conventional " olglgra telling Ehre
not to. Perhaps that's the very drrvmg. ] ac,tor; ; 4
for their part, aren't malicious. They Jb?st ?v o
good prank. It's said that they br{y:g winter Sho r g
with them wherever they 9o, and it's them who p

the morning dew on the grass.

o< apd fields,

: drls
. ng ten
ahts, with cree? than
of hﬂht.t Ly blg. ne W\Oi’%de/
them thgu’? héowr &;L,r&ad
. a .
:t,mﬂjtvinﬂ traces of light

find, they rk. In CavV

pa’V'\.
air.
las e
cuttin
oné W\aybe'

[HSHaR

h out, tw’si:ng’ack na

the wight itselt:

“THEYRE HaRMLESS, REALLY. JusT LIkE
TO PULL PRANKS. CaN'T 8LaME THE
CRITTERS, REALLY, GIVEN How OFTEN WE
80T TLE THEM up.

-FaRMER SEN Lakes

Unhke most of the creatwes m here, Wisps are fajrly harmle ss,
though heaps of superstition amd folklore surrownd them. Most storres
pit them as bearers of bad luck. The oldest tales, those from twe

hwdred years

but modery tales have it that catching them is the

that uck, and
think.

ago, tell that they're only bad luck if you catch them,

only way to reverse

that just seeing them will put you in an wilucky spot. |

it's Jjust a matter of Convenence; folks like to catch them, and

what better excuse can be had than it being the only way to reverse
the spell they've already wrought. See Something pretty, lock it up.
Bah! Any creatwe as f ascinating and long-hved as the Wisps will
naturally develop lore, but that's not to say that there couldu't be some

truth to it all
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“ALL MY WIFE’'S SPooNs WERE STUCK
TOGETHER IN ONE cLuMP. SHE THOUGHT
THaT Was 8aD. THEY Took My HEaRING
FROM ME, FOR a WHOLE DaY, THEY DP. |
COULDA'T HEWR THE SONG OF THE BIRDS,
THE LaUGHTER OF THE CHILDREN, THE'
WaSH OF THE WavEs. | NEVER REaLiZED

HOW TRULY EMPTY THE WORLD [s WITHouT
THE MUNDaNE SOUNDS TaPPING awWaY aT
YOUR EaRS. | NOTICE Now, | TELL you, |

ALSO DIDN'T HavE To USTEN To My Cele
GO ON aBOUT HER SPOONS. Ma¥NT Have
BEEN SO Bab oFTER all, Now THaT |

TELL you."
-BRYN STasLER

1

5

6
12
12
12
16
240
40
(+2vs AC, 1d4*2) If hits, target’s luck
score is reduced by 5 (Min 10)
Backfire 15

Bless (cost 30, restore all attributes
to full normal values)
Disorient +2 within 4
Ensnare

Imbue

Mass Deafen
Permafrost

Silence




WRaITH

A spirit of evergy, floating through places of wnrest. Often felt at the bridges of suicide
victims, at graveyards, apd at tran stations. At wedding altars, and schools. At first date spots and
crossroads. The creatures seem to be drawn to choosing ponts, to transitions i human lives. T he
most unsettling time to encounter one is when it seems to happen without reason, in a forest grove
or natwal oasis. Nothing interrvupts a peaceful scene like an unsetthng presence rking Just out of
sight. Despite their T ascination with the turning points in our lives, it is important to remember that
these things are vot hwman. They are the furthest things from huwman.

In their natural state, they barely look like anything. A gust of wind that seems more solid than
most. Leaves spivming when none are vearby. Our mind brushes away the truth with something more palatable.
But if you stare long enough, look until you can See past your mind's vell, you mght see them: Spiritual
energy, vot tied to anything else on the plave.

No one is sure where they come from, not really. There's theories, of course. There's always
theories when it comes to the wiknown. But the facts are these: Everywhere in the world these spirits
exist, and everyone's mind fills in a convenent lie to avoid seeing the truth.

But it can only be avoided when it isnt tied down. And before too long, the story ends the
same way: The spirit, the wraith, Tinds some witied host, some bedy that isn't as quarded against
spiritual energy as the ones arowd it. An anmal, usually. I'm always grateful when it's an anmal,

The host, whatever it may be instantly dies. There's debate on this matter, but | can't believe
anything else. It's possible that this is one of those les my brain is feeding me, but it's one | have to
ching to, for on it lies my sapity. The host is replaced with a pale shadow of its former self, twisted
apd wrong. It turns black ayd wispy, becoming less substantial, a grim reminder that it Is no longer part
of this world. Cows become Cow wraiths, sheep become sheep wraiths, and so one. It's easier to deal
with the problem when you can accept that this transformation is permarent.

Often, the Changes are slight at first. An extra spot on a favorite Cow. A wolf that you can't qute
seem to focus on. But the effects i personality are immediate. The apmal spurns its old habits, acting
staydeffish and conf used. It is't long before the rest of the changes follow.

The eyes turn silver, and the black energy spreads over the beast. It grows, and with its growth as it
seels more power. Before teo long, the wraith is wearing the beast like a mask, its silver eyes shinng
through the empty husk that used to be the anmal. Then it wileashes itself upon its next victim.

They can be killed once they have a host, leaving behind a deformed skeleton, vaguely resembling
each of the hosts it had consumed, The skeleton 1s charred black by the sheer ener§y contained within
it, and the wraith is let loose vpon the world, biding its time witil it is ready to take on a new host, wiser
this time, more powerful. If there is a more permanent solution to this problem, it is not known to me.

T here are stories of humans who have been able to keep the wraith at bay, humans strong eynough
to retain both their sanity and their shape, restricting the wraith to their own body. These huwmans are
said to be great leaders, singlehandedly twrning the tide of war. They also tend to be largely T abricated.
| wouwld love for such a thng to be true, but it simple cannot be. This, these human mwerewraiths" are a
mapifestation of hope, a lie we tell owselves to sleep at night. The truth is there are few horrors worse
than becoming host to a wraith, and fighting for control, struggling in the dim hope that you can fight back
the black evergy, that you Can merge souls ayd gain mastery over the wraith's power before it controls
your body... holding onto that hope is sure to be the final foolish notion you hold before you die.
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“THERE IS No way To DESCRIBE T
BEAST THaN MaN, WORRIED You
THE SURGE OF powgR. You

FEaR ONE DaY T WILL WIN. You F
aNYMORE. MosSTLY, You FEaR THE T
IS ONLY you. Your bEEPEST

Takes 2 damage from physical attacks, double damage from Abilities

5

4

30

21

18

18

22

180

60

1 attack, +3, d4 *2 damage

A were-creature gains all of the abilities that a Wraith has, if it does not al-
ready have them

Death Field

Injure

Inspire Fear

Invisibility

Phasing

Possession: Cost 140. Make an attack Control vs Will against one creature with-
in your Control range. If the attack hits, the creature is dominated (Save ends).
If the creature fails 2 consecutive saving throws against this domination, the
Wrath takes control of their body and the creature makes a saving throw. On a
success, they become a were-creature. On a failure, the Wraith retains control.

HE TERROR, THE INTOxicaTION. AT TIMES You FEEL MORE
WILL BREAK aT THE SLGHTEST PUSH BUT alwaYs LoviNe
HOLD IT BacK, You GUIDE [T STRENGTH, 8uT You

EaR ONE DaY You WILL Wake up aND vou' WON'T- 8 you
RUTH. THE GUT FEELING THeT THERE IS No “IT. THeRe

lNST‘NCTSS, YOUR BaSE DES'RES' WITHOUT LEaSH."
=SaHu




2ZOMBIES

My MOM MaRRIED & DEAD GUY. HE WaSN'T DEaD aT THE TIME, OF COURSE.
BUT o YEAR AFTER THE WEDDING, HIS HEART GaVE OUT. SHE LOST HERSELF
THOSE DaYs. DDN'T CHaNGE OUT OF HER MOURNING VEIL, ST KEPT TO
HERSELF, MUTTERING a80UT HOW SHE MISSED HM. | LET HER 8E. MaYeE IT'S
MY FaULT, 8UT No ONE TOLD ME WHaT TO DO. SHE WaSN'T MY MOM THaT
WEEK. SHE BaRELY aTE, aND SHE NEVER TalKED EXCEPT TO Sa¥ HOW SHE
MISSED HIM. AND aT NIGHT, OH aT NGHT SHE'D WalL SO Loud | THOUGHT
THE NEIGHBORS WOULD COME RUNNING.

THEY DIDN'T OF COURSE. THEY BROUGHT FOOD THE FIRST DaY, aND THEN
FaDED FROM SIGHT. THaT’'S ST HOW [T WaS. UNTIL SHEN CaME 8ack. |
OPENED THE DOOR, THINKING IT WaS & JOKE. SOME DRUNKaRD PROPPING HIM
UP LKE THaT. | WaNTED TO SCREAM, | WaNTED TO vomiT. MosT Oof all,
| WaNTED TO HDE IT BEFORE MY MOM Saw. BUT T WaSN'T & JOKE, IT
WaSN'T His 80DY. [T Was HiM. FLESH DaNGLING OFF, His 8ONES VISIBLE. THE
waY HE WelKED TOWARDS ME WITHOUT EVER LFTING HIS LEG, LIKE THEY
WERE ROOTED TOWaRDS THE GROUND. His LIMBS WERE CROOKED aND..WRONG.
| SLaMMED THE DOOR, aND | DID VOMIT THEN, aND WHEN | Had MOISTURE IN
MY MOUTH | SCREAMED. BUT MY Mom DIDN'T COME.

WE STaYED LKE THaT, OUTSIDE OUR DOOR. He's 8EEN THERE FOR aLMOST
o WEEK NOW, aND | FEAR EVERY TIME MY MOM LEAVES HER ROOM THaT
SHE'LL SEE HIM, THaT SHE'LL LET HM IN. | DON'T KNOW WHY THE NEIGHBORS
HaVEN'T DONE aNYTHING, 8UT | HOPE THEYRE aLRIGHT.."
-SYNDIeNNE  GROVES, 15




Initiative

Move
HP 8
AC 12
REF 5
FORT 14
WILL 12 “IT HELPS NoT To Look THEM IN THE
AP 90 FacE. NEVE'K KNow WHEN you MIGHT
e : it
Unarmed attack +1vs AC, 1d4 *1
Abilities Infection +1vs Fort within 2
Inspire Fear +1 vs will within 2
Drainlife (As Death Field, but
against one target. Cost 30, +1vs Fort
within 2)
Other +3 on all saving throws

Youlve heard of them. They're in every culture, and soorer or later, they appear in
every town. Zombies, shamblers, living dead. They've got a dozen names, ayd only
one way to deal with them: Bash in the skull. That's a temporary sclution; you'll
be SWIMming n former fr i&ndS unt! your Eraveyard' S empty oF you f’Vl d the cause.
T here's always a cause.,

Sometimes it's a talismay, I've also seen a plague, an angry priest, an

wisealed tomb.. the cause jsn't important. What's important is the effect:

recently dead rising wp (usually in a localized area, thank all that is gocd))

and feasting wpon the flesh of their cwn.

he brain is a fragle thing, moresoc when the |
d. The thng is, they rarely come one at a time.
Sow-moving, Is something that

Oye zombie Is rarely a problem. T

integrity of the skull 1s comprom) Se.
T hey come as a horde, and a horde, no matter how

cayft be stopped by any lone person.

“USED & SHo
/\ZQZ eti;;z Stivye',‘i l-f:s’f fh:hofrun‘, aro%d calling ?heV’.!S&/ves specialists,  THEM |NSHT:EL c:|;:urzlt:T
9% 952 - ey Z’ Tamly this way, ther'r village, their town, i ::*::E' ((’)Sbéuwﬂ::we
makes it hard perience when you survive, experience that el «eawzw
rd to go back to the way things were, Whatever thejr -RiorDIE JEAN,

reczsons, they of ten take up the same lifestyle: Jist ering for pews of et
;Mt reak.s, apd using their experience to eradicate the widead problem

i Course, nothing is free, any more thay ove village has fownd that i
the price of the liberators Can beworse than the wndead threa? that

drew them..




