About the Adventure

The Cold Bounty is a GURPS Fantasy or Dungeon Fantasy ad-
venture, although it can be easily translated to other systems.
The adventure is set far to the north of Yrth, deep in the cold
peaks of Zarak, although it can easily be translated to any icy
kingdom of the GM’s preference. The PCs were part of a large
manhunt for a nefarious kidnapper and villain, but the expe-
dition met its doom after getting ambushed by a war party
of orcs that were just forced from their homes by an undead
sorcerer, who seeks revenge on his old wizard cult.

The adventure is suitable for 4-6 ~150-point characters; the
end of the adventure includes six pregenerated characters.
Characters introduced for the first time in the adventure are
noted in ALL-CAPS. Sections marked with a map (54 are sid-
equests and adventure hooks, and not important to the overall
plot of the adventure.

Adventure Summary

The unexpected battle was over. Corpses of men and orcs
sprawl motionless on the frozen ground. Over one hundred
men and orcs now lay mutually annihilated in the freezing
northern mountains of Zarak.

The battle had started when the the towns south of the bor-
der had finally tired of the villain FAT FARLSBAG, who was
notorious for the murder and kidnapping of dozens of good
folk over the years. But when he kidnapped PRINCE ADEL-
HEID’S wife-to-be, just days before the wedding, that was
enough. The Prince put out a massive bounty, which only
caused Fat Farlsbag to murder the poor girl, and proclaim that
he would never be caught in the cruel mountains of the north.
That proclamation did not stop a hundred men and dwarves
from heading into the mountains to track him.

Unknown to the posses (and the PCs), the orcs and hob-
goblins of these mountains had recently been forced out of
their underworld home — the ancient dwarven platinum mine
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known as Davihn-Karr. They were chased out by an unag-
ing sorcerer, ’ZOR’ZAH THE AZURE, who was enslaving
them with his experimental magic and forcing them to mine
precious platinum. Fearing the harsh winter, and think-
ing themselves under attack by the southern towns, a large
warband of orcs set upon the bounty hunters. The two sides
annihilated each other in the battle that occurred.

Fat Farlsbag is delighted by the cruel violence that has just
occcurred, and sees the battle as an opportunity for new hos-
tages and found wealth. He’s also gotten wind that the orcs
fled from a legendary platinum mine of Davihn-Karr, and
seeks to discover the location of it for himself.

Meanwhile, the sorcerer I’Zor’zah is readying is own plan of
vengeance. Having long feuded with the fascist wizard cult
he founded, the Sorcerers of the White Crystal Peaks, he has
decided to create an artifact that will finally topple their hid-
den headquarters, the White Crystal Spire. His goal is to cre-
ate a massive statue, laced with rare essential platinum, and
then animate it into a tremendous golem. According to his
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decades-long research, this platinum golem, being composed
of the most precious of essential metals, would be able to walk
through the earth itself. It would be easy for the construct to
annihilate the tower of his enemies. Then, he could use the
golem to cause havoc among the settlements above and below
ground, inevitably taking control of the north, and starting
his own order of sorcerers.

The Beginning

The adventure begins immediately after the bloody battle.
The PCs are lost without their guides; they know they are days
from the nearest town. They are cold, wounded, but alive.
Their comrades and fellow bounty hunters lie dead or mor-
tally wounded around them. Each PC must make a SoLpI1ER
(or 1Q-5) roll to have successfully endured the ambush. A

failure indicates 1 HP of general battlefield damage per point
by which the roll was failed.

A Vision roll will reveal that an dark storm is brewing to the
north. A WeaTHER SENSE (+2 if PCs are local) or SURvIVAL
(MounTaIns) roll will indicate that storm will hit in two to
three hours. It’s going to be a freezing snowstorm, no doubt,
and one that will be difficult to survive without shelter.

Search for Survivors

If the PCs search for survivors, they will find few who are
hardy enough to walk on their own off the battlefield. There
is also the danger of half-dead orcs still stabbing out at them
in hatred and spite.

A Perception roll will find one old dwarf that may live, how-
ever. His name is OTT Z’ORTO, and except for a stubborn,
bleeding head wound (which a First AIp roll will stop), he
will survive his injuries. On a Neutral reaction roll or better,
he’ll agree to stay with the PCs, otherwise he’ll stubbornly set
out into the wilderness on his own.

The Storm Arrives

The storm brews quickly, and shelter becomes a necessity. A
Survival roll will assemble one from the snow and rocks gath-
ered at the base of the mountains. A SUrRvivAL (MOUNTAINS),
Vision-2 roll, or suitable spell will locate a cave a dozen yards
up, high on a rocky cliffside. A second Vision-4 roll will re-
veal that an old wooden ladder drops from the cave, though it
ends at least five yards before the ground.

Getting to the ladder requires some rock climbing, or a magi-
cal solution. A single CLiMBING-2 roll will suffice. The ladder,
however, is old and fragile. If a creature of SM +1 or more
grabs on to it, it will begin to tear free from the wall. If a PC
falls, he will side several yards to the hard snow below, for 1d
damage.
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The Old Cave
The cave is dark (-5 darkness penalty without a light-source),

strewn with rubble, but warm. It stretches back sixty feet into
the rock. Examining the cave will discover two things — there
are ancient dwarven runes set into the rock, and that the
cave is partially carved! An ARCHITECTURE (-2 to for non-
dwarves) or ARCHAEOLOGY roll will reveal that these carvings
typically found in thousand-year-old dwarven mineshafts,
before the Banestorm, and common to the Jighamner lineage
of miner-kings.

Anyone who understands dwarven can read chunks of the
inscription, which describe the duties of the dwarven work-
ers that used this entrance:
Three carts of three dwarves worth of platinum. Every .
third week, leave here for third crew to haul to the Halls’é?(
Davibn-Karr.
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A History (ZARAK) or ARCHAEOLOGY roll will reveal that
Davihn-Karr was a legendary platinum mine of the Zarakian
dwarves. According to the old stories, dwarves would haul
out platinum without end from these mines. Wizards from
all across Yrth would pay greatly for the Davihn-Karr chains
and brooches that would hold their powerstones, for it was
said that they charge faster when held by such perfect metal.

After the PCs have made some noise in the cave, a guttural
growling sound will be heard from the back of the cave. This
cave is home to two territorial and vicious Crag Yetis!

Near the yeti lair, amidst the rubble of what looks like an
ancient cave-in, the PCs will find the remains of several orcs,
whose meat has been picked clean from their bones. A search
through the rubble will reveal several interesting discoveries:




* A SearcH roll (-3 for torchlight darkness) will discover a
solid gold bracelet, goblin-design. A Jeweler or Blacksmith-4

roll concludes it is worth at least 600 silvers.

* A SearcH roll (-3 for torchlight darkness) will uncover an
ancient dwarven axe tossed amidst the rubble, inlaid with
jewels and decor coated in brilliant platinum. An ARCHAEOL-
0GY or ARMOURY-2 roll will reveal that the axe is at least 1,000
years old. A THAUMATOLOGY or ALCHEMY roll reveals that the
platinum is essential platinum, an utterly rare element. The
is named by ancient dwarven runes on its handle, “Kahd,”
which roughly translates to “Harbinger.” A JEWELER roll will
reveal that the gems in the axe are worth at least 2,000 silvers!
As a very fine weapon, Kahd does sw+4 cut with a Reach 1,
and minimum ST 12. Furthermore, an IQ + Magery or DE-
TECT Magic roll will reveal it is magical. It is enchanted with
a SEEk EarTH spell [Power 20, 3 to cast, time to cast: 10 sec-
onds], with a particular affinity for dwarf-dug deposits.

¢ A SEARCH or VisioN-2 roll uncovers an iron door, frozen
over with ice. If the ice is melted or chipped away (which
takes hours), it can be opened with a Lockpicking-2 roll (due
to its fine craftsmanship). Inside is a small dwarven storage
closet, with three picks, 50’ of fine rope, and an beautiful,
dwarven-style pot-helm (DR 4, 4 lbs, worth $700), decorated

with a goat-head sigil also made from essential platinum.

* A brazier, made of polished metal, attached to a stone ped-
estal in the floor. Around the pedestal are more dwarven ru-
ns: “Snowstorm Beacon.” Lighting this beacon with fire will
cause a great mechanical, hammering sound to be emanate
from the cave. PCs who look from the entrance to the cave
will see a second fire lit in the distance. This fire marks the
entrance to the legendary mine of Davihn-Karr.

* Finally, any SearcH roll made by 3 or more reveals that
there is an ancient chest in the corner of the cave, well-hidden
in a hole in the ground and buried under a large rock. The
chest looks like it was half-buried in a hurried attempt to hide
it. The boulder is 500 Ibs. (up to two people can attempt to
lift the rock at 8 Ibs. x Basic Lift). PCs can use extra effort to
help here (a WiLL roll, -1 per 5% lifting bonus, costs 1 FP).

Once uncovered, PCs can see that the chest is unusally chaped,
like a pentagram, with large metal bulges on the outside. It is
carved with dwarven runes that read (also see Handout B):

Possession of Dunther of Zarak
Mage of Fine Magicks (and Royal Tax Collector)

The chest is locked (LockpickiING rolls are at -1 due to the
rust) and trapped with an old dwarven explosive booby trap,

which requires a Per-based Traps roll to detect. If opened,
the chest’s bulges explode in freezing mist (resist FrosT-
BITE-15 or suffer 3d damage). Inside the chest lies a small
cask of dwarven Beetle Oil (see p.7; note this will be frozen
and shattered if the trap goes off), yeti-skin leather gloves
(DR 2, worth $150) and a fine dwarven throwing axe (sw+3
cut, Parry OU, Acc 2, Range x1/x1.5, 4 lbs, worth $240).

If Ott is with the PCs, he will stammer excitedly about how
the party has discovered one of the old entrances to the lost,
legendary mine of Davinn-Kahr, and, if they can find anoth-
er entrance, how a vast pile of platinum awaits them — not
to mention a mighty reputation for locating the site!

Journey to the Great Mine

If the PCs are following the lit beacon, an Orienteering roll
will find a path that lead to it. Or, since the axe is enchanted
with a SEEK EARTH spell, it can also easily be used to locate a
working entrance to the legendary dwarven platinum mines
(and adds +2 to the ORIENTEERING roll to find the path, if
used). Either way, the entrance to the mine is an eight hour
walk to the north. Navigating this journey requires a SUr-
vivaL (MounTAINs) roll; failure indicates 2d-4 damage from
various mountain and wilderness injuries.

The Manakill Crevasses

After several hours of journeying, the PCs will find them-
selves in a strange mountain pass. Six unusual, humanoid
statues of ice dot the snowy landscape. A THAUMATOLOGY or
History (MagIc or Zarax) roll recalls a local legend. Ac-

cording to the story, wizards who fail the final test of the //t
White Crystal Peak sorcerous cult are banished and turned g

into ice statues — cursed to protect the White Crystal Spig(
for eternity.

As the PCs cross this area, the statues begin to move and
creak, like the sound of glass slowly breaking. Slowly, the
statues point at any PCs without Magery within view, and
the ground underneath the PC begins to crack and turn frag-
ile. The PC must make a DX or JumPING roll to leap to safety
as a crevass forms underneath them. Fortunately, the crevass-
es are not that deep. They average about 5-10 yards deep (up
to 2d damage). Climbing out requires a CLIMBING-2 roll due
to the slick, snow-covered rock.

After six crevasses have been created, the statues grow still
again. The statues have DR 8, 60 HP, if the PCs wish to
destroy them. However, destroying these statues alerts their
presence to the evil White Crystal Peak sorcerers. Within
a few hours, they will find themselves being followed by a
strange, red-eyed snowy owl. While this event has no effect
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Fat Farlsbag
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on this adventure, the PCs may encounter the sorcerers at a
later time (or gain a new Enemy, if the PCs are particularly
destructive to the statues).

Fat Farlsbag’s Hideout

A second successful Orienteering roll enables the PCs to find
a well-worn path. As they walk the path, a vision roll will
discover fresh, hours-old tracks in the snow. A TRACKING roll
will identify the markings as orc or hobgoblin-prints (and if
made by 3 or more, the additional heavy boots of a human),
and also allow the PCs to follow them.

(Note that if the PCs miss this encounter, they’ll miss their
chance at finding Fat Farlsberg. This may be perfectly accept-
able to the GM, as Fat Farlsberg doesn’t play a big part in
the finale of the adventure, especially now that the PCs have
discovered Davihn-Karr. If the GM prefers to have the PCs
confront the outlaw, he can either make the tracks more ob-
vious, or plant one of his hobgoblin henchmen on the path,
who immediately runs back to Farlsberg’s camp to alert him
to the presence of the adventurers.)

As the PCs follow the tracks, a HEARING roll will reveal sev-
eral distant screams of anguish and pain. The path winds and
tightens, and then opens into a cliffside encampment, one of
Fat Farlsberg’s mountain shelters.

Six hobgoblins who have survived the battle have taken shel-
ter in a makeshift hide tent, along with their human boss, Fat
Farlsbag. Delighted at having escaped the manhunt, Farlsbag
is now looting corpses and searching for victims to sell back
to their loved ones. The band has captured two survivors from
the human hunters and are gleefully torturing them for infor-
mation, until they get bored and will ransom them off.

Hobgoblin Henchmen
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Parry 7). They wear heavy winter clothing (DR 1).

If an hobgoblin guard sees the PCs coming, he'll shout to his
comrades. Two of the hobgoblins have crossbows, and will
train them on the most dangerous-looking PCs.

If he sees he’s outnumbered or outmatched, Farlsbag and
his toughest hobgoblin captain will drag out an elven scout
and threaten to toss her off the sheer, 100-foot cliff, unless
the PCs give them all their rations and back off. If Farlsbag
thinks he has the advantage in any way, he’ll order his hench-
men to capture the PCs.

The hostage, ALDARA ELLARIS, was a volunteer scout who
helped lead the human posses into the mountains. A sec-

probably will not survive the night... especially since the orcs
amputated one of his arms to eat for dinner. He’s at -20 HP
and is mortally wounded; he will die within 30 minutes un-
less he critically succeeds a HT roll (he has HT 11).

If rescued, and on a Good reaction roll or better, Aldara will
accompany the PCs. She has grown weary of the mountains,
and wants nothing to do with the orcs anymore. She’s heard
of the old mines, however, and will agree to visiting the
mines before guiding the PCs back to civilization. Aldara is
a 75-point character (see the end of the adventure). The GM
should feel free to develop her role as an NPC, especially if
the PCs need additional SURvIVAL and AREA KNOWLEDGE
(ZARaK) help. She is a capable half-elven tracker and sur-
vivalist, and relies mostly on her self-taught archery skills
to hunt for food and defend herself. More importantly, she
knows the way out of the mountains, and can show the PCs
the three-day journey that will take them to a nearby town.

ond hostage, a human, Megalossian noble named COUNT , v},/""
CONRAD MANNHEIM, lies in pain in the back of the”

shelter. He was critically wounded during the battle, agdr"b




If the PCs save Count Conrad with magical healing (only
Stopr BLEEDING or GREAT HEALING), he will be grateful, and
offer them a reward of $1,000 if they escort him to a nearby
town. A Very Good reaction roll or better will earn his patron-
age (GM’s discretion). Traveling with him will likely slow the
PCs down, unless they do an utterly amazing job healing him.

St. Bernard’s Peak

As the PCs head towards the beacon, they will turn a bend
and see a huge peak in the distance. The peak looks vaguely
like a man with outstretched arms. An ArRea KNOWLEDGE
(Zarak or MEGALOS) roll will identify the mountain as St.
Bernard’s Peak after its shape. The peak is a well-traveled pil-
grimage location for the Christian dwarves and men of Mega-
los and Zarak. More importantly, this peak will help orient
the PCs towards civilization. An ORIENTEERING+3 roll will
enable them to trace a route towards the mountain and its
main road that will take them south into Megalos.

Davihn-Karr and the
The Golem Veined with Platinum

After a few hours journey towards the beacon (or via the tug

of the axe Kahd, which will soon be yanking its owner along
briskly!)

As the PCs summit the lip of a valley, an awesome sight will
render itself — a three-story statue of a great, bearded sorcerer,
made of marble, and veined all over with grooves. A few hun-
dred yards behind the statue is the entrance to the Davihn-
Karr itself. The mine’s great doors are detached, and lay buried
in rubble and snow, cracked and fallen. Dozens of ancient
dwarven mine carts lay turned over and broken near the en-
trance to the mine, as if vomited up by the mine itself.

A scaffold surrounds the great construct, and half a dozen
slaves climb the scaffold carrying chunks of rock, depositing
them in a large cauldron at the top, which burns with blue
fire. Elsewhere, more slaves push mine cards of the rock to the
base of the statue.
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Move: 5
Dodge: 8 Parry-8 (knife)

Advantages: Absolute Direction; Acute Hearing +2; Danger '
Sense, DR 2 (tough skin); Dark Vision; Hard to Kill +1; In-
jury Tolerance (Homogenous - his body is like half-frozen
flesh); Magery 3.

Disadvantages: Curiosity; Fanaticism; No Sense of Humor;
Truthfulness.

| Skills: Area Knowledge (Zarak)-15; Body Sense-13;
Knife-13; Metallurgy-16; Innate Attack-13; Sculpting-13.

Notable Spells: Agonize-16; Alarm-16; Charm-16; Coun- |
terspell-16; Create Water-16; Daze-16; Dispel Magic-16; |
Emotion Control-17; Enslave-16; Fear-17; Foolishness-16;

Pain-16; Seek Earth-16; Seeker-16; History-16; Sense
Emotion-16; Sensitize-16; Shape Earth-16; Sleep-16; Snow- |
shows-16; Spasm-16; Stun-16; Trace-16; Ward-16. He also “‘i
commands various Enchantment spells. }

~ Equipment: Light reptile-leather robes (DR 1), fine, large
~ knife (Puissance +1, 1d+1 imp), diamond powerstone, |
miscellaneous rings and bracelets worth $1,500,

Born two-hundred years ago, I'Zorzah has been obsessed.
with his theories on platinum golems and platinum earth
elementals. Until this day, he has lacked the materials and

labor to complete his experiments. {
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At the top of the scaffold, a robed man, blue-faced, wearing
an iron crown, and white fur robes silently watches the pro-
cession. He occasionally gestures at his cauldron, heating it
to just the right temperature.

All around the statue are dozens of slaves, mostly orc and
half-orc, a few human, goblins, or dwarves. Some are even
dressed in the uniforms of the peasant militia that set out to
capture Fat Farlsbag! Their eyes are pure white, their minds
gone (a THAUMATOLOGY roll will identify this as some kind of
variation of the ENSLAVE spell). Some haul rocks away from
the base of the statue, others use picks and hammers to mold
the marble statue into greater detail. (This is a great spot to
introduce one of the PCs’ old friends or allies — perhaps

even Ott the dwarf from earlier int he adventure — as one of
the I'’Zor’zah’s slaves!)

PCs who study the area may notice a few additional details:
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* A TaaumATOLOGY roll successfully identifies the statue as
a pre-enchantment golem. If the roll is made by 3 or more,
the PC will recognize that I’Zor’zah plans to use the essential
platinum as a part of the golem to give it some kind of spe-
cial ability. If the roll is made by 5 or more, the PC will de-
duct that the essential platinum will allow the golem to move
through any stone or metal less-precious than platinum.

* A GEOLOGY roll identifies the chunks of rock as those that
carry metal, likely platinum. A Thaumatology roll reveals that
the strange blue fire seems to be smelting the platinum into a
rare, new essential metal.

* PCs who study the scaffold and make an OBservarioNn
roll, will observe two man-sized, white spiders nesting in the
structure. An ARCHITECTURE or appropriate ENGINEERING
roll reveals that the scaffold is not especially well-made (DR
2, HP 130, combustible) and could perhaps be collapsed with
enough damage to a single main support (DR 8, HP 30).

If the PCs try to interact with the slaves, the slaves do their
best to ignore them and carry on their work. If, however, a PC
is violent or intimidating towards a slave, the slave will run up
the scaffold to inform I’Zor’zah of the PCs’ presence.

A DispeL Magic or REMove Cursk spell will break a slave
from their daze. An orc slave will take advantage of his
freedom to flee into the mountains. A human slave will
beg the PCs to run and help them escape. They all fear
I’Zor’zah, and know little of his operation other he hates the
“crystal wizards,” as he calls them, and that he is preparing
platinum for a powerful spell when the statue is complete.

I’Zor’zah is too focused on his essential platinum to pay much
attention to the PCs, unless they do something to obviously
catch his eye, like harming a slave or materially interfering

' Mmcl—controlled Slaves
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with his operation. If he does see them as a threat, he will
confront them and try to use his mind control magic to cap-
ture or enslave them. I’Zor’zah will avoid using his slaves as
combatants (preferring to lure PCs near the ironouth spiders,
who he allows to eat weak slaves), but will order his laborers
into combat if he becomes desperate (the GM should treat
them as unarmed, average people but with only 5 HP as they
are weak from the cold and hard labor).

If the PCs tarry too long, within an hour, I’Zor’zah will be-
gin pouring the essential platinum into the golem. The thing
slowly comes to life, veined with the shining substance.
Fighting this creature will likely be a lost cause for all but the
most powerful or clever adventurers.

The Finale

There are several possible endings to this adventure. The BCs
can confront I’Zor’zah and attempt to slay him — his death
will release the minds of his slaves. They can also attempt to
destroy his statue, either before or after it is animated, but
this will take some a clever plan or powerful magic (such as a
SHaPE EARTH or an EARTHQUAKE spell).

Lastly, the PCs can retreat (likely with Aldara’s guidance, or
using St. Bernard’s Peak as a landmark), alerting the nearby
towns to the danger of the undead wizard. However, within
a day or so, I'’Zor’zah will test his golem on a nearby human
settlement... before tasking it with destroying the wizard cult

he despises.

After the Adventure

Each player should receive 1 to 3 character points for good
roleplaying and creativity. If the players managed to capture
or kill Fat Farlsbag, add another point. If they destroyed the
statue or otherwise stopped I’Zor’zah, add another point.




Extending the Adventure
There are few open areas of the adventure, ripe for the GM

to add detail:

The Sorcerers of the White Crystal Peaks
I’Zor’zal’s motivation is to destroy the wizard cult he hates,
the Sorcerers of the White Crystal Peaks. They don’t make
an appearance in this adventure. If their name comes up, a
History (Maaic) or THAUMATOLOGY-5 roll will reveal that
they are a small group of hermit wizards who mostly keep
to themselves, studying powerful ice and weather magic, and
occasionally dabbling into necromantic arts. They would be
entirely unknown except for some occasional raids they make
into dwarven or human settlements to capture slaves for their
invisible tower in the mountains, the White Crystal Spire.

Regardless of whether I'’Zor’zah survives the adventure, the
PCs can track the Sorcerers down to inform them of the
threat. This may earn them their thanks, if the PCs actually
save their tower from danger. On the other hand, if the PCs
are seen to be threats to them (for example, revealing the lo-
cation of their hidden tower), the Sorcerers will make good
Enemies for future campaigns.

The Mine of Davinn-Kahr

If the PCs rid the land of I’Zor’zah, they will have discovered
a legendary dwarven mine all to themselves. This could have
several repurcussions:

* The PCs can take ownership of the mine. While the rare
platinum has mostly been mined ages ago, there is enough of
it left to make rich men of the PCs. However, running a mine
is a complex operation. The PCs will need to attract laborers
to this far-off location, and repair the broken mining machin-
ery, which could cost tens of thousands of silvers. Further-
more, they’ll face claims by Dwarven royalty, who claim the
mine as their own, and will be willing to take it back by force.

* The PCs can bring the location of the mine to the nearby
Dwarven lords. This will earn them a good Reputation among
dwarves, and likely a Patronage. The dwarves will pay hand-
somely for the location (thousands of silvers, or perhaps a rare
item from their vaults).

* In a Dungeon Fantasy campaign, it’s like I'Zor’zah has turned
the mines into a labryinthine, monster-filled, dungeon. Great
rewards await the adventurers who can clear it out of the re-
maining orcs, trolls, hobgoblins... and the sleeping dragon
that lies dormant in the bottom chamber.

If you enjoyed this adventure, or ran it for a group, all the au-
thor asks is that you give a shout out and let me know how it
went. Send a note to @SageThalcos on Twitter or send an owl
or email to thalcos@hotmail.com

MACIC ITEMS

Dwarven Beetle Oil

Despite its name, this greasy black liquid is created from
the concentrated blood of cave-dwelling ironmouth spi-
ders. (Dwarves, careful with their secrets, would never call
this oil by a more obvious name!) When applied to a metal
blade, the oil imbues the weapon with magical sharpness
that lasts one hour, increasing the blade’s damage by +2. It
has no effect on crushing weapons. Ointment only. $300
in materials, 2 weeks. Cost: $500/$1,500.

Davihn-Karr Platinum

It was said that the mine’s platinum, when forged into
the chains and brooches that held powerstones, would
cause them to charge the magical devices faster. This is
somewhat true... if turned into Essential Metal, the pIati;
num will charge the first point of an empty powerstone in
a quarter the normal time.

I’zorzah’s Diamond Powerstone

Izor'zah has an immensely rare, diamond, 100-point
powerstone. The stone, however, has two crippling quirks.
First, it only works for enchantment. Second, it immedi-
ately broadcasts its location to ten random undead sor-
cerers, who can temporarily channel their magical energy

through it. .
R R

Y el

‘,{ The Golem Veined with

" Platinum -
| ST 35  HP:50 '
Hepx a1, Will: 11

1g Mg Per: 8

HT 14 "FPi14

Basic Speed: 5.75 SM: +4 (35’ tall)
| Move: 5 Punch: 4d cr, Parry 9
| Dodge: 8

Advantages: Doesn't Breathe; Doesn’t Eat or Drink; Doesn’t |
| Sleep; DR 12; High Pain Threshold; Immunity to Metabolic
Hazards; Injury Tolerance (Homogenous, No Blood); Per- |
meation (any metal or stone less precious than platinum); |
|’ Single-Minded; Unaging; Unfazeable; Vacuum Support.

Disadvantages: Automaton; Cannot Learn; Disturbing \;
- Voice; No Sense of Smell/Taste; Reprogrammable; Social {“
“ Stigma (Valuable Property); Unhealing (Total); Unnatural; |
Wealth (Dead Broke).

Skills: Blacksmith-9; Brawling-12; Forced Entry-12.



REWARD

5000 SIIVeTS

S

' fAT fARL88A6

Wanted dead or alive for kidnapping,
bloody murder, freason, torfure, arson,
- and 5enel’al boohéan»-rly

Ty
R

Handout A - Wanted poster for Fat Farlsbag (give a couple to the PCs at the start of the adventure!)



Handout B - Bronze plate on the chest hidden in the yeti cave



DUNGEONIEANTASY

ST ||
DX| 17
1Q |
HT |10

[o]

O

N

[o]

~ Name Emogs Loom

Ht 55 wt 150 Size Modifier 0

Player
Age 79

Point Total 50
Unspent Pts 0

Appearance Cood—mﬂ'w'ed pyromancer loves |@mgln|’ng‘ mixed company, mnol inmpproprigﬂ'e)okcs

CURRENT

HP| 10

[o]

[] WILL| 12

[«] PER| 13

[o]
[ o]

CURRENT

FP| |

[ 2]

MOVE

i{.. REACTION MODIFIERS

BASIC LIFT st «sns 20 s DAMAGE Thr _14-2 _ Sw__ 1
BASIC SPEED .0 [ O 1 BASIC MOVE 5 [01] .
‘ CTosNAppearance
ENCUMBRANCE ACTIVEDEFENSES O [status
None (0) = BL 207 Dodge Parry Block | '+ %putaﬁon
Light (1) = 2 xBL 40 + isma
Medium (2) =3 xBL _60 +] from Merchant skil (when bugm o sc"im)
Heavy (3) =6 xBL _120 8 9 -
X-Heavy (4) = 10 x BL_200
ADVANTAGES & PERKS SKILLS
Charisma | [ 5 1||Name Level
B (4110 ol HT vols) [ 5 1||Broadsword 21 721
Merl} 3 [ 51 Fast=Talk _(+] when mmking Influence rols) 2 1 11
[ 11 | landte Affack (Jefs and Beams) B I 21
[ 1 jeclles) 210 11
[ 1]|Merchart 2.1 11
[ 1|(Nefurdist mr i1
[ 11 | Qeculfism 7 [ 11
[ ] &m (Horses) [ 11
[ 1 Smmggﬁng 21 11
[ 1| |Staff nr 11
[ 1 ﬂjmmmﬂogg B 11
DISADVANTAGES & QUIRKS [ ]
Encm(j (the iealous wicard Ko Konr@glrff equm| power 9 or less) [ -0 1] [ ]
MMWMMMMA@AM&MML[ 01 [ 1
Jmmlsiwness (17_op less) [ 01 [ ]
Mﬂ_{ﬁndmgmmﬂner Brgnmoﬂ [ 5] [ ]
[ 1 [ 1
Fascinafed by consfelldions, draws them in her journal [ 1] L1
Mmm_m_cbmﬂ_h@ggje [ 1] [ ]
Fascinated with dwarven culfure (would love 1o learn the |@ngugge) [ -1 1] [ 1
L&M&tﬂdﬁ@hﬁiﬂﬂdﬂp&ﬂaﬂg ribbons) [ 11 L ]
an_knmm_dxmmn_mm_\mwdsl bl uses them offen [ -1 1|[Languages Spoken Written
[ 1 MSL] Native Nafie [0]
[ 1 [ 1
[ 1 [ 1]




HAND WEAPONS
Weapon Damage Reach Parry Notes Cost Weight
@] ANTASY [ —tr I 00 AN
-l cr
CHARACTER SHEET
RANGED WEAPONS
Weapon Damage Acc  Range RoF Shots ST Bulk Rcl LC Notes | Cost Weight
Fireball (spel) -9 ] 2590 - - - - - - - - -
Flae et (spd) 1424 I S -
_ S
R
coof 4
Y opelf
SPEED/RANGE TABLE HIT LOCATION SPELLS
For complete table, see p. 550. Name Level Time Dur. Cost
. Modifier Location | | Apporfafion Reglar 15 [ 7 1 1 1 min I
Speed/ Linear 0 Torso || Cregfe Fire PR < S AR | R P ¥
Range — Measurement 2 Amleg 1k Usion I R | Y
Modifier ~ (range/speed) -3 Groin O 7
4 Hand Exinguish Fie Beea ¥ [ 11| 1 Dum 3
Close 0-5 yds 0% -5 Face Firebal Mssle 15 [ 21 1 hnsfadt -3
-7 Skull Fireproof feea 4 [ 1 1) 1 ldwy %
E]mc JCT Qeau|r4y\ ]4 [ ] ] 1 1 sec T+
sh 6-20 yd 3 . 4
o Y fimp or M attacks can| | Flyyy | g Rl 4 1 1 1| 2 w40
. ;;;%eat :/91 als at =2 ond, it Reglar ¥ [ 11 ] 1 min i
Mediam 21100 yds 7 : gt Fie Regler 15 [ 7 1| 1 lsww 14
MONEY een \Usion Qﬁgmlm ]4 [ 11 ] 1 min 2/
Long 101-500 de -11 l PV\A Fnev‘a(j p@gulm\ 14 [ ] ] 1 pewm 1+
Lend \)ﬂ'amagl Qcauﬁuﬂ ]4 [ ] ] ] ] |now +
Extreme 501+ yds -15 hg” l?egmbw ¥ 11 ] 1 min il
MMQLHMJM@ Qeau|ar 15 [ 7 ] ] Perm -3
Night Ussion Reglae 14 [ 1 1] 1 lmin ¥
e gt o Bl of e eapon $0 Recoter Energy (LEP /5 min) Speel 15 [ 7 1| = - 0
Sﬂnﬁgﬂamw- lnfo [ R | | lnstant 2
. 7
CHARACTER NOTES _ =T e N ganse Emalion Qegulm\ 14 [ ] ] ] lnsfant Y
3  rcthen Bropmon fuo YA = Sense Foes frea ¥ [ 1 1| _1 Instant 1
o bt s g broen =19 i —
P e enol o bin He was € e Fire g ¥ T 1 1| 1 dwn 20
" You don know wha! happ e n
| ymage. oo Hermany InJarnth Regl ¥ [ 1 1| 1 thuw 2/
g wilh ot m\ogo\nJY archmag el 9 [ 1
ga “ncn one o\o\‘fp he )\ASJY vo\n‘ls\f\ea from his : o : ]
:\3 sgn of him, evcept for cv‘vwwn\"\‘sa un WG Lol [ ]'
e \dong You quesT\onsed Hermany, :
osler of Gt Farisong estions. [ 1
1 i the wicard refused To answer 47 o iy [ 1
| bl e ool dert? Or dd WTjeo\\ous wieard : :
\Was T @ magiea 4¢C Wi (f‘a\mi\g? Or _ 1
Vo \(onro\g‘nT finaly ceek revenge on Y 1 POSSESSIONS
0‘ be. Brynmore wert affer Farisbag offer To 0 | [Item Cost Weight
e CT / o Tarned up dead near the wdl 0: | |Ledther armor (body and arms) DR 2 810 14 lbs
g ““:\‘9 7 you had some more chen yudl poy Blue shoes (with nbbons) DR ] 40 2 lbs
gl m- ljﬂn‘s A ol Biin the meanimes | Syl safchel Holds 15 lbs_ | $20 1
a duiner o PWN \T + the answers ljoww\e and Opa| powev'sTone [omce|eT 6 poinTs) 3280 - |[os.
@ : N '
Spelly o £ ypulre 9oNg oA i dats i Fif Favlsosg. Worn journal N — |bs.
Bl hands fo,
» dpeak
gfw% 10.1 jwl%a ,
pells 154 02de ang Seobins
Wotds oy ‘ Totals: Lbs.
ol o 12 otals $ 99 9 Lbs




DUNGEONIFANTASY

l
DX |17
4

10

[0]

]

HP| 17
[T WL 17
[«0] PER

Ht 60’

_ Name Carigen Kraye

wt 60 Size Modifier 0
Appearance A olmrk—cged Tracker and ranger who prepers clies and easy Jiobs (Iegm| or not)

Player

Age 22

Point Total 50
Unspent Pts 0

CURRENT

MOVE

CURRENT

FP

BASIC LIFT stxsty5 29 lbs DAMAGE Thr

-1 Sw_1d+2

i{.. REACTION MODIFIERS

BASIC SPEED ) [ O 1 BASIC MOVE 5 [01] .
‘ CTosNAppearance 0
ENCUMBRANCE ACTIVE DEFENSES; E r\"\’\\’\ Status -] from Socm| gﬁgm@ (Crimino\| Qccoro])
None (0) = BL ) Dodge Parry Block | \Rsputation +0
Light (1) = 2 x BL 58
Medium (2) =3xBL _8&/
Heavy 3) =6 xBL _14_ 9 'IO -
X-Heavy (4) = 10 x BL_Z90_
ADVANTAGES & PERKS SKILLS
[ 11 |Name Level
Dmgsr Sense [ 51 Acrobatics 10 [ 11
Fif (1o oll HT rols) [ 51 @ 1 11
M@gﬂmj 2 [ 25 1]|Bow 1 11
[ 11 | Broadsword B 41
[ 1||Climbing 2.1 721
[ 11 | Fast-Dieaw (Shorfsword) 2 1 11
[ 1Bt Ad 71 11
[ 11 | Forced Enij 21 11
[ 1]|Kafe 2.1 11
[ 1 KnoT—Tgmg 2 1 11
[ 1| Miicry (Bed Cals) 0 11
DISADVANTAGES & QUIRKS Navigafion (Sea) Lt 11
Bloodlust [0 1| |Seamanshp 2.1 11
Qumpﬂﬁm_&bmior - Fitness (I7_on less) [ 51 Steatth 21 721
Cuvious (12_ap less) [ 51 gwimming 10 [ 11
Greed (12 or less) [ 51 Ibcmn_\a)_mpon (nife) 21 11
Social gﬁgmm (Criminal Record ngl_mw}- dl a misundersfano]mD_[ 5] Tmcl(ing 2 1 71
[ 1 Traps B 41
Never admifs that he's low on cash [ 11 L1
En‘ogs |00|<ing for (and poinJﬁng o) securiTg problems in [ouiHings [ -1 1] [ 1
Has @ soft spot for animals [ ] [ ]
' Oad" “magi i [ 1] L ]
Sfﬁaan@.pm&ns_nﬂ_mtmaﬂ [ 1 1|[Languages Written
[ 1| ngsh Nie 01
[ 1 [ 1




HAND WEAPONS
Weapon Damage Reach Parry Notes Cost Weight
@ ANTASY ‘ Tbmsﬁng broadsword T3 cul ] 9 Skil 15 $600 3 lbs
imp
Dagger d-2 imp C 8  Skw”Z $20 025 Ibs
CHARACTER SHEET
RANGED WEAPONS
Weapon Damage Acc  Range RoF Shots ST Bulk Rcl LC Notes | Cost Weight
SJQQEI'_BM/ Quiver ld imp 2 180/7240 ] 1(2) / -6 - - 10 arvows g‘DSO 3 lbs
SPEED/RANGE TABLE HIT LOCATION SPELLS
For complete table, see p. 550. Name Level Time Dur. Cost
Modifier Location | | Apporfafion Reglar 12 [ 11 1 1 min I
ilzeed/ " Linear . g X?;SfL Blur Rgle 1 [ 1 1|1 T
nge easuremen - eg . . §
Modifier  (rangelspecd) 3 Grom Corfirual Light Reglar 12 [ 1 1] _1 2 26
4 Hand Dml(ness Area l'? [ 1 ] ] 1 min 7
Close 0-5 yds 0* -5 Face _Dmae Qeguhr 12 [ [ ] 2 1 min 3
-7 Skull Foolishness Regle 12 [ 1 1| 1 lwin 15
Hush Reglar 17 [ 1V 1| _2___10K0s 211
sh 6-20 yd 3 . 4
o e mp or P attacks can| |t Rglr 2T 1 1| 1 a2
X ea}l/re%eat Ygl als at - or @H’ Qeau|_m' ]Z [ W ] ] ] min ]
Wi 2IEITTVES 7 : LockmmﬁTev' peglﬂmv' ]Z [ ] ] 10 - 3
MONEY M@gg;gimmn Qegmlmw | 1 3 1 min 3
Long 101-500 yds  -11 _Mﬂgﬂlocl( Reglar 12 [ 1 ] 4 6 brs 37
BPiin Regular |2 2 1 sec 7
Extreme 501+ yds -15 hield Qe9u|mv~ | 1 1 min 2-8
Si|ence Area |2 ] 1 min 2/
Sound Reglae 17 [ 1 1| 1 Sesee 17
e gt o Bl of e eapon $5 Spasm Reglar 2 [ 1 1[ 1 bdadt 2
. Q‘I’Mn QP?IAlMV‘ ]7 [ " ] ] |V1§TMV1T 7
CHARACTER NOTES __ . e 5 '_“ @ Sor ] : }
. ,\_ a ide how 10 P ) )
| Your uthers w‘l\\anmc\,cq‘oods of Cailness frading  — [ 1
| spert summers ¥ i in Craine. Now = [ 1
s, and e winfers Judkjrg mﬂ\g‘f ton “so whal [ 1
B _ i % e The gues 0! . .
you e o \o\io\ low To CHEWEMPT fecing deep 9m“ [ 1
a0 you do, s/ when asked i ! \MA you o [ 1
ol b ened Thal old wiz -
overr whal st PP You shoul [ 1
i b-m Was SEOUNe. -
ingure Tl b ey €2 dde of the [ 1
¢ ko\uﬂ 90“6“ “’ Pe,y-?c(‘x “ was 0 ﬂ(‘e‘ W; g bw\rs 3 [ ]
e, and al b vecded prdecton From -l | [POSSESSIONS
5 .\‘Lﬂ cco\SlOM\\m D\ICV‘CDV\PiACV\T bﬂ\nai\’- B‘A 4 lﬁ\ b Item Cost Weight
i ol : (ofeclion spels e when Fa Fard %91 Leather armos legs, arms (DR 2) Torso $210 16 lbs
: |
care B e o, 80 WS ke (010 1 o the k) Bak | $20 2 ks
brdke m, o orf orng To youe {ithes he hod Lmﬂgﬁm (DR 2 ] H_/m(JQ %30 = |bs
wrk. When 44 wu\ et each o 1o track oress ! Pesongl basics (food, efc) B@g $5 1 lbs
Yhe vighl adviee - \n\ i down Cod-damned butchers” Small safchel (holds 15 lbs) Torso $20 1 lbs
Shell, o 5 son, \’WQ‘“T you e Ledther bodts (DR 2) Feef 0 2 lbs
5% 10-14
Spel, 15, o cnd g Totals: $ - 77 Lbs.




Km Copparfong

Ht 4’9”

DUNGEONFANTAS R

Player
wt 180 Size Modifier 0

Age b

CURRENT

Point Total 50

Unspent Pts 0

Appearance FOPMIdelC o]w_mvan mcrctmnf M|Mg§ Y‘M\dM Wi L] [019 IdCQIS mnd L)ggﬁb" STOV‘[(ZS

ST [

[o]

HP| 17

[o]

DX |17
Q|17
|2

[4O]WILL Z
[«] PER|7
[v] FP|4

CURRENT

[o]
[ o]
[ ]

MOVE

i{.. REACTION MODIFIERS

BASIC LIFT ¢st<sms 3 [bs DAMAGE Thr __ld-1  Sw_ 1j+2
BASIC SPEED 6.0 [ O 1 BASIC MOVE 5 [01] .
‘ CTosNAppearance
ENCUMBRANCE ACTIVEDEFENSES 7 T [status -
None (0) = BL @) Dodge Parry Block | Tputaﬁon +] Adificer (from yourr clienfs)
Light (1) = 2 x BL 8 + lder (Prom workmen)
Medium (2) =3xBL _17 +] from HoncsTg (when known), +3 (when honor involved)
Heavy (3) =6 xBL 7% 8 9 9 +] Prom Merchant (barfering or seling)
X-Heavy (4) = 10 x BL_ 30 (Shield) -1 Prom ubbornness
ADVANTAGES & PERKS SKILLS
Acute He@rmg +2 [ 4 1|[Name Level
Acife Touch +2 [ 4 1| Accourting 01 11
Luck (rerol fiwo esfina Times, once per hour) [ 51 Archifeclure (incudes +1 from Master Bulder) 2 1 11
Master Bulder 1 [ 51 Hrmowg (Melee \/\Jc@ons) (Includes +1 Prom Arfificer) 72 1 11
Stafus +] (Upper=class. Mercharf) [ 5 1 |Ae/ Mace (nehides +) from Duf) L1221
nleatth (Comfortable) [0 1||Brawlng 2.1 11
[ 1 Engineer (CiviD (Includes +2 from Arfificer/Masfer Bulder) 2 [ 11
D«M&ME&MMM_MMM_DQJ* [ 55 1] Jeweler 1 21
MMLMMMMO_ [ ] * [T Ider) ]4 [ | ]
EQ,sQn +5, Qy:f&al nlolerance EQ}: an,s (‘1 serliness, — [!LQ}LQ [ 1 Merchamf (includes +! Prom D\n_wp) B [ 72 1]
Stubbornness, gtgn@Twc Cear (Aves), Arfificer 1 ST+ HT+) [ ] ' 72 1 11
[ 1[Search [ 11
DISADVANTAGES & QUIRKS Shield 2.1 11
Delusion (Heir 1o a lost dwarven l(ingdom) [ -5 1| Swmth (Lead & Tin) 7 1 11
Honesfy (12 o less) [0 1| Survival (Mouriins) Lr i1
Wlufz (once.pee day, make a DY vol o aid Kitry askwardness) T -5 1| | Theown Weapon (Ave) B 2]
One Hand (-4t tasks that usually requice tuo hands) [ -5 ] [ 1
[ 1 [ 1
oves mﬂd‘ﬂg ridiculous_advenfure books [ 11 [ ]
Fond of kids [ 11 [ 1
Evious good hangings — marks the good ones on his calendar [ -1 1] [ 1
Doesn't ke the. widerness, buf preTends To [ 11 [ |
ED"Q%,S E'X'ﬂg L‘ngﬁ for people, even lowers his. prices for th [ -1 1||Languages Spoken Written
[ 1 Dwaruish Native Nafie [0]
[ 1 Mﬁl’] Accerited Uterdte [ 4]
[ 1 [ 1]




DG T
Dam,
CH » T age Reach
ARACTER SHEET Fine ave Focflauer” o ach Parry Notes Cost
: 1 Wei
ch SWW\” ﬂ']V‘OWing axe Zd 9u gkl" ]3 %Z elght
RANGED WEAP nfe aif ] ) 4 |
Weapon ONS -2 imp C 9{9 %Ki B 0 5.
Eﬂﬂj.mﬂ" ﬂ‘ ) DMage i 8 <> 3
A bs
Powing ase 24 ot ]CC Range RoF Shots A 0.5 lbs
1218 ST Bulk Rc
] ] 10 -3 1 LC Notes Cost
_ B ) ) S Weight
SPEED/RANGE
TABLE
For complete table, see p. 550 HIT LOCATION R
’ OR & POS
Speed/ . Modi It SESSIONS
Lin odifier L . €m
Ran ear ocation . |
MOdiigin x;lalsllrement g Torso EmmMMd (DR 4,2 s crushin ) Location | Cost
gelspeed) 3 Am/Leg edther sleeves (DR 2) g Torso 900 Weight
Close 0 4 Groin e (DR 2) Arms 0 4 lbs
yds 0* Hand Ledther and P Hard 6 b
-5 Face Sl b ur shoes (DR 1) ands Q5 S
Short 7 Sk all backpack (holds 4 Rt | & = lbs
6-2 1l s 40 "05) 40
Oyds -3 ; Persondl basics (food, efc) Torso 460 2 lbs
Medi et Pi attacks can Rope (3/8", 10 yards) By | 95 3 bbs
um  21-100yds -7 eyes at Ygl)tals at -3 or \é\)00| Haln[(ef B a5 1 1 lbs
: ine_woo nigthmD (ratink . Bo\g_ 45 .5 bbs
Long 101-500 yds -11 COINS Gold and emerdl ringm 0w STV‘lPed) Bmg_ EESO 2 s
e $7O Thumb %300 : |I|ES
me 501+ yds 15 $SO S,
3500 (shop goods)
* in melee combat, ra. 3 '
ke combet rngedattcks s
; FMT FMY‘\SB(’«V‘Q)SVW\CY\ SCT ?W‘C tO ‘50;AV‘ S‘I\OP in 0\9\%\1 “
l» -“\C AW\()&V‘L\CWAC& la\OTS A'\o\r\”( even ‘ODW\CV‘ -\—0 S‘\‘Cm\
ue W\CV‘C‘(\O\Y\A:\S& bC?OV‘C Mlj bW‘V\CA ﬂ\ﬁ P\MGC, 80
\ﬁO\A \r\o\d TO SPCV\a \I\JC&\( PiC\QY\) 099 “’\ﬁ W\O“’CV\ -“V\ ﬂf\a
Sl\UCV‘ MV\A go\a GY‘OW\ WM WAS \6{'\\— OP ‘“\C P\MCC. Am\
J(\ncn )(‘nree \o\o\s s‘now up \oeo\JYen wvdwea i \nT in J(‘ne
» middle of fhe Town, with “E's canved info Tneie flesh
| Time for ths — spf(?o\ce 1o hang Vou haven
pic\«,d up TmsT\j Foe("\o\lﬁev‘ since your ‘oridge—\ow\amg
(Aﬁlj& — over & (ACCO\AC now — bu\’ Sh&’% SCV‘CMmiV\Q
PUV‘ b\OOA, 0\no\ \ﬁOM (AOY\* Care i? \ﬁO\A MVC TO S‘\FOW\P
MHTM\HS TO 91\16 L\CY‘ WMT T
otals:
$18%0
77 Lbs.

A \(\\AHAV‘CA mi\es OP Mo

S\(\C Y\&CAS\,




~ Name Sir Hm|sct4 of New gloeu]cv- Player

wt 180 Size Modifier 0

UUNGEON]FANTAS RS

Age 44

Point Total 50
Unspent Pts o

Appearance A fireless ﬂﬂd@mm veleran known for his AMLMMLMM@MM

CURRENT

ST |13 |[«] HP| 13

[o]

|
DX |15 ([« ] WILL} ]
1Q |10 |[o1 PER| 10

O

[5]
[ o]

CURRENT

HT|IZ|[+]1 FP|IZ

[o]

MOVE

REACTION MODIFIERS

BASIC LIFT stxsns 34 s DAMAGE Thr __ 14 Sw _ 24-] I
BASIC SPEED _ 6.25 [ () ] BASIC MOVE 6 [01] .
SosYAppearance
ENCUMBRANCE ACTIVE DEFENSES; A\ [Status +2 (inc]ud@ﬂiﬂarg Rank)
None (0) = BL C §4 D Dodge Parry Block | (Reputation *
Light (1) = 2 x BL B8 =7 Prom No Sense of Humon
Medium (2) =3xBL _102_ +2 Prom Sense of DuTg (in danggr,_w’nen known)
Heavy 3) =6xBL 204 10 n ]O +2 Prom Survivor (from rangers and suriualits)
X-Heavy (4) = 10 x BL 340 (gpmr) (glﬂicH)
ADVANTAGES & PERKS SKILLS
Combat Refleyes [ 5 1||Name Level
k2 [ 4 1]]|Area Knowledge (Zarak) T 1 2]
&Mon +2 (Hero of Omswer Prss, 7 or less) [ 21 Broadsword B 21
Statis | [ 5 1| |Clibing 2 1 11
Survivor 2 [ 10 1|]Connoisseur (Ale) 01 11
[ 1]|Cooking 9.0 11
[ 1 Fast-Diraw (Kniloe) (Includes +1 from Combaf Refleses) 4 [ 11
[ ] Em&T—me (Swowﬂ (Inr|ua|es + Pv-om Comlomf Qeﬂeye\ﬂ ]4 [ ] ]
[ 1| Fiest Ad (adudes +2 rom Suror) 2.1 11
[ 1 Hemej 9 [ 11
[ 1 Hllsmg |
[ 1]|nfe B 11
DISADVANTAGES & QUIRKS Leadership 90 11
Code of Honor (Mercenary’s) [0 1| Sawie-Faire. (Mifary) 01 11
Intolesance. (Eles) [ -5 1] Shild B 1 11
Mo Sense of Humor [0 1| Solder 01 21
Puct-Conbat Shakes (12 or ks, o Eight Check] [ 5 B ¢l
[ 1 Backsfike (glocar TCCI’W]IQ[MC) 41 21
[ 1 Suruivel (MounTo\m) (Includes +2 Prom Survivor) 21 721
Hopas he dies a hero [ 11 Tacfes 01 41
Evious menforing uoung ok, especialu soldiers [ -1 1] BM@M@M” B 1
oves cold weathers snow, hal, rain = the worse the beffer [ 11 L ]
Quief avound prefly women [ -1 1||Languages Spoken Written
m‘mwﬂ—‘“m—lﬂﬂ—gﬁs—mwi’ ed L1 An lish Native Nafie [0]
[ ] Treo]rom Phiois Broken - 111
[ 1 [ 1]




' [HAND WEAPO
pEphog -
C amage R
HARACTER SHEET Spear each Parry  Notes
T Two handed 2 imp 1 Cost Wei
’nrusJﬁna bmadgwwd Gé“i) imP 1‘2 0 S[qll 5 %40 1ght
RANGED WEAPONS W2 CMT 1 10 ) 4 lbs
Weapon np ST $600 |
SW %al%’age Acc  Ran 3 s
*+ imp ge RoF Sh
| > me ol I Buk Rd LC N
9 £ - otes | Cost Weigh
_ ~ ) ight
SPEED/RAN
For complete tGE] TABLE HIT LO
able, see p. 550. CATION ARM
Speed/ Li Modifier L ARMOR & POSSESSIONS
Ran Inear ocation
Mo dilgizr Measurement g Torso {{:eﬂﬂ"”‘ armor (DR 2) Location | Cost
(range/speed) e lérm/Leg edther boots (DR 2) Torso, arms | 3150 Weight
Close 0- 4 roin oves (DR Feel 14 lbs
Sy o -5 E;&d lé“‘ﬂ‘&'rﬂd wool_helm (5?2 2) Hands C};%O 3 lbs
Short 6-20 yds 3 -1 Skull mal backpack (%st 40 lbs) I__[{c“d $20 2 é llts
3 ||mp or Pi atta casaalbascs o) oo | $60 .5 s
. ; cks ca ol blanket B 3 lps
Medium 21-100yds -7 S}lgie;t V91tals at -3 Or; glinf and sleel Bjj_ (g 1lbs
Long 101 COINS B_OT“@V:P — Eﬂg_ ™ % :ts
B rave, exguiste, Burnfeler flle B %Z e
w | 30 s
bareme S0Livds 13 /] 0.5 bs
* in melee combat, ra
a penalty equalbto 'Bu;}lcgsltz;lte[iczg; uffer
CHARACTER NOTES
\ Vou st your e in The el of o earless e
| and yu lost ypur Jidd when Hoat dicf, onc—\rwmdea
dwarf W\O\A@N you were A0 enemy and sp\‘ff il w'\g\nT
n 1l with his ave. A leas! you didnt lose youe
finger when that Jurfed Thing with Two Tals - Cod
. only knows wha T was — Hried To e i vvlg\nT off
L \What a disaster At leas when ypu soved the genem\
it Ovcslayer Prss, you soW Hre batfle coming hours
away (through Hhose \ooinTg—ems neder areived on fime
o pmlenT fhe massacre ot fime).
Rul row ypu're worvied That there's ancther enemy
Porce heading couth To the Towns The surviving men
lere, wonT suvvive long withoul ypur help, Too f
Farlsbag can wall. Time vound up whoever's [fr
and Pl soith i
$979
2% Lbs.




DUNGEONIEANTASH

Ht 57

Name Sisley Bmuquemme the gloe" Burgbw' Player

wt 40 Size Modifier 0

Point Total 50

Age bY

Unspent Pts 0

Appearance )MST TL}C PV‘ICHJ'ICST DCY‘SOH MOM \AM_HT TO LW\V& a dY‘Iﬂ[( Wlﬂ'] W]Tl SL‘,C bmr@lcs Your \NW\()

CURRENT

I |to1 HP

12 |[:] WILL

I

I2 =] PER

I

CURRENT

011 FP

10

MOVE

BASIC LIFT (stxstyis 24 s DAMAGE Thr _ 141~ Sw__ld+ IC REACTION MODIFIERS
BASIC SPEED ./5 [ 0 1 BASIC MOVE 5 [01] .
‘ CTosNAppearance
ENCUMBRANCE ACTIVEDEFENSES ™ ™ \"y \ |status +1 (Feom hkafh)
None (0) = BL ) Dodge Parry Block | J|Reputation
Light (1) =2xBL 48 _ _ﬁgmm Meschart skl and Compubsie Spending
Medium (2) =3xBL _/7 _(when bugm or se"im)
Heavy (3) =6 xBL 144 8 9 —
X-Heavy (4) = 10 x BL_220
ADVANTAGES & PERKS SKILLS
Darvedeul (+] 1o rolls when T@l(ing unnecessary pisks) [ 5 1||Name Level
Bt (+1 10 all HT volk) [ 5 1||Acrobatics 1 1]
ﬂ'@l" Manual Dchcng +2 [0 1]1Adhemy 91 11
ﬂigk_pm Threshold [ 01 C|im|oing B I 21
Mﬂﬁ]ﬂ.ﬂ&l&ﬂmwg) [ 70 11| Cuprent APfirs (peopk) 72 1 11
[ 1] Ezst-Deaw (Shodsword) B 11
Honest Face [ 11 &ﬂkﬁwhenw Influence rols) 1 1]
[ 1||Eh 2 1 11
[ 11 | Forced EnTm B 11
[ 11 [ Knot= Tgmg (mc udes +2. Prom M@mﬂl@h Dexteriy) 501 11
[ 1| ockpicking (ncudes +2 from Manual Hgh Desterty) b1 41
[ 11 [ Merchant 21 21
DISADVANTAGES & QUIRKS Search 21 721
Bad Tcmper (12 o less) [ 101 91 11
Qumpm_gpgndm; (12 _op less) [0 1] |Shotsword 72 1 11
Cuvious (17_op less) [ 101 Steatth B 721
&&Mmmﬂkﬁ.ﬂmhmg&ﬂmm@)— [ 9 1| Thaumallogu 01 11
Kkpiummim (17 _op less) [ 51 T_mps mr 11
[ 1 [ 1
Bebes ol wizancs ave linatdy sk [ [
Bclicves sbc’s a mucb Moo bar Tﬂl er than she is [ -1 1] [ 1
Loes seling fake magic tems To apprentices [ 11 [ 1]
Easly gefs bt [ -1 1||Languages Spoken Written
AuTh&nﬂmﬂg fervified of bones and skelefons [ 21 A_@s% Naive Natve [0 1]
[ 11 [ Dwarvish Broken Utferate [ 2]
[ 1 [ 1]




) HAND WEA
@ ANTASY Weapon PONS )
C amage R
HARACTER SHEET Awaefi lng kife — each Parry Notes Cost
cul
) ] Wei
__ . E— - cight
Wea;ED WEAPONS (uses Shorfsword) 1.5 lbs
n
DMage
Acc Ran
ge RoF Shots ST Bulk Rcl
c
LC Notes Cost
Weight
SPEED/RANGE
F TABLE
or complete table, see p. 550. HIT LOCATION ARVOR & D
Speed/ , : I OSSESSION:
Ra nege Al Linear Mo(})lfier Location 5‘;1;’1 d S
Modifier  ( easurement 2 \orso LM ed cloth armor (DR 1) Location | Cost
range/speed) 3 IéHI{/Leg eather bodts (DR 2) Torso, arms | 375 Weight
Close  0- 4 roin Lidm&u%om (DR Feet 9 s
5 de 0= 5 Ej—cléd \é\JOd C|0ﬂ (DQ 'I Py\frzl ﬂm e ) Hﬂﬂds %"850 3 Ibs
Short -7 Sku mal lomcklmck (holds 4 ar Back % = lbs
620yds -3 Il Prs (0 ds 0 los) To $]5 A
- sics ) 5,
- o o Pi atacks can [ L5ADE L) y Lf:cp) By ; 3 s
edium 21-100 target vitals at - gcm" (B _ e hit for | mindfe, 1 FP : > i
yds -7 eyes at -9 3 or o (SIOV‘V‘OW Ul = Cain o ol o T)+4 Finger 42200 1 lbs
: eroll (Slow Time - duphh+4) B - b
Long 100500 COINS L Mk s vl kv b
yds -11 M V‘CSTOV‘(,S H Hp) B /- %66 - ”0 .
e %0 Y ol WS ol B 120 05 b
o UGS Lockpi effe pouershone ' g | $990 =
CKpicks [\g;rumre %]65 - "08
i kef -
a pmazl;eezornlba[' ranged attacks s o $15 - lLL))S
ual to Bulk of the me:fer S,
CHARACTER NOTES >
\ Vou loved T when they gave Yo “r;e name “The g\oe\\‘
| ng\o\r\” Al the wizards of Arvey and go\g\m\ st
didder when Hhey lear That name w\n‘uspmd Aoud
Vouve made Hrousands of shers volbing incom-
\oeTch wizands = which seems 1 be most of them
. these days Vouve only been cmug‘n’( once, and Hd's
L becavse Archimage Hermanty is po\mnod and layers
- Jugion on thusion And even fhen T was Pine because
‘ne \oo\ia you o ro\o his nemesis o? \nis rare wof(w—
flled cwﬁsTm\ bal \Which als0 would have been fine f
you ladnT broken , and now owe HermanTy Al that
oney back. Oh wel, Dactest way 1o make some con
around here © bourly {urfing, s0 when you heard @
lundred men were gong fo g gef £t Farisbag, you
and \(\e\p :
$5226 20 Lbs.

(Jigweo\ uou m'\g\nT s we\\ )o'm up




Name \/\Ji|imm Exc|

D NE ANTASY S0 wt 15

Player Point Total 150

Size Modifier O Age 5 Unspent Pts O

Appearance fin impgﬂ'ient confidenit bog who_snuck info sepvice, he spcmks a8 i l'\c WAS Years oder

CURRENT

ST| 7 |[v1 HP|]
DX| 14 |[= ] WILL) |
Q| 12][~] PER|]

N

CURRENT

SN|O
/i
(@) O
e

HT|1O[o] FP|IO| |[¢]

MOVE

BASIC LIFT stxstys 22 lbs DAMAGE Thr _ -1 Sw__1d+] IC REACTION MODIFIERS
BASIC SPEED ./5 [ 0 1 BASIC MOVE 5 [01] .
‘ CTosNAppearance
ENCUMBRANCE ACTIVEDEFENSES ™ r\’\’\\’\ Status +4 (when rccogniccd)
None (0) = BL 24 Dodge Parry Block 1 \Rsputation
Light (1) = 2 x BL +2 from Querconfidence (younger or naive folk)
Medium (2) =3xBL _/7 8 7 _ -2 Prom Overconfidence (veferans)
Heavy (3)=6xBL 144 -2 Prom Social Stigma (adulfs)
X-Heavy (4) = 10 x BL_220 (Knife)
ADVANTAGES & PERKS SKILLS
Fearlessness + (11 Eright Checks) [ 4 1||Name Level
Status +4 (Princess of Megmbs) [ 20 1]|Area Knowledge (Meaalos & Zarak) 21 721
[ 11 | Bow 5 1 4]
[ 11 | Broadsword BIr 11
[ 1| | Cupredt APfairs (Polfics) 21 11
[ 1 Dmnﬂng Br 11
[ 1| | Defect Lies 01 11
[ 1 Diplommcq 1 21
[ 1 | EastDeaw (Arrow) b1 11
[ 11 | Bist Aid 72 1 11
[ 1 H:;m[o]rg |
[ 1 HisTowj (Megmlos) 21 21
DISADVANTAGES & QUIRKS Hisfory (Zarak) Ir 11
Mﬁivencss (12 or less) [ 101 LM_{Mggmbs) 010 11
Querconfidence (17_op less) [ 51 L_malcv-slqip 721 721
Pucifism (Reluctant Kiler) [ 51 OrienTecring 1 11
- jecli fure) [0 1]|Puble gpmkmg 1 11
Scial S igma (Minor) [ 51 piohng (Equines) Br 11
Uow (Always Tell the Truh when she sees fif [ 5 1||Saor=fare (Hgh Soccly) B1 2]
[ 1 Steath Br 11
Leclures pc0p|c unneccsso\riltj [ -1 1] SIMIQQ%MOD 0.1 11
Mmjgig words on purpose [ 11 [ |
Peoud that she. won the voyal archery corfest theee years mnning [ -1 1| [Languages Spoken Written
Obsessive cm/esdropper [ 11 MSL} Naive Natve [0 1]
Doesn't care dbout money or wealln [ - 1| |Duwarish Broken Semi-Liferate [ 7 1
[ 1 Eligh Broken Semi-Uiferdte [ 7 1




~ [HAND WEAP
MJ ANTASY Weapon ONS -
C : amage R
HARACTER SHEET Fine €|\/islq knife pN each Parry Notes c
=L imp C ost Wei
- 7 10 (defult) | $150 eight
Wea GED WEAPONS 1.5 lbs
pon
LQD@]QQJN_WLQM Damage
Acc
; £ H*’" imp Range RoF
' 4 Shots ST B
_Buausin_m\mws H{:}J" (05) 7 ]G?S//Zﬂéo ] 1(2) 1 lﬂ%k Rcl LC Notes Cost
pl2) 7 €520 1L 12y 1 -8 - = 20 amwows| $290 Weight
] 'I(? ) '” _8 = — 5 M 4 |b§
_ S s
SPEED/RANGE
TABLE
For complete table, see p. 550. HIT LOCATION
Speed/ . Modifi Item OR & POSSESSIONS
Range . Linear 01 jer Location || ight
Modifier ( easurement 2 Torso ﬁ- SCM|€ Armor (DQ 3) Location | Cost
range/speed) 3 lérm/Leg edther boots DR 2) Torso 220 Weight
Close 0- 4 roin L—Wi[h'i%lovas (DR 7 Feel 16 lbs
5 yds 0* i E;é;d Eadjed COTL] sleevﬁs (D)Q 'D Hﬂnds )]850 3 Ibs
Short 6-20 yds -7 Skull pT:incf)Cd |Cd|t;r kg|m (Dp Z) f{rmj q 25 g llts
-3 rass chain neckl ea %Z S
Imp or Pi Stal b cosace , 5
Medium  21-100 yd target vit;ﬁtffkfgcan Per:onﬁ@k (bolds 40 bs) \?JWST 30 3‘ ||’E>&
wds 7 |[evesat-o. o B o sics (food, fc) 0rs0 460 s
L = Cmss SlancT ring W/ rou a| Sﬁml Bﬂg_ q 5 3 |bs
ong 101-500 yds -11 NS M coak BBMk 0 | ,ts
i Ac! (sk — s
Extreme 501+ yds s $]O VWﬂf\ Sll()e,”) N Olen) 2 |L>
;Z;:;Zl;eezomlbat, ranged attacks
ual to Bulk of the wea; ;:y)?[er
CHARACTER NOTES
\ You are ol o pw\o\c Hink you ‘o\m Your red) '
:1 name 1 )oc\gn Cowo\'\ms) Princess 0(3 P\Ne\j mﬂ nei
1o the House o? Four Chambers. Bt you ave sick
o? e goss\p, the Aomcing, mna fhe aip\omo\\'ic dinners
Your een gmn&moﬂnw wWis 0 Warrion and you
i \ove,d \ner slories op skirmis\nes o\go\'\nsf( “ne, orcs omo\
: \no\ogob\\ns of Lavok. %wc\lﬁ her Lood runs gfrong
" in ypur ceing! You've won 4he archery corfies Three
years i & voul So when you heard Aot Arvey was
forming & war pm’ﬁj 1o bt down odl \or‘tgo\r\d and
mwdcmv‘ Fo\T F{}\w\s\omg, you o\ecﬂeo\ o join. Qissors
To your i scale avmor from e guo\rdroom) uptk
e m‘g\nT in A\“noug\n ypulve ld 1o keep @ low \om?i\e
since upu SOV dl your cousin, Courl Conma, was in
and looking for you. ‘
$ 980
26 Lbs.

'“06 war PN‘T&j




Enfys Loom

Good-natured pyromancer, seeking her brother

PER |2

Cariyen Kraye

Tracker, survivalist, and magical security expert

PER |3 * DANGER GENSE |2




King Coppertong

Honest jewel merchant and skilled engineer

PER |2

Sir Halsey

Famous war hero of Orcslayer Pass

PER]O




Sisley Bauquemare

Wealthy, well-educated rascal - with an honest face

PER |2

Wiliam Exel

Impatient, loud-mouthed teen... who shouldn’t be here

PER ]2




