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Power Rank: 2
Range: 30’
Duration: Instant
Area of Eff ect: 10’ Radius
Activation Time: Full Action
Defense: Divine
 A darkness reaches up from 
the ground as the caster summons 
unholy magic as she draws upon 
the evil of their deity to strike at 
his enemies. This causes 1 point of 
damage per success to those of a 
neutral philosophy. This damage 
increases to 2 points to all those 
that are good in the Area of Eff ect. 
Only good or neutral creatures are 
aff ected by this spell.

 In addition, each target is 
Stunned for 1d10+5 turns. Every 
turn targets gain a new defense 
check to end the stun eff ects. Each 
time they make a check they gain a 
+1 success bonus to end the spell’s 
eff ects.

Create Undead
Type: Element (Essence); Divine (Evil); 
[creation]
Power Rank: Varies
Range: Touch
Duration: Permanent
Area of Eff ect: 1 Creature
Activation Time: 1 hour/rank of 
undead created
Defense: None

 This spell grants the caster 
the ability to infuse a dead body 
with Negative Energy to create a 
undead creature. The caster may 
create any of the undead as listed 
in the following chart. The caster 
can only create one undead at 
a time. Through this power the 
character can create undead; the 
Power rank is also the minimum 
successes required to create the 
undead:
 Power Rank  Undead
  2 Skeleton(Animated);
   Zombie (Common), 
   Pyrites
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Dark Mark
Type: Divine (Evil); [attack]
Power Rank: 1
Range: 10’
Duration: Permanent until dispelled
Area of Effect: 1 creature
Activation Time: Full Action
Defense: Divine
	 Utilizing this power a character 
causes a dark mark to appear 
around a single good target within 
range. All willing creature(s) 
you choose in a 20 foot-radius, 
including yourself, gain +5 bonus 
Attack Skill per success (+50 
maximum) against this target for 
the duration of the power. 
	 Every turn the target gains 
a new defense check to end the 
effects. Each time that they make a 
check they gain a +1 success bonus 
to end the spell’s effects.

Flame Gaze
Type: Element (Fire); [fire] [attack]
Power Rank: 2
Range: 20’
Duration: Instant
Area of Effect: 1 target (Ray)
Activation Time: Full Action
Defense: Physical
	 Using this spell, you can 
release a pair of fire beams from 
your eyes that detonate on a target 
that is within range. Targets gain 
a Physical Defense to dodge out 
of the way. Those that fail suffer 
3 points of explosive fire damage 
and have a 75% chance of catching 
on fire. Those that catch on fire 
will burn for 1 turn per success 
and gain the burned condition (pg. 
342).

Force Blast
Type: Element (Air); Divine (Any); 
Jinhu; [force] [attack]
Power Rank: 2
Pathway/Symbol: Sihu/Ursi, Xu
Range: Self
Duration: Instant
Area of Effect: Varies; see below/Cone
Activation Time: Full Action
Defense: Magical, Divine, Jinhu
	 With Force Blast you can 
blast a cone of invisible force at a 
target. Small and medium targets 
are flung backward 5’ per success 
to a maximum of 50’. Large and 
huge targets are flung backward 2’ 

per success to a maximum of 20’. 
Those that fail their defense are 
affected as they have been knocked 
down and knocked back.

Frighten
Type: Element (Air or Essence); 
[charm]
Power Rank: 0
Range: 10’
Duration: Instant
Area of Effect: 1 target
Activation Time: Full Action
Defense: Special; see below
	 This spell causes a target to 
make a Willpower check at a TS of 
1 per 3 successes of the spell cast. 
Those who fail are Troubled, and 
must flee from the area moving 
at their fastest pace in a random 
direction for d10 turns.

Gullin’s Nimbus
Type: Element (Essence); [fire] 
[alteration]
Power Rank: 2
Range: Self
Duration: 3 Turns
Area of Effect: Self
Activation Time: Full Action
Defense: None
 	 Intoning dark words you cause 
yourself to become wreathed 
in hellish flames. These flames 
have no effect on you or your 
equipment. The flames deal 10 
damage plus your Willpower 
Modifier in damage to any creature 
that you touch (to maximum of 
+25 damage). Additionally, any 
items that pass within 5’ of that are 
combustible instantly burst into 
flames and begin burning.

Protection From Antithesis
Type: Divine (Good, Evil, or Neutral); 
[protection]	
Power Rank: 2
Range: Touch
Duration: 5 Turns
Area of Effect: 1 creature
Activation Time: Full Action
Defense: None
	 This spell grants protection 
from attacks by creatures, and 
effects created by creatures (i.e. 
abilities) that are not of the targets 
philosophy. For example, if the 
target is Good, the spell protects 
against Evil and Neutral creatures.
	 The target gains a +5 per 2 
successes (+50 Max) to all their 

defenses against those not of the 
targets philosophy. Additionally, 
the spell grants a +2 success bonus 
to checks versus the abilities 
of creatures not of the targets 
philosophy. 
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New MonstersNew Monsters

Dark RavenDark Raven
(MP: 925) (Uncommon)     1st Rank - Evil (Small; 3’ high)
				    (1st-3rd Rank Challenge)
Health Points: 13		
Attack Skill: 63			  Initiative: 11	
Attacks: Bite/Claws (2;a5); +4 Str Dmg

Armor: Undead Toughness (25); -25 vs Magic or Holy 
Weapons; -15 vs Divine Magic; -15 vs. Cold Iron or Silver 
Weapons; -10 vs. Spirit or Fire Based Spells 

Physical Defense: 71		  Magical Defense: 43
Divine Defense: 51		  Jinhu Defense: 50

Move: 5’ (Fly: 50’)  Luck Points: 1  Vision: Heightened
Attributes: Str: 66 (4), Sta: 63 (3), Agi: 93 (9), Per: 91 (9)
	 Int: 78 (6), Wits: 72 (5), Will: 72 (5), Cha: 74 (5)

Skills
Alertness 42, Evade 45, Search 45

Creature Type: Undead
Treasure: Personal No; Lair 
No
Environment: any
Organization: solitary, pair, 
squad (3-6), flock (30-60)

Special Abilities
Aura of Unluck A dark raven 
radiates an aura that causes any 
target, other than creatures like itself, 
that is within a 20’ radius to be unable 
to use any Heroic Luck nor gain 
Heroic Luck on a critical success for 
as long as they are within the area 
of effect. A dark raven can activate 
or deactivate this aura as a Simple 
Action.

Disease Magical, Undeath  Whenever 
a dark raven successfully hits a target it 
can transmit a magical disease (Legends of Kralis 
pg. 225): Undeath; Injury; Character will die in three 
days only to rise again as a zombie (60%) or ghoul 
(40%) the next night. Targets gain a Stamina vs 
TS 2 to avoid the infection. 

Fire Vulnerability A dark raven is vulnerable to 
fire damage more than others. This causes a dark 
raven to suffer an additional 30 points of Fatigue 
damage per 5 turns while in areas of fire. Fire damage 
deals +2d10+5 points of bonus damage. This is curse 
effect type.

Frightening Screech Three times per day as a Basic 
Action a dark ravens is able to direct a frightening 
screech at a single target that is within 20’ of it. The 
targeted creature gains a Stamina check vs. TS of 3 those 
that fail become Troubled for 2d10 turns. Those that 
succeed in their check cannot be affected again by the 

same creature’s croak for 24 hours. Creatures that are 
already troubled become Scared, those that are already 
scared become Frightened. 

Undead Traits As an undead being a dark raven gains the 
following undead traits: 
	 • undead resistance: cannot be killed by normal, non-
magical, non-holy damage; At 0 Health crumble or vanishes 
	 • immune to poison, paralyzation, or charm spells, 
charm like effects, and cannot be knocked out 
	 • undead regeneration (able to regenerate from 0 
health): regeneration time: 1 Hour
	 • Special Attack (Can cause any of the following per 
attack): Addt’l 2 pts. cold damage per rank with successful 
damage attack and suffer -20 penalty to skills for 1d10 
Turns 

	 Standing about 3 feet in height dark ravens are large, 
grotesque ravens they have dark, with ragged, thin and 
bony bodies their wings end long in a mass of sharp, 
cracked bones. Their sharp talons are black dripping 
with green mucus infected with various diseases. Their 
dark eyes are shot through with red and green lines an 
indication that they are infected with something 
more than just disease.
	 They are frightening alone, but in large flocks 
they are terrifying shattering the resolve of 
even the hardest adventurer or cruelest monster. 
	 They often are found in small gatherings 
of 3 to 6, but large flocks numbering in 
the hundreds have not been unheard of, 
spreading their disease and negative energy 

wherever they land or infest.
	Dark ravens are foul, undead creatures 

that have become undead after 
feeding upon the remains of such 

creatures as ghouls, zombies, 
and other physical undead 

things that have survived 
the attacks of good aligned folk 

but have not been destroyed by the 
means of holy powers. Dark ravens are 

generally about 18” tall, weigh roughly 10 
pounds and have a 36” wingspan.

Combat: 
	 Dark ravens are more ravenous 

scavengers than they are hunters. They 
tend to feed on the corrupt flesh of the 
undead, often attacking large groups 
of zombies, ghouls, or other physical 
undead, but they are not beyond 
attacking groups of adventures, small 

caravans or even villages or outlying farms. 
When they attack they attack with claws and 

ripping beack beak attacks. They spread 
disease in these attacks, many times they 
leave behind the same type of creatures 
that they feed on: undead beings.
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PyritesPyrites 
(MP: 475)(Uncommon)    1st Rank - Evil (Small) 

(1st-3rd Rank Challenge)
Health Points: 46
Att ack Skill: 66   Initiative: 16
Att acks: Claws (4;a10,f5) or Bite (6;a10,f5); +4 Agi Damage

Armor: Undead Toughness (25); -25 vs Magic or Holy 
Weapons; -25 vs Divine Magic; -15 vs. Spirit; -10 vs. Cold 
Iron or Silver Weapons or Fire Based Spells 

Physical Defense: 58  Magical Defense: 47
Divine Defense: 69  Jinhu Defense: 53

Move: 10’  Luck Points: 1 Vision: Nightvision
Att ributes: Str: 66 (4), Sta: 66 (4), Agi: 82 (7), Per: 86 (8)
 Int: 69 (4), Wits: 70 (4), Will: 71 (5), Cha: 67 (4)

Skills
Alertness 41, Evade 46, Search 46, Stealth 46, Track 43

Creature Type: Undead
Treasure: Personal Yes; Lair Yes
Environment: any
Organization: solitary, pair, squad 
(3-6), mob (6-15)

Special Abilities
Abundant Leap A 
pyrite has the ability 
to leap and jump up 
to double its normal 
movement as a 
Move Action.

Cold A hit from 
a pyrite’s att ack 
causes the target 
to suff er numbing 
cold. The target 
must succeed at 
a Stamina Check 
TS of 5 or suff er -5 
Initiative Modifi er 
for the next two 
turns as well as 
suff er +10 bonus 
cold damage this 
damage ignores 
Armor Absorption. 
This is cold energy 
type.  

Holy Water 
Vulnerability A 
pyrite is vulnerable 
to the powers of 
Holy Water. Holy 
water does 3 points 
of damage per oz 
of water per turn. 
This ignores armor 
absorption.

Undead Traits As an undead being a pyrite gains the 
following undead traits:
 • undead physical immunities: bleed, poison, stunning, 
paralyzation, critical hits, knock outs, energy draining, att ribute 
reduction, death from massive damage,
 • undead spell immunities: mind eff ecting spells, charm spells, 
sleep, illusions, charm like eff ects. They are able to “see” through 
invisibility by sensing the life force of a living creature
 • undead regeneration (able to regenerate from 0 
health): regeneration time:1 Hour

 Pyrites are the result of unfortunate pygmies or small 
bodied species such as aelwyn, ha'vatu, goblins, etc. that 
were killed in large bogs, swamps, marshes or even the 
Void, where their bodies were preserved and turned into 
pyrites. Their skin is hard and leathery and is generally 
dark brown or black. While they are mummifi ed creatures 
they are not true mummies. However, they have been 
known to be found with true mummies as pets.
 These creatures spend most of their unlife moving in 
large clans from one area to another, causing destruction 
and death in their wake. A pyrite is generally 3-4 feet in 
height and weighs roughly 125 to 150 pounds.

Combat: 
 Two or three pyrites are no danger to many. However, 

these creatures gather in clans of 
40 or more which makes them 
dangerous. They are small, 

quick creatures despite 
their undead status.
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Swamp Creatures Swamp Creatures 
(MP: 1255) (Uncommon)  5th Rank - Neutral (Large)

(2nd-7th Rank Challenge)
Health Points: 84
Att ack Skill: 82/72/62   Initiative: 15
Att acks: Vine-like hands (8;a10,f15); +11 Str Dmg 

Armor: Hard Bark (Medium Armor) (25); +10 Armor 
Absorb vs. Piercing/Bludgeoning Weapon type
Physical Defense: 71  Magical Defense: 60
Divine Defense: 57  Jinhu Defense: 60

Move: 15’ Luck Points: 2 Vision: None
Att ributes: Str: 101 (11), Sta: 98 (10), Agi: 74 (5), Per: 74 (5)
 Int: 41 (-1), Wits: 39 (-2), Will: 46 (0), Cha: 27 (-4)

Skills
Alertness 60, Evade 66, Search 66, Stealth 66, Track 65

Creature Type: Monstrous Plant
Treasure: Personal No; Lair Yes
Environment: swamps
Organization: solitary, pair, squad (3-6), mob (6-15)

Special Abilities
Crush (Constriction) With a successful att ack, a swamp 
creature can grapple a target and begin to crush it. If 
a swamp creature is twice the size of the target it can 
completely engulf the target, and can begin 
to crush the target with its body. 
Those att acked in this fashion are 
allowed an opposed Agility Check 
or Strength check to avoid 
this grapple eff ect. A swamp 
creature gains a +2 success 
bonus to this check. Those that 
fail are considered grappled 
by a swamp creature and take 
2d10 points in damage every 
turn, this damage ignores 
any armor absorption. 
Those that are held are 
allowed to att empt an 
escape from the crushing 
as per the grapple rules 
every turn. Unless a 
swamp creature releases 
the target it must be killed 
and its hold forcefully 
opened. 

Disease, Magical (Chaos 
Sickness) Whenever a 
swamp creature successfully 
hits a target it can transmit a 
magical disease (Legends of 
Kralis pg. 225). Chaos Sickness: 
Contact; Character begins to 
mutate into a swamp creature 
that caused the disease. This 
mutation takes 3 days. Targets 
gain a Stamina vs. TS 2 to avoid the infection. 

Fire Vulnerability A swamp creature is vulnerable to fi re 
damage more than others. This causes a swamp creature 

to suff er an additional 30 points of Fatigue damage per 
5 turns while in areas of fi re. Fire damage deals +2d10+5 
points of bonus damage. This is curse eff ect type.

Sense Movement A swamp creature has no means of 
normally detecting others, such as sight, hearing, smell, or 
senses such as echolocation or seismic. However, this has 
caused them to develop a “sixth sense” that allows them 
to sense things moving near them. A swamp creature is 
able to detect beings that are within 90' radius without 
any cover or obstacles in its way. This perception is based 
on the fl ow of air being displaced by the movement of 
creatures, even weapons. This sense is very acute but it 
is also very easily defeated by over stimulation. Abilities 
or spells that alter the air or movement of air causes a 
swamp creature using this sense to make a Perception 
check at a TS of 3 or become confused and unable to 
determine location of others in the area for the duration 
of the alteration. It does not suff er any penalties to att ack 
things that are invisible, hidden, etc., so long as the being 
or creature is moving.

 Swamp creatures are massive tangles of rott ing swamp 
plants, algae, and muck that lurk in the darker parts 
of swamps, bogs and marshlands. These creatures are 
thought to be sentient in some form as they are often seen 
coming to the “rescue” of lesser creatures of the swamp, 
just as they have been seen att acking predators or other 
larger creatures of the swamps.

 They lurk in the slow moving water, using 
tendrils, legs made from tendrils and arms 
made from tendrils to move from one area 
to another. When they are att acked or att ack 
they raise to just under 12’ and look vaguely 

humanoid. Swamp creatures weigh 
roughly 650 pounds. 
 They have thick arms and legs, 

their torsos are a mass of vines, muck, 
and moving algae. They are quick to 
anger and quick to strike. 

Combat: 
 They enjoy grabbing prey by the 
legs and dragging them under the 
black waters of the swamps, where 
they suff ocate them and then 
engulf them to dissolve the corpse. 
They only dissolve fl esh and 

leave behind full skeletons, 
armor and other items from 
their victims piled on the 
swamp bott om.
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To a legendary adventurer and hero – for your eyes only:

 I am Briar Umbermarsh, direct descendant to the 
founders of the wonderful, often-overlooked gem of a 
village known as Umbermarsh Edge Village. What we lack 
in coastal property and bustling markets we make up for 
abundantly with the warm welcome and sense of being part 
of our happy little family. 
 I extend an invitation for a glorious, all-expenses 
paid visit to my esteemed home with a simple, perhaps 
even trivial, request:
 Umbermarsh Edge is in need of a minor investigation 
into our neighboring swamps. Nothing particularly troubling, 
I assure you. Likely no more than a trick of the sun’s 
setting rays passing through swamp gas. 
 I assure you the journey and visit will be worth your 
while, on my honor as an Umbermarsh.

Yours truly,
Briar Umbermarsh
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You don’t know me, but I’ve heard about you.
 And I hear you’re looking for a job that’s more than just going 
off to kill. Hear me out on this and you can decide if this is what 
you’re wanting or not.
 Umbermarsh Edge Village has a problem. Dead are rising 
up as zombies and disappearing off in the swamplands, not a sign or 
sight of them ever again after that as far as I know. 
 My adventuring days are long behind me, but I’ve got a sense 
for when things aren’t right.
 Things are most definitely not right with what’s going on here. 
The folks around these parts think it’s some kind of blessing. A last 
goodbye before their dead go off to meet their maker or something not 
too far from that.
 There’s got to be something in the swamp behind all of this.
 You figure out what that is. Like I said – we don’t know 
each other, but tales of your exploits make me think you’re itching to 
know what’s going on as bad as I am.
 Come to Umbermarsh Edge Village—your stay at the 
Brackish Boar, our fine inn and tavern, is on me.

Looking forward to seeing you,
Gilda Rimefang
Owner, Brackish Boar Tavern/Inn
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Greetings to you, legend in the making,
 You may not know of me, and you may have 
never heard of where I’m from, but I know of you. 
Tales of your exploits have reached far and wide. 
 The Village of Umbermarsh Edge is in dire need 
of your aid, adventurer. We are simple folks, living 
simple lives here. Not many new faces pass through, 
but not so long ago that changed. Before long, strange 
things started. 
 Our dead started rising up. Some of the villag-
ers took it as a chance to say one last goodbye to loved 
ones, friends, what have you, but I don’t see it that 
way. You see, those that rose this way weren’t them-
selves. They were blank, vacant, and didn’t say but a 
word before disappearing off into the swamp. 
 I’ve not got much, but I’ll make it worth your 
while if you can find it in your heart to bring some 
aid to my little village in need. 
 I fear there’s something much darker and more 
dangerous at play here. I don’t wish to think of what 
could happen to Umbermarsh Edge should no one come 
to our aid.
 Though I have little to offer, I will gladly give 
what I can by way of thanks.

Sincerely,
Gilroy the Third
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Help us, please. 
 Stories of your talents, and above all else, your 
good heart have made their way far and wide. I am 
reaching out as someone who has lived without a 
place to call home for too long. I’ve found that home 
here in Umbermarsh Edge Village, but that seems to 
be doomed. 
 A grim shadow is rolling over this place. No one 
else seems to sense it like I do, but it’s there. I’m sure 
of it. It presents in awful ways. Every day is a little 
darker – not as much light. I know it. 
 And the dead have been rising. They disappear as 
soon as they arrive, but it is unnatural and not to be 
trusted. 
 Please make your way to Umbermarsh Edge 
Village. I’m sorry to say I have little to offer, but I 
would forever be in your debt.

Signed,
L
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Hey friend,
You like loot? 
 I bet you like loot. I hear you’ve traveled a long while, doing good and 
getting good loot as thanks.
 The place I live doesn’t have a ton of great loot, but there’s some 
strange stuff going down that makes me think someone around here’s got 
something worth getting. You follow?
 Someone’s making the dead walk around and it’s giving me the worst 
kind of creeps. The people around these parts are convinced it’s so they can 
see their favorite folks wrecked faces one last time.
 I’m not buying that.
 But the kind of person or people who would be up to bringing back the 
dead? 
 Bet they’ve got some good loot.
 Umbermarsh Edge Village. 
 I’ll see you at the Brackish Boar if you’re interested. Might even have 
something for you if you can figure this out. 
 That way I can get back to making an honest living around here.

Cheers friend,
R. Dour.




