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there is a tension in the air, like 
a thunderstorm on the verge of 
breaking.
	 Creatures: The Abbott is 
waiting for the players. At the 
news of the death of his monks 
he will become distraught. When 
confronted with what he has 
done he will break down and 
confess everything. He knows he 
made a terrible choice, but has no 
idea how to atone in a way that 
would satisfy the ghost. Rhea has 
followed the players here and is 
hidden waiting for the Abbott 
to come out, she will attack the 
Abbott the moment he steps 
outside of the hallowed effect.
Interaction: The PCs can attempt 
to convince the Abbott to confront 
Rhea or they can take him on 
themselves, maybe attempting to 
force him out of the monastery 
grounds where Rhea can join the 
fight. 
	 Game Master Notes: The 
Abbott is a competent combatant 
and a powerful spellcaster. Use 
his spells and abilities to their best 
effect.
The Abbott
	 Additional notes: Due to his 
guilt and shame, the Abbott loses 
three successes from all rolls in any 
confrontation with Rhea.
	 Description: Abbott Tahor 
is a human in his mid forties 
with greying hair and a kindly 
demeanour. He has served at this 

monastery for most of his life. 
Despite that he has kept himself fit 
and strong. He is an accomplished 
spellcaster and masterful orator. 
He is deeply tormented over how 
much his “youthful indiscretion” 
has cost him and blames himself 
for the deaths of his fellow monks. 
Normally he would be more than 
capable of dispatching the ghost 
himself, however his guilt and 
shame over the situation makes it 
difficult for him to confront her.
 
Rhea - Ghost
	 Description: Rhea died in fear 
and anger. All her life she’s tried 
to do her best for her son and at 
the last she feels like she failed. 
Rhea’s ghostly form scuttles on all 
fours with her face hanging down 
between narrow shoulder blades, 
partially hidden behind long hair. 
Her body is made of papyrus 
leaves and stalks held together by 
swirling ethereal energy. She can 
switch between this form and a 
will o'the wisp form.
	 Rhea uses the stats for a ghost.
Roric  
	 Additional notes: Roric uses 
his fleet of foot to stay ahead of the 
players and his entertain skill to 
throw his voice.
	 Description: Roric is a young 
man in his late teens with brown 
hair and blue eyes. He has lived in 
the village all of his life. He is still 
distraught at the loss of his mother 

and his entire village. He is furious 
at the Abbott and has no idea what 
to do now his entire world is gone.

 
 

Roric
Human Dejah, Neutral
(Apprehensive Aspect/Pacifist Motivation) 

HP:44	 	 FP: 66
AS:73; Bhekart (5) +3 Str Mod;  
Initiative: 8
Armor: Ring Armor (11) ; 
PD: 36 		  MD: 34		 DD:38		  JD: 34
Move: 25’ 	 Luck Points: 14 		 Vision: Normal
	 Str 60 (+2), Sta 64 (+2), Agi 73 (+4), Per 6 (+2), 
	 Int 60 (+2), Wits 74 (+4), Will 63 (+2), Cha 72 (+4)
Alertness 31, Brawling 33, Convince 33, entertainment 40, fabrication 31, 
navigation 33, skepticism 33, survival 34, swimming 31

Abilities
fleet of foot, reed dweller (Takes no movement penalties in papyrus reed beds 
and can always orient himself in the direction of his village)
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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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ApparitionsApparitions
	 Apparitions are a range of evil creations that come from 
the death of creatures, they are ghosts, wraiths, specters and 
much worse. More often than not these creations are from 
the result of a violent death of some sort, negative emotional 
energy and some are created directly from Negative Energy. 
	 Apparitions are the remnants of beings that have been 
in fused with Negative Energy, cursed to wander the world 
unable to find rest and peace for their souls. One common 
thread among all the apparitions is their overwhelming hatred 
of the living.
	 Apparitions are generally very vicious, mean and cruel. 
They are known to torment and attack the living. They cause 
havoc and disruption wherever they roam. Most apparitions 
are locale based within a range of 1 mile or so around the 
location of where it was created.
	 Stopping or defeating an apparition is similar to that of 
fighting normal beings, however, attacking and ultimately 
destroying the essence of the apparition can only be done 
through the means of Divine Powers. But this does not mean 
that an apparition cannot be driven off by the attacks of non-
divine means. 
	 Most apparitions are naturally insubstantial others are 
invisible, however, they must become corporeal or visible just 
before they attack. 
	 As creatures of raw negative energy and spectral 
remnants of the living, apparitions fly, but do not fly in the 
same concept as dragons, birds or other living things do. 
They are able to simply move from one spot to another that is 
within their move. This could mean that they could go from 
one floor to another floor that is 30’ above them in a single 
move.
	 Apparitions can be captured and contained through 
the use of runes of containment spell. 
	 All attacks by apparitions ignore armor and 
cause damage directly to the target.

Creature Type: Undead
Treasure: Personal No; Lair Yes
Environment: any
Organization: Generally solitary or pair; Rarely 
squad (3-6)

Apparition AbilitiesApparition Abilities
	 Apparitions all share the following 
abilities:
Aura of Fear Any creatures, other than 
apparitions or creatures of an evil 
philosophy, that are within 15’ radius 
of an apparition must make a Willpower 
check at a TS of 4. Those that fail are Scared 
(Fear). Defense needs to only be made once per 
encounter with an apparition type. This effect 
lasts until an apparition is slain or driven off. An 
apparition can activate or deactivate this 
aura as a Simple Action. This is a charm 
effect.

Holy Water Vulnerability An 
apparition 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.

Insubstantial An apparition is primarily made 

up of wisps of smoke, translucent clouds, or a shimmering 
image that can just be made out. This insubstantially grants 
an apparition a great number of defenses. First, it cannot be 
targeted by magic, or jinhu of any type, while in this form, 
including area effecting spells or powers. Secondly, it cannot 
be attacked by any form of non-magic melee or missile attack. 
Third, it gains +15 to its movement. However, in order to 
attack an apparition must become “real” the turn before it 
attacks, and must remain “real” for 2 turns after it attacks.

Iron Vulnerability An apparition is highly vulnerable to iron 
in any form. An apparition suffers an additional 3-30 (3d10) 
points of damage when hit with cold iron based weapons, 
including dust or filings. Additionally, an apparition can be 
blocked by iron shavings or dust and is unable to cross over it 
and must go around or find a different way through or around 
it. This is a curse effect type.

GhostsGhosts  
(MP: 2865) (Very Rare)	     	 6th Rank - Evil (Any) 
	 	 	 	 (4-8th Rank Challenge)
Health Points: 100	 	
Attack Skill: 95/85/75		  Initiative: 11	
Attack: Claws or Bite (4 a10); +8 Str Dmg

Armor: Undead Toughness (60); 20 vs Magic or Holy 
Weapons; 35 vs Divine Magic; 45 vs. Spirit; 50 vs. Cold Iron 
or Silver Weapons or Fire Based Spells 

Physical Defense: 58	 	 Magical Defense: 60
Divine Defense: 72	 	 Jinhu Defense: 55

Move: 30’	 Luck Points: 2	 Vision: Nightvision
Attributes: Str: 87 (8), Sta: 90 (8), Agi: 62 (3), Per: 66 (4)
	 Int: 67 (4), Wits: 70 (4), Will: 90 (9), Cha: 76 (6)

Skills
Alertness 62, Evade 61, Search 61, 

Skepticism 59, Track 61

Special Abilities
Aging Appearance The appearance 
of a ghost is that of such horror 
and gruesomeness that all targets, 

other than creatures of the same type, 
within 20’ radius of a ghost must make 

a Perception check. Those that fail are 
suddenly aged 2d10 years. Defense needs 
to only be made once per encounter 
with a ghost. This aging is reversible 

with the spell restore, greater. This 
is a curse effect.

Aura of Grief As a Basic Action 
three times per day for up to 10 

turns any being, other than creatures 
of the same type, that is within 
20’ radius of a ghost must make a 
Willpower check at a TS of 4. Those 
that fail being to develop feelings 
of depression, suicide, grief and 

loss and are unable to control 
themselves as they deal with this 
mental grief. This causes the 

targets to suffer 2d10+2 
negative successes to all 

the targets skill checks and gain 
a single permanent insanity point. This is 
a negative energy type.
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Cause Greater Fear Any being, other than creatures of the 
same type, that is within 30’ of a ghost must make a Willpower 
check at a TS of 5. Those that fail are Frightened. Defense 
needs to only be made once per encounter with a ghost. This is 
a charm effect.

Chaos Wounds Any damage dealt by a ghost causes the target 
to erupt in festering like wounds spilling over with pus and 
ichor dealing an additional 2 points of chaos damage that 
permanently reduce the targets Health Points. This damage 
can only returned by a restore spell. Targets must make a 
Stamina check at a TS of 4. Those that fail are infected with the 
magical disease: Chaos Sickness. This is a chaos energy type.

Domination Once per day per available targets within 10’ 
radius, a ghost is able to over power the soul of another 
creature and take over its body over for some time. A target 
gains an opposed Willpower check to avoid the domination 
failure allows a ghost to dominate and take control of the 
target. 
	 Dominated targets can only be released in the following 
ways: a ghost leaving the target on its own, through exorcism 
or the target may attempt to expel a ghost once per day with a 
Willpower check at a TS of 1 (per 2 ranks of creature).  
	 The exorcism must be made by a being with a Divine 
Knowledge score of 100 or more vs. a TS equal to the rank of 
a ghost. A ghost within the dominated target is then allowed 
to make wither a Divine Defense Check as an opposed roll in 
order to repel the exorcism. If the exorcist fails this, another 
exorcism may not be attempted for one day.  
	 Undead Traits As an undead being a ghost gains the 
following undead traits: 
	 • undead physical immunities: bleed, blindness, poison, 
stunning, paralyzation, critical hits, knock outs, energy 
draining, attribute reduction, death from massive damage,
	 • undead spell immunities: mind effecting spells, charm 
spells, sleep, illusions, charm like effects. 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: 45 Minutes
	 • Special Attack (Can cause any of the following per 
attack): Addt’l 2 pts. cold damage with successful damage 
attack per rank with successful damage attack and suffer 
-20 penalty to skills for 4d10 Turns; Addt’l 10 pts. Fatigue 
damage;All actions suffer a -3 Initiative Modifier to perform 
for 2 turns; Fear (Terrified) for 10 Turns; Lose 3 Fatigue Pts. per 
Rank of Undead; Deafness for 10 Turns

	 Ghosts are perhaps the most dangerous and aggressive of 
all the different apparitions, next to wraiths. This is because 
unlike other apparitions ghosts maintain a lasting connection 
with the living world. It is because of this connection that the 
ghost has enormous reserves of negative energy that it draws 
upon for attacking the living world. They hate everything, 
including other apparitions who often are in their service or 
flee from their presence. They are able to destroy other undead 
and absorb their energies and abilities temporarily.
	 Ghosts are the ancient undead apparitions and are 
respected even by the yaqu. They are fearless creatures 
of death. It is this aspect that garnishes the ghosts their 
reputation.
	 Ghosts take many different shapes. They can be found 
as vaporous clouds or swirling fogs. They can be found as 
brilliant points of light not unlike that of the will o’wisp. But 
perhaps the most common shape that they take is that of their 
appearance at the time of their passing. They will have well 
defined heads, torsos and arms. Though their legs are nothing 

more than a vaporous trail. There are times that ghosts will 
take on a corrupted or distorted visage. Corrupted visages 
appear as their corpse does in its current state, rotting and 
decayed. Distorted visages are nightmarish reflections of life, 
they can range from a small child with overtly large ears and 
mouth to that of a contorted being in the shape of a dog or cat.
	 There are two types of ghosts: Lesser and Greater. Lesser 
ghosts have only a few abilities and are only 1/2 the rank of a 
greater ghost and thus are “easier” to drive away or destroy.
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Ghurobu Ghurobu 
(MP: 1090)(Uncommon)		 3rd Rank - Evil (Medium) 
				    (1st-5th Rank Challenge)
Health Points: 57	 	  
Attack Skill: 70			  Initiative: 13	
Attacks: Claws (3;a5) or Bite (5;a5) ; +8 Str Dmg

Armor: Undead Toughness (35); 10 vs Magic or Holy 
Weapons; 15 vs Divine Magic; 20 vs. Cold Iron or Silver 
Weapons; 25 vs. Spirit or Fire Based Spells 

Physical Defense: 67  	 	 Magical Defense: 53 
Divine Defense: 53		  Jinhu Defense: 55

Move: 15’	 Luck Points: 1	 Vision: Normal
Attributes: Str: 87 (8) Sta: 89 (8) Agi: 75 (5) Per: 80 (6)
         Int: 77 (6) Wits: 75 (5) Will: 86 (8) Cha: 49 (0)
 
Skills
Alertness 50, Evade 49, Search 50, Stealth 49, Track 50

Creature Type: Undead
Treasure: Personal Yes; Lair Yes
Environment: forest, hills, mountains, or underground
Organization: solitary, pair, squad (3-6), mob (6-15)

Special Abilities
Disease, Magical (Black Breath) Whenever a ghurobu 
successfully hits a target it can transmit a magical 
disease: Black Breath: Inhaled - This disease has 
an onset of 1 day. The character must make 
a Stamina check at a TS of 3. Those that fail 
begin to suffer a loss of 10 Stamina and Fatigue 
points every day. Should the character reach 0 
Stamina then they die.

Paralysis This allows a ghurobu to cause 
paralysis in those that it successfully 
touches. The defender gains a check vs. 
Willpower at a TS of 1. Those that fail 
this check become paralyzed for 2+d10 
turns.

Quick Strike A ghurobu can strike 
with such speed that those that are 
defending against them suffer a -10 to 
their Physical Defense. This only effects 
melee attacks and can be used once per 
turn.

Undead Traits As undead being a 
ghurobu gains the following undead 
traits: 
	 • undead physical immunities: 
bleeding, blindness, poison, stunning, 
paralyzation, critical hits, knock outs, energy 
draining, attribute reduction, death from massive 
damage, 
	 • undead spell immunities: mind effecting spells, 
charm spells, sleep, illusions, charm like effects.  They are 
able to “see” through invisibility by sensing the life force 
of a living creature 
	 • undead regeneration (able to regenerate from 0 
health): 1 hour 
	 Addt’l 2 pts. cold damage per rank with successful

	 damage attack and suffer -20 penalty to skills for 	
	 2d10 Turns
	
	 Ghurobu are jealous undead that have risen from the 
dead that have died under circumstances that violated 
their precepts of their training, whether it be a priestly 
training, personal code of honor, or monastic vows. They 
have a deep desire to live again and to do so the feed upon 
the breath of mortals. They tend to do this by coming upon 
sleeping mortals and drawing their breath from them, 
though they can just as easily draw this breath from a 
victim that they wrap up in their arms. This feeding does 
not directly kill the victim, they can leave a foulness in 
their victims breath for several days that causes them to 
begin to suffer from the magical disease of the ghurobu.
	 Ghurobu tend to crawl on all fours in odd angles, their 
upper bodies flat to the ground and their legs and arms 
bent at odd angels to allow them to run on hand and feet.

Combat: 
	 Ghurobu stay low to the ground and use this to their 
advantage to get under larger opponents or to quickly 
sneak up on other targets.
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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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