
Appendices 

1 Gear1 Gear1 Gear1 Gear    

1.1 1.1 1.1 1.1 ArmourArmourArmourArmour    

Type Armour Coverage Weight Cost Availability 

Regular Armour 

Partial Leather / Hides +1 -2 10 35 Village 

Full Leather / Hides +1 -4 15 50 Village 

Partial Reinforced Leather +2 -2 15 200 Town 

Full Reinforced Leather +2 -4 20 240 Town 

Light Chain-mail Shirt +1 -2 10 300 City 

Chain-mail Shirt +3 -2 20 350 Town 

Full Chain-mail +3 -4 25 500 City 

Chain-mail Hauberk +3 -5 35 800 City 

Laminar Cuirass +3 -3 20 1000 City 

Lamellar Hauberk +3 -5 30 1500 City 

Plate Cuirass +4 -2 25 750 Special 

Half-Plate +4 -4 40 900 Special 

Enhanced Armour 

Oath-bound Robes +1 -4 5 n/a Special 

Oath-bound Chain-mail +3 -4 20 n/a Special 

Pillar-forged Chain-mail +4 -4 25 2500 Special 

Pain-bound Leathers +2 -2 10 1000 Special 

Black-blood Scale +3 -2 20 n/a Special 

Barding 

Horse Barding, Leather 1 -4 15 200 Village 

Horse Barding, Chain 3 -4 30 1250 City 

War Dog Harness, Leather 1 -3 3 50 Village 

War Dog Harness, Chain 3 -3 10 250 Town 



1.2 Shields1.2 Shields1.2 Shields1.2 Shields    

Type Weight Cost Availability Notes 

Bracers 6 40 Town 
+1 Parry; Must be worn as a pair; 
does not stack with a shield; 

Minimum Agility d8 

Small Shield (Buckler) 8 25 Village +1 Parry 

Medium Shield (Heater) 12 50 Village 
+1 Parry; +2 Armour versus ranged 

attacks 

Large Shield (Kite, Pavise) 20 100 Town 
+2 Parry; +2 Armour versus ranged 

attacks 

Tower Shield 30 300 City 
+3 Parry; -1 Fighting; Counts as 

medium cover 
 

1.3 Hand Weapons1.3 Hand Weapons1.3 Hand Weapons1.3 Hand Weapons    

Type Damage Weight Cost Availability Notes 

Primitive Weapons 

Antler Staff Str+d6 10 300 Village; Craft Parry +1; each 1; 2-H 

Bear Claw Str+d4 8 200 Village; Craft Parry +1 

Toothpick Str+d6 5 150 Village; Craft  

Twin 
Toothpick 

Str+d8 5 200 Village; Craft  

Blades 

Boot Spikes Str+d4 3 10 Town Kick attack only 

Dagger Str+d4 1 25 Village  

Great Sword Str+d10 15 400 City Parry -1; 2-H 

Long Sword Str+d8 10 300 City  

Short Sword Str+d6 5 200 Town  

Scimitar Str+d6 7 250 Town  

Axes 

Axe Str+d6 5 200 Village  

Battle Axe Str+d8 10 300 Town  

Great Axe Str+d10 15 400 Town Parry -1; 2-H; AP 1 

 

 



Hammers & Maces 

Mace Str+d6 6 200 Town  

Maul Str+d8 20 400 Town Parry -1; 2-H; AP 2 

War Hammer Str+d6 8 250 City AP 1 

Flail Str+d6 8 200 Town Ignore Shield; Ignore Cover 

Pole Arms 

Halberd Str+d8 15 250 Town Reach 1; 2-H 

Lance Str+d8 10 250 Town 
Reach 2; AP 2 when charging; Usable only 

when Riding 

Pike Str+d8 25 300 Town Parry -1; Reach 2; AP 1 

Spear, Long Str+d6 8 100 Town Parry +1; Reach 1; 2-H 

Spear, Short Str+d6 5 75 Village Reach 1 

Quarterstaff Str+d4 8 10 Village Parry +1; Reach 1; 2-H 

Exotic Weapons 

Sai Str+d4 4 300 Town +1 Parry if used defensively only 

Siege Maul Str+d12 90 1500 Special 
AP 2;Parry -2; Must be Large; 2-H; Heavy 

Weapon 

Daiklaive Str+d10 12 750 Special 2-H; Reach 1; AP 1 

Skull Flail Str+d10 15 550 Special Parry -1; 2-H; Ignore Shield; Ignore Cover 

Man Catcher Str+d4 10 400 City 
2-H; Reach 1; Can be used to Grapple; +1 

Fighting for Grapple only 
Orrenai 

Fighting Sticks 
Str+d4 2 n/a Special Parry +1 when used as a pair. 

 

 

 

 

 

 

 

 



1.4 Ranged Weapons1.4 Ranged Weapons1.4 Ranged Weapons1.4 Ranged Weapons    

Type Range Damage 
Min 

Strength 
Weight Cost 

Availabilit
y 

Notes 

Axe, 
Throwing 

3/6/12” Str+d6 - 2 50 Town  

Bow 12/24/48” 2d6 D6 3 100 Village  

Long Bow 15/30/60” 2d6 D6 4 200 Town  

Crossbow 15/30/60” 2d6 D6 10 500 Special 
AP 2; Action to 

reload 

Sling 12/24/48” Str+d4 - 1 10 Village 
AP 1 with lead 

bullets 

Javelin 5/10/15” Str+d6 D6 5 75 Village  

Dagger 3/6/12” Str+d4 - 1 25 Town  

 

     



2 SUMMONED 2 SUMMONED 2 SUMMONED 2 SUMMONED 

CREATURESCREATURESCREATURESCREATURES    

2.1 Elementals2.1 Elementals2.1 Elementals2.1 Elementals    
All Elementals have the following Special 

Ability: 

Vulnerable: Elementals have -2 Toughness 

against soul-steel weapons. 

Air ElementalAir ElementalAir ElementalAir Elemental    

Air elementals manifest as whirlwinds with 

pale blue eyes. 

Attributes: Agility d12, Smarts d6, Spirit d6, 

Strength d8, Vigor d6 

Skills: Fighting d8, Notice d8, Shooting d6, 

Stealth d8 

Pace: —; Parry: 6; Toughness: 5 

Special Abilities: 

• Elemental: No additional damage from 

Called Shots; Fearless; immune to 

disease and poison. 

• Intangible: Air elementals can 

manoeuvre through any non-solid 

surface as if it were difficult ground. 

They can seep through the cracks in 

doors, bubble through water, and rush 

through sails. 

• Flight: Air elementals fly at a rate of 6”. 

They may never “run.” 

• Invulnerability: Immune to all non-

magical attacks, except soul-steel. 

• Push: The air elemental can push a 

single target 1d6” directly away from the 

spirit by directing a concentrated blast of 

air at him. The victim may make a 

Strength roll against the attack, with each 

success and raise reducing the amount 

he’s moved by 1”. 

• Wind Blast: Air elementals can send 

directed blasts of air at foes using the 

Cone Template and a Shooting roll. Foes 

may make an opposed Agility roll to 

avoid the blast. The damage is 2d6 

points of nonlethal damage.  

• Whirlwind: As long as the air elemental 

does not move that turn it may attempt 

to pick up a foe. Make an opposed 

Strength check and if the air elemental 

wins, then its foe is pulled into the 

swirling maelstrom of its body. While 

trapped, the target is at –2 on all rolls 

including damage, to hit and Strength 

rolls to free himself. The air elemental 

cannot move as long as it wants to keep 

foes trapped inside its form. 

Earth ElementalEarth ElementalEarth ElementalEarth Elemental    

Earth elementals manifest as five-foot tall, 

vaguely man-shaped collections of earth and 

stone. Though amazingly strong, they are also 

quite slow and ponderous. 

Attributes: Agility d6, Smarts d4, Spirit d6, 

Strength d12+3, Vigor d10 

Skills: Fighting d8, Notice d4, Stealth d6 

Pace: 4; Parry: 6; Toughness: 11 (4) 

Special Abilities: 

• Armour +4: Rocky hide. 

• Bash: Str+d6. 

• Burrowing (10”): Earth elementals can 

meld into and out of the ground. 

• Elemental: No additional damage from 

Called Shots; Fearless; immune to 

disease and poison. 

Fire ElementalFire ElementalFire ElementalFire Elemental    

Fire elementals appear as a column of flame 

with flickering tendrils of fire. 

Attributes: Agility d12+1, Smarts d8, Spirit 

d8, Strength d4, Vigor d6 



Skills: Climbing d8, Fighting d10, Notice d6, 

Shooting d8, Stealth d6 

Pace: 6; Parry: 7; Toughness: 5 

Special Abilities: 

• Elemental: No additional damage from 

Called Shots; Fearless; immune to 

disease and poison. 

• Fiery Touch: Str+d6; chance of 

catching fire. 

• Flame Strike: Fire elementals can 

project a searing blast of flame using the 

Cone Template. Characters within the 

cone must beat the spirit’s Shooting roll 

with Agility or suffer 2d10 damage, plus 

the chance of catching fire. 

• Immunity (Fire): Takes no damage 

from any source of heat or fire. 

• Invulnerability: Fire elementals are 

immune to all non-magical attacks, 

except soul-steel, but suffer 1d6 damage 

when doused in at least a gallon of water, 

+2 per additional gallon. 

• Weakness (Cold): Takes double 

damage from cold or ice. 

Water ElementalWater ElementalWater ElementalWater Elemental    

Water spirits are frothing, wave-shaped 

creatures of water or sea-foam. 

Attributes: Agility d8, Smarts d6, Spirit d6, 

Strength d10, Vigor d10 

Skills: Fighting d8, Notice d6, Stealth d6 

Pace: 6; Parry: 6; Toughness: 7 

 

Special Abilities: 

• Elemental: No additional damage from 

Called Shots; Fearless; immune to 

disease and poison. 

• Invulnerability: Water elementals are 

immune to all non-magical attacks except 

fire and soul-steel. A torch or lantern 

causes them 1d6 damage but is instantly 

put out if it hits. 

• Seep: Water elementals can squeeze 

through any porous gap as if it were 

difficult ground. 

• Slam: Str+d6, nonlethal damage. 

• Waterspout: Water spirits can project a 

torrent of rushing water in the shape of a 

Cone template. This automatically puts 

out any normal fires, or 1d6 ship fires. 

Creatures within the cone must make a 

Strength roll at –2 or be Shaken. 

2.2 Demons2.2 Demons2.2 Demons2.2 Demons    

Waking DreamerWaking DreamerWaking DreamerWaking Dreamer    

The most commonly summoned demon is 

called a Waking Dreamer and is formed from the 

nightmares of mortals. They take a variety of 

forms. Some are covered in wickedly sharp spines, 

while other have enlarged teeth or elongated 

claws. Most are bestial in appearance, though this 

varies from near-human to abominable. 

Devoid of personality and of limited 

intelligence, Waking Dreamers are relentless, 

remorseless killing machines. 

Attributes: Agility d8, Smarts d4, Spirit d6,      

Strength d10, Vigor d10 

Skills: Fighting d8 

Pace: 6; Parry: 6; Toughness: 6/8 

Special Abilities: 

• Berserk: Waking Dreamers can go 

berserk at will. 

• Bite/Claws: Str+d4. 

• Demon: +2 to recover from being 

Shaken; immune to poison and disease; 

+2 Toughness against non-magical 

attacks, except for adamantium. 



• Weakness (Adamantium): Demons 

have lower Toughness against 

adamantium weapons. 

Shadowed JesterShadowed JesterShadowed JesterShadowed Jester    

In their unadulterated form, changelings 

resemble inky-black humanoids devoid of any 

features. Jesters have the ability to assume the 

exact form of any of their victims, taking on their 

mannerisms and retaining their memories. 

Regardless of the form they assume, they keep 

their own attributes. Thus, a Jester who assumes 

the form of a human with d10 Strength may look 

physically impressive but it lacks the muscle power 

of the original. However, a Jester absorbs its 

victim’s memories. It gains all its victim’s skills at 

one die type lower (minimum d4) unless its own 

skills are higher, in which case it retains its own 

levels. 

Shadowed Jesters are used by Magisters as 

infiltrators and assassins. They are also experts at 

sowing the seeds of paranoia. 

Attributes: Agility d6, Smarts d6, Spirit d6,      

Strength d6, Vigor d6 

Skills: Fighting d6, Notice d8, Stealth d8 

Pace: 6; Parry: 5; Toughness: 5/7 

Gear: As last victim 

Special Abilities: 

• Change Form: A Shadowed Jester can 

assume the form of any person it has 

killed, no matter how long ago. This 

requires an action and a Smarts roll at –

2. Changing back to their natural form 

requires a Smarts roll. 

• Demon: +2 to recover from being 

Shaken; immune to poison and disease; 

+2 Toughness against non-magical 

attacks, except for adamantium. 

• Weakness (Adamantium): Demons 

have lower Toughness against 

adamantium weapons. 

Lord of Change Lord of Change Lord of Change Lord of Change ♠♠♠♠    

These powerful Demons are among the most 

dangerous creatures that can be summoned to 

Mundus. They are agents of chaos in every sense 

of the word and their appearance often signifies 

great change. 

A Lord of Change, more than other demons, 

resents being at the mercy of a mortal. They will 

pursue their assigned task with a maddening 

single-mindedness so that they may return to 

Oblivion. 

Lords of Change can appear in a multitude of 

forms, from nearly human to monstrous, but all 

will be alien and tinged with insanity. They speak 

many languages, but always with a drawn out, 

sibilant hiss. 

Attributes: Agility d10, Smarts d8, Spirit d12, 

Strength d12, Vigor d12 

Skills: Fighting d10, Intimidation d12, Notice 

d10, Stealth d12, Tracking d12+2, Channel d12 

Pace: 8; Parry: 7; Toughness: 9/11 PP: 18 

Special Abilities: 

• Claws: Str+d6. The claws of a Lord of 

Change ignore all mundane and magical 

armour, but are still subject to spells 

such as deflection. 

• Chaos Magic: A Lord of Change may 

cast any Chaos spell of Veteran Rank or 

lower without penalties for Affinity. 

• Demon: +2 to recover from being 

Shaken; immune to poison and disease; 

+2 Toughness against non-magical 

attacks, except for adamantium. 

• Fear –2: Lords of Change exude an aura 

of insanity. Anyone seeing one must 

make a Spirit roll at –2. 



• Improved Arcane Resistance: +4 

Armour against damage-causing powers 

and +4 on Trait rolls to resist opposed 

powers. 

• Single Minded: Lords of Change are 

not easily swayed from their goal. They 

receive a +2 bonus to resist Tests of 

Will. 

• Size +1: These demons stand over 7’ 

tall.  

• Soul Drain: The unleashed stare of a 

Lord of Change can literally rip the soul 

from a living being. Fortunately, they 

usually reserve this fate for their quarry. 

To use this Ability, the demon must 

grapple its foe, at which point it reveals 

its true visage and forces its prey to stare 

into its demonic eyes. The victim must 

make an opposed Spirit roll or suffer an 

automatic wound. This wound cannot be 

Soaked. 

• Unnatural Senses: A Lord of Change 

uses detect arcane as if it were part of its 

normal vision. It also ignores all penalties 

for bad lighting, including pitch 

darkness. 

• Weakness (Adamantium): Demons 

have lower Toughness against star metal 

weapons. 

Nightmare SteedNightmare SteedNightmare SteedNightmare Steed    

Nightmare Steeds are demons summoned into 

the shape of a mount. Their form is plucked from 

the caster’s nightmares and insanely twisted. More 

often than not, they resemble some form of horse, 

but it may have scales, fiery hooves, claws and 

fangs, an exposed skeleton, or any manner of 

lunatic deformities. 

In the lore of the Order churches, a Nightmare 

Steed’s bit and bridle are made from twisted 

sinew, and their horseshoes hammered in with 

nails made from the ribs of sinners. 

Attributes: Agility d6, Smarts d6(A), Spirit d6, 

Strength d12+2, Vigor d10 

Skills: Fighting d8, Notice d6 

Pace: 10; Parry: 6; Toughness: 10/12 

Special Abilities: 

• Demon: +2 to recover from being 

Shaken; immune to poison and disease; 

+2 Toughness against non-magical 

attacks, except for adamantium. 

• Fleet Footed: Nightmare Steeds roll a 

d10 for their running die. 

• Kick: Str+d6. 

• Fearless: Nightmare Steeds are 

unshakable in battle and have +4 to 

Spirit rolls to resist Fear. 

• Rider Empathy: Riders with the 

Summoning affinity (from the Magical 

Background edge) have a Riding skill 

bonus of +2. Adepts of Order or 

Creation suffer a –4 penalty and the 

steed attempts to dismount him at every 

opportunity. The latter requires a 

Strength roll opposed by the rider’s 

Riding. 

• Size +3: Demonic steeds weigh between 

800 and 1000 pounds. 

• Weakness (Adamantium): Demons 

have lower Toughness against 

adamantium weapons. 

BodyguardBodyguardBodyguardBodyguard    

A lesser version of the Waking Dreamer can 

be summoned to serve as a Magister’s protector. 

Attributes: Agility d8, Smarts d4, Spirit d6,      

Strength d6, Vigor d8 

Skills: Fighting d8 

Pace: 6; Parry: 6; Toughness: 5/7 

 



Special Abilities: 

• Bite/Claws: Str+d4. 

• Demon: +2 to recover from being 

Shaken; immune to poison and disease; 

+2 Toughness against non-magical 

attacks, except for adamantium. 

• Weakness (Adamantium): Demons 

have lower Toughness against 

adamantium weapons. 

2.3 Ancestors2.3 Ancestors2.3 Ancestors2.3 Ancestors    

BodyguardBodyguardBodyguardBodyguard    

A warrior formed from the summoner’s ideal 

of the perfect protector. Usually they appear clad 

in shining antique armour, bearing whatever 

weapon is appropriate to the caster’s culture. 

Attributes: Agility d8, Smarts d4, Spirit d6,      

Strength d6, Vigor d8 

Skills: Fighting d8 

Pace: 6; Parry: 6; Toughness: 5/7 

Special Abilities: 

• Melee Weapon: No matter how they are 

armed, the Ancestor spirit’s melee attacks 

inflict Str+d6 damage. 

• Ancestor: +2 to recover from being 

Shaken; immune to poison, disease and 

fear; +1 Toughness against non-magical 

attacks, except for dragon bone. 

• Weakness (Dragon Bone): Ancestors 

have lower Tougnness against dragon 

bone weapons. 

HeraldHeraldHeraldHerald♠♠♠♠    

A Herald is the most powerful type of spirit 

that can be summoned to Mundus without a 

permanent body. Each Herald is different – their 

exact nature depends on the caster’s culture and 

the reasons for the summoning. 

Different cultures have varying legends 

regarding the nature of the Heralds. The 

Congregation of Saints teaches that the Heralds 

are the lieutenants of the Seven Angelic Brides, 

each imbued with a portion of their power. The 

Surayans believe that the Heralds are the returned 

spirits of legendary heroes, such as Darius, Kierra 

the Huntress, or Dark Krish. 

Regardless, a Herald is a powerful force for 

Order. All have the following special abilities in 

addition to those listed in their descriptions: 

• Divine Favour: Heralds make a free 

Soak roll each time they suffer damage. 

• Fearless: Immune to Fear and 

Intimidation. 

• Hardy: A second Shaken result from a 

physical source does not cause a wound. 

• Improved Arcane Resistance: +4 

Armour versus magic, and +4 to rolls 

made to resist magical effects. 

• Invulnerability: Heralds are immune to 

poison, disease, and Fatigue loss from 

environmental affects. They suffer no 

damage from non-magical attacks. 

• Master: All heralds roll a d10 Wild Die 

when making Channel rolls. 

Presented are three Heralds which are 

indicative of this type of spirit. 

 

Herald of Amadris (The Judge) 

Heralds of Amadris appear as winged women 

clad in ornate armour under samite robes that 

glow with a holy radiance. They are implacable 

foes of Chaos. 

Attributes: Agility d8, Smarts d8, Spirit d8, 

Strength d8, Vigor d10 

Skills: Channel d12+2, Fighting d12, 

Intimidation d10 

Pace: 6 (10); Parry: 8; Toughness: 12 (4) 



Edges: Block 

Gear: Half-Plate (+4), blessed great sword 

(Str+d10, –1 Parry, see below) 

Special Abilities: 

• Blessed Great Sword: Creatures of 

Chaos suffer double damage.  

• Enemy of Darkness: Heralds of 

Amadris can cast the following spells as a 

free action, without requiring PP: armour, 

deflection, warrior’s gift, warding. 

• Flight: The Herald may take to the air. If 

so, they move at 10” but may not ‘run’. 

• Holy Aura: After the herald has finished 

movement, all adjacent creatures of 

Chaos suffer 2d6 damage. 

 

• Holy Fervour: Non-Chaos Extras and 

Wild Cards within 5” of the herald gain 

the benefits of Command, Fervour, and 

Hold the Line if they are fighting a 

creature of Chaos. 

• Size +1: Heralds stand 8’ tall. 

Herald of Rihalla (The Healer) 

Heralds of Rihalla dress in full-length, white 

robes. Removing their cowls reveals a translucent 

humanoid form. Her heralds speak gently, in 

soothing tones, and can never be angered. 

Attributes: Agility d6, Smarts d8, Spirit d10, 

Strength d6, Vigor d12 

Skills: Channel d12+2, Fighting d6, Healing 

d12, Persuasion d10, Notice d6 

Charisma: +2, Pace: 6; Parry: 6; 

Toughness: 8 

Edges: Charismatic, Master (Healing) 

Gear: Blessed quarterstaff (no damage, +1 

Parry, see below) 

Special Abilities: 

• Blessed Quarterstaff: Anyone subjected 

to a Touch attack (+2 Fighting) by the 

staff must make a Vigor roll, –2 with a 

raise, or be paralyzed for 2d6 rounds. 

• Emotionless: Immune to Tests of Will. 

• Healing Aura: Any ally within 5” of a 

Herald of Rihalla gains +2 to Soak rolls. 

• Healing Magic: Heralds of Rihalla can 

cast the following spells as a free action, 

without requiring PP: feast, greater healing, 

healing, regenerate, and succour. 

Herald of Dark Krish (The Swordmaster) 

These Surayan Heralds appear as warriors in 

ornate black lamellar, their eyes covered by a cloth 

engraved with runes of truth and impartiality. In 

their hands they carry great swords, engraved with 

runes of justice. 

Attributes: Agility d8, Smarts d10, Spirit d10, 

Strength d8, Vigor d8 

Skills: Channel d12+2, Fighting d10, 

Intimidation d10, Persuasion d10, Streetwise d8 

Pace: 6; Parry: 6; Toughness: 10 (3) 

Edges: Stance of the Hungry Void 

Gear: Blessed great sword (Str+d10, –1 Parry, 

see below), lamellar armour (+3). 

Special Abilities: 

• Blade of Justice: Anyone Shaken or 

wounded by the great sword must make a 

Spirit roll or be Shaken for 1d6 rounds as 

memories of past crimes, no matter how 

small, flash before their eyes. This Shaken 

condition does not count as a physical 

attack, and cannot be negated by 

spending a Fate Token. 

• Size +1: Heralds stand 8’ tall. 

• Truthseer: Heralds can automatically 

detect lies. However, if a person truly 



believes what they say is true, the herald 

cannot detect any lie. 

 

ZombieZombieZombieZombie    

The undead raised by the spell Zombie are also 

known as oathslaves. They range from skeletons 

to the freshly dead, but all share the same 

characteristics. Many are equipped with the 

weapons they carried in life. 

Attributes: Agility d6, Smarts d4, Spirit d4, 

Strength d6, Vigor d6 

Skills: Fighting d6, Intimidation d6, Notice d4, 

Shooting d6 

Pace: 4; Parry: 5; Toughness: 7 

Special Abilities 

• Claws: Str. 

• Fearless: Zombies are immune to Fear 

and Tests of Will. 

• Undead: +2 Toughness; +2 to recover 

from being Shaken; called shots do no 

extra damage (except to the head). 

• Weakness (Head): Shots to a zombie’s 

head are +2 damage. 

2.4 Beasts2.4 Beasts2.4 Beasts2.4 Beasts    

BoarBoarBoarBoar 

Wild boars are compact omnivores who roam 

much of the forests anywhere in the known world. 

While males live alone, sows and piglets are found 

in groups of up to 20 individuals. These groups 

are called sounders. Only males have tusks, 

though both can deliver a vicious bite. Nobles and 

poachers hunt them for their meat, while farmers 

often kill them because of their appetite—boars 

eat anything, including newborn lambs. 

Attributes: Agility d6, Smarts d4(A), Spirit d6, 

Strength d8, Vigor d10 

Skills: Fighting d6, Notice d6, Stealth d6 

Pace: 6; Parry: 5; Toughness: 7 

Special Abilities: 

• Berserk: When a boar is Shaken, it 

automatically goes berserk. It gains +2 to 

all Fighting, damage, and Strength rolls 

and its Toughness, but Parry is reduced 

by 2. 

• Bite: Str+d4. 

• Gore: If a male boar can charge at least 

6” before attacking, it adds +4 to damage. 

• Tusks: Str+d4. 

Horse, RidingHorse, RidingHorse, RidingHorse, Riding 

Riding horses are medium-sized animals that 

manage a good compromise between speed and 

carrying capacity. 

Attributes: Agility d8, Smarts d4(A), Spirit d6, 

Strength d12, Vigor d8 

Skills: Fighting d4, Notice d6 

Pace: 10; Parry: 4; Toughness: 8 

Special Abilities: 

• Fleet Footed: Horses roll a d10 when 

running instead of a d6. 

• Kick: Str. 

• Size +2: Riding horses weigh between 

400 and 500kg 

Horse, WarHorse, WarHorse, WarHorse, War 

War horses are large beasts, trained for 

aggression. They are trained to fight with both 

hooves, either to their front or their rear. In 

combat, the animal attacks any round its rider 

doesn’t make a trick manoeuvre of some kind. 

Attributes: Agility d6, Smarts d4(A), Spirit d6, 

Strength d12+2, Vigor d10 

Skills: Fighting d8, Notice d6 

Pace: 8; Parry: 6; Toughness: 10 



Special Abilities: 

• Fleet Footed: War horses roll a d10 

when running instead of a d6. 

• Kick: Str+d4. 

• Size +3: Warhorses are large creatures 

bred for their power and stature. 

Hunting CatHunting CatHunting CatHunting Cat 

While most civilized races use dogs for hunting 

large prey, like deer, hunting cats are preferred for 

catching rabbits. Sometimes they are employed to 

catch salmon and trout, being capable swimmers. 

Closely related to wild cats, hunting cats are adept 

and stealthy hunters. 

Attributes: Agility d10, Smarts d6(A), Spirit 

d6, Strength d4, Vigor d6 

Skills: Climbing d10, Fighting d8, Intimidation 

d6, Notice d8, Stealth d10, Swimming d6, 

Tracking d6 

Pace: 8; Parry: 6; Toughness: 4 

Special Abilities: 

• Camouflage: Hunting cats are always 

tabbies. When in suitable terrain they roll 

a d6 Wild Die for Stealth rolls to remain 

unseen. 

• Claws: Str+d4. 

• Size –1: Hunting cats are only slightly 

smaller than dogs. 

War HoundWar HoundWar HoundWar Hound 

Despite their name, these large, vicious dogs 

are also used to track and kill wild boar and other 

large game. Farmers and frontiersmen, those who 

choose to settle away from a city’s patrols, will 

almost always keep at least one War Hound, and 

some will have d4+1 (or more). 

Attributes: Agility d8, Smarts d6(A), Spirit d6, 

Strength d8, Vigor d6 

Skills: Fighting d8, Intimidation d6, Notice 

d10, Stealth d8, Tracking d8 

Pace: 8; Parry: 6; Toughness: 4 

Special Abilities: 

• Bite: Str+d4. 

• Fleet Footed: War hounds roll a d10 

when running instead of a d6. 

• Go for the Throat: War hounds are 

trained to go for an opponent’s soft 

spots. With a raise on its attack roll, it hits 

the target’s most weakly-armoured 

location. 

• Size –1: War dogs are relatively small. 

WolfWolfWolfWolf 

These stats also cover most dogs. War hounds, 

bred for size and aggression, are found in the 

previous entry. 

Attributes: Agility d8, Smarts d6(A), Spirit d6, 

Strength d6, Vigor d6 

Skills: Fighting d6, Intimidation d6, Notice 

d10, Tracking d6 

Pace: 8; Parry: 5; Toughness: 4 

Special Abilities: 

• Bite: Str+d4. 

• Fleet Footed: Wolves roll a d10 when 

running instead of a d6. 

• Go for the Throat: Wolves instinctively 

go for an opponent’s soft spots. With a 

raise on its attack roll, it hits the target’s 

most weakly-armoured location. 

• Size –1: Wolves are relatively small. 

    Bird of PreyBird of PreyBird of PreyBird of Prey    

Most hunting birds are too small to bother a 

warrior, but there are exceptions. The Surayan 

Desert Condor, the Red Eagle of the northern 

parts of the Empire, and the Night Terror – a 

huge owl found in the forests of the Eastmarch – 



are all big enough to be a threat to an unprepared 

traveler. If raised from chicks, these birds can be 

trained to become fiercely loyal companions. 

Attributes: Agility d10, Smarts d6(A), Spirit 

d6, Strength d6, Vigor d6 

Skills: Fighting d6, Notice d10, Tracking d6, 

Stealth d8 (when flying) 

Pace: 3; Parry: 5; Toughness: 4 

Special Abilities: 

• Talons: Str+d4 

• Flight: Birds of Prey have a Pace of 

12” when flying, although they may 

not Run. 

• Stoop: A flying Bird of Prey that 

moves at least 10” before making an 

attack inflicts +4 damage. 

• Size -1: Birds of Prey, while large for 

their species, are smaller than a man. 


