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The Odd World 
The world is too large for anyone to map and too old for scriptures to fully record. Cities grow from the ruins of fallen civilizations before them and new technology thrives alongside ancient devices. Explorers return from every direction with tales of bizarre lands, both wondrous and horrific.

The Astrals
Tribesmen paint cave walls with their image and each corner of the world has its own memory and name for the mythical visitors. The belligerent men of Baru, the stolen city, see them as foes vanquished by their ancestors, while the pale pilgrims seek their return as gods. Some claim they gifted Men with Arcana and built the first great cities, others insisting they came only to steal these wonders of man. 

Arcana
An Arcanum is an item of great power waiting to be unleashed. Those who have the willpower to harness such an item will find them indispensable. Those who underestimate them will be mentally overwhelmed, if not blasted to pieces. They range from the smallest ring or stone-beetle to vast altars, ships or even towers. 

Monsters
Sage Baizin spent her short life compiling a bestiary of known fauna, but knew that searching in places too dark, deep or distant would show her things too foul to be recorded on page. Those that seek out monsters to slay will usually find their own death before too long. 

Stars and Scripts
The Astrals’ legacy is everywhere. Secret societies decode astral script in the hope of uncovering lost truths. Traders use a currency marked with stars, the most valuable coins set with rare gems and metals thought to come from beyond our world. 

Surviving the Adventurer’s Life
Adventurous Men and Women are just that. They are not superheroes. Some may have access to arcana of great power, but no one survives getting their throat cut or falling down a hundred-foot pit. Run, sneak, surrender, or bribe. Whatever it takes to get what you need and escape with your life is just as good as fighting. 

Going Beyond Adventuring
There is a long list of brave, dead adventurers. Those that live long enough go on to much greater things as generals, cult leaders or emperors. There are even stories of those that have uncovered the true power of the Astrals and ascended to the stars themselves. 





Rolling a Character
Characters are created by rolling their Ability Scores: Strength, Dexterity, Intuition and Willpower.

Roll 2d6+3 for each Ability Score.
STRength - Overpowering others, withstanding damage and striking blows.
DEXterity - Running, jumping, climbing, parrying and sneaking.
INTuition - Focusing, alertness and ranged combat.
WILlpower - Using Arcana, resisting its effects and control of your own mind under stress.  

In addition, roll 2d6+3 as your Extra Roll. 
You may then swap the position of any two of your rolls. After this the Extra Roll is discarded. 
If your WIL Score is now your highest score (or tied) your character has an Arcanum. See the later section on Arcana.

Subtract 10 from your Ability Score to find the Ability Bonus. Both the Ability Scores and Bonuses should be noted on a character’s sheet. An Ability Score of 10 is the human average. 

A character’s Hitpoints are equal to 1d6 plus their STR Bonus. If this would be less than 1 they have 1HP.  

Equipment - Characters begin with 1d6x10s to spend on equipment. 
Light Weapon (10s): +2 damage on sneak attacks and during a grapple. May be wielded as an off-hand weapon, providing an additional attack and counter attack each round. 
Heavy Weapon (20s): Power Attacks for +1 damage and enemy save. Must be wielded in main hand.
Great Weapon (30s): Power Attacks for +2 damage and enemy save. Uses both hands.
Spear (10s): +2 to damage on counter attacks. Cannot be wielded with another weapon. 
Polearm (30s): +1 to damage on counter attacks. Power Attacks for +1 damage and enemy save.  Uses both hands. 
Sling (5s): Causes normal damage.
Bow (20s): Power Attacks for +1 damage and enemy save. Uses both hands. 
Thrown Weapon (5s each): Power Attacks for +1 damage and enemy save. Must be retrieved to throw again. 
Longbow/Crossbow/Gun (40s): Power Attacks for +2 damage and enemy save. Cannot move and fire on the same turn. Uses both hands.
Light Armour (20s): Armour 1. Armour Score is subtracted from Damage taken but also from Saves where armour is a hindrance..
Heavy Armour (50s): Armour 2. 
Shield (10s): +1 to Saves where appropriate.
Greatshield (30s): +2 to Saves where appropriate. -2 on Saves hindered by its weight and size.
Adventuring Gear (2s each): 10ft Rope, Spike, Bunch of Torches, 10ft Pole, Chalk, Parchment, Flint and Steel, Tent, Dice.  
Tools (5s each): Crowbar, Hatchet, Cooking Set, Animal Trap, Lockpicks, Writing Set, Fishing Pole, Shovel, Grappling Hook, Pickaxe, Caltrops (Slows pursuers). 
Fancy Items (20s each): Mirror, Spyglass, Lantern, Sand Timer, Board Game, Elaborate Clothes, Holy Symbols and other Superstitious Charms. 
Fire Oil (20s per flask): Sets an area alight. Anyone inside must pass INT Save vs 10 or take 1d6 damage each round until a 1 is rolled or the fire is extinguished.
Black Powder Pot (30s per pot): Fuse must be set for at least 1 round before the explosion. Will blast apart light structures and damage reinforced structures. Anyone caught in the blast must pass an INT Save vs 10 or take 3d6 damage. If they pass the save they take 1d6 damage.

Kinru, Novice Graverobber
STR 8 (-2), DEX 13 (+3), INT 11 (+1), WIL 8 (-2), 2HP. 
Equipment: Light Weapon (Shortsword), Shield, Shovel, Lockpicks, 3 Torches, 2 Spikes.

Playing the Game - What the players need to know.

Saves: Roll 1d20 and add the Ability Bonus being used. You must equal or beat the Ability Score of whatever you are saving yourself from or the number provided by the Referee. A 20 is always a success and a 1 always a failure. 
Running Away: If you are faster than your opponent you may flee, as long as you have somewhere to flee to. Leaping over obstacles will require a DEX Save and hiding is detailed below. 
Hiding and Sneak Attacks: Make a DEX Save against the INT of whoever you’re sneaking past or hiding from. Failing this alerts them. If you sneak up on an unaware opponent in this way you may hit them automatically. 
Initiative: In a combat situation the Referee decides which side acts first. Ambushing is an ideal way to ensure the first turn. 
Turns and Rounds: A turn is the character’s opportunity to act. A round ends after everyone has taken their turn and as a general guide will last ten seconds. On a turn a character can generally move and carry out one action such as starting to cast a spell or attacking an opponent.
Fighting and Damage: Roll 1d6 to see how much damage a hit causes, subtracting the target’s Armour score and adding any damage bonuses. The target may avoid being hit by passing a DEX Save vs the attacker’s STR (for melee) or INT Save vs the attacker’s INT (for ranged). You cannot make ranged attacks against someone engaged in melee combat with you unless you are able to move to an appropriate distance. 
Power Attacks: Some weapons Power Attack instead of making normal attacks. This gives a bonus to damage but the same bonus applies to the target's Save. Unless noted otherwise weapons that Power Attack cannot forgo their bonus and make a normal attack.
Counter Attacks: Anyone that successfully saves against a Melee Attack can automatically hit their attacker with a counter attack for normal damage. An individual can make one counter attack per round for each normal attack they are able to make. Anyone damaged by a counter attack can take no further action this turn. 
Fighting Unarmed: An unarmed human subtracts 1 from damage rolls in combat. 
Disarming: In place of causing damage on a hit you may try to disarm an opponent. The opponent must make a STR Save vs your STR or be disarmed.
Grappling: In place of causing damage on a hit you may grapple an opponent. The opponent must make a STR Save vs your STR on their next turn, or else they cannot act. On your own turn you may automatically hit an opponent you are grappling for 1d6 damage, adding 2 if you have a light weapon. If you carry out any other action or take damage the grapple is broken. 
Armour: Armour Score is subtracted damage rolls against the wearer but also from saves related to acts of athletics, acrobatics or sneaking.
Injuries: Characters reduced to 0HP suffer a critical injury, reducing all Ability Scores by the amount of damage left over. For example, a character with 2HP that takes 7 points of damage will be reduced to 0HP and subtracts 5 from their Ability Scores. They are also knocked out until they have time to recover and are powerless against a killing blow. 
Ability Score Loss and Death: Sometimes a character will lose points from one or more Ability Score. This will affect their Ability Bonuses immediately. Having STR lowered to 0 results in death. Having any other Ability Score lowered to 0 results in the character being unable to act until they have had a full rest (see below). If they cannot be carried to safety they will die. 
Rest and Recovery: An hour of resting, a swig of water and patching up of wounds will recover all of a character’s lost Hitpoints and restore them to consciousness if knocked out. This doesn’t require any specialist equipment but may attract danger or waste valuable time. Any lowered Ability Scores will only be restored when the character has had a Full Rest, which requires at least the safety of a secure camp, a full day of rest and basic medical supplies found in any settlement for a negligible cost.  




Arcana - Powers you do not understand.

Anything that can store and release magical power, including staffs, rings, tomes, tablets and orbs, is an Arcanum. An Arcanum will contain one or more spells that its wielder can use.

Spell Power
A Spell’s Power is a measure of its difficulty to cast. 

Using an Arcanum
An Arcanum requires both hands to use. The user chooses one of the Spells stored in the Arcanum and starts to cast it as long as they pass a WIL Save vs the Spell Power. If they fail this then the spell fails and they take 1d6 damage, also losing this much WIL.

Casting Time and Interruptions
The spell will take some time to cast, so is only completed at the start of the caster's next turn. If they take damage at any point before this they must repeat the WIL Save required to cast the spell successfully. After completing the casting of a Spell the caster may have their turn as normal, carrying out another action if they wish.  

A Starting Character’s Arcanum
Some characters begin with an Arcanum. This will contain Spells with a total Spell Power of 10. These spells are determined at random.


Advanced Arcanum Use

Creating Arcana
Nobody who claims to have created their own Arcanum seems eager to share the secret.

Intelligent Arcana
Many arcana have an intelligence of their own and will communicate mentally or verbally with those it is bonded with. They may have a more simple form of intelligence, like a plant or animal, responding to a certain stimulus by activating a spell. This is the most common way Arcana are used as traps.

Static Arcana
Not every Arcanum is as portable as a wand or scroll. Many more closely resemble furnishings or even structures. Remember, no one fully understands Arcana, so prepare to be surprised.


Example of Play

(Three player-characters and their hireling torch bearer have been delving deep into a strange underground complex they stumbled on in an inhospitable desert)
Referee: The base of the long staircase leads into a spectacular room, some 30ft high and equally wide. Its walls look like an intricate mosaic but the tiles are constantly shifting in colour. Waves of differing hues wash across the walls and the center of the room is dominated by a six-foot-wide circular shaft leading down. 
Ezekiel: (Sketching down the room on his rough map) Are there any exits other than the way we came?
Referee: No, unless you feel like jumping down the shaft. 
Toku: Well, this is a dead end. My hunter's instincts were right!
Ezekiel: The walls look strange... I'm being very careful not to touch them and tell my torch bearer to do the same. 
Toku: Oh come on, we hired him because he’s disposable! Maybe Uthred should try touching them.
Uthred: Sure, I'm not scared of a wall. I place my hand boldly against the tiles.
Referee: As soon as Uthred's hand touches the wall the shifting colours stop and a pulsing blue pattern starts to radiate from around Uthred's hand. 
Ezekiel: Stand by for his head exploding...
Uthred: You worry too much! How do the tiles feel?
Referee: They feel much like you'd expect a smooth mosaic too, but they are giving off a faint warmth. 
Uthred: Huh, weird. Well I'll take my hand off the wall and go to check out the shaft.
Referee: As soon as you remove your hand from the wall it starts to shift colours again and you now see the tiled shape of a person, looking almost like your own reflection. Barely a second later the room is filled with a crackling noise and the tiled visage of Uthred somehow steps out of the wall, hefting the axe from its back and taking up a combat stance. 
Toku: Right, I'm not giving this thing a chance to pull us into the wall or whatever it's going to try. I leap at it with my daggers.
Referee: Okay, you get two attacks so give me a damage roll of 1d6 for each.
Toku: I rolled a 5 and a 2. 
Referee: (Making a DEX Save for each attack against the opponent) the tiled copy of Uthred is hit by your first blow for 5 Damage. Instead of a scream the copy of Uthred roars out in crackling static-noise. It’s still standing.
Toku: Not for long, let’s see if my second dagger finds home.
Referee: (Makes a DEX Save against the attack, this time succeeding) Your second attack is parried away with not-Uthred’s axe, who kicks you away in defiance. That counter attack will cause cause (Rolls for counter attack damage) 4 damage. Your armour reduces this to 3.
Toku: I’ve had worse!
Ezekiel: I'm going to use the Wither spell from that weird glove-arcanum thing we found earlier. 
Referee: Right, make a WIL Save against the Spell's Power, which is 10. 
Ezekiel: (Rolls his WIL Save and passes) Made it! Next turn that thing's going down. Just don't let it interrupt me! I’m also making sure my torch bearer is staying out of trouble. 
Referee: He’s cowering behind the three of you quite well on his own. Uthred, what do you want to do?
Uthred: I'll grip my axe and do everything I can to keep the thing from interrupting Ezekiel's casting. 
Ezekiel: Nice!
Referee: Right. The copy of Uthred drops its axe on the ground and reaches forward to try and grab Toku. Give me a DEX Save to avoid him.
Toku: (Rolls a DEX Save) Erm... I got a 1. 
Referee: (Over the groans of the table) The creature grabs Toku and tries to push him against one of the walls. You'll need a STR Save to resist. 
Toku: Uh oh, I don't like this. (Rolls a STR Save) Got a total of 12. 



Referee: Unfortunately that isn't enough to resist this creature, who seems to match Uthred in physical power. As you slam against the wall you see a blue pulsing pattern form on its surface. A moment later the colours shift into your shape and the copy steps forward from the wall. Over to you guys. Ezekiel, remember you have Wither ready to use at the start of your turn. 
Ezekiel: I never thought I'd have to choose between killing Toku and Uthred... I'll stick to the plan and try to touch Uthred's copy with the glove. 
Referee: It gets a DEX Save to avoid the touch (Rolls a DEX Save), but it fails! Roll to see how much STR and DEX Uthred's copy will lose.
Ezekiel: (Rolls 2d6 for STR and DEX loss, as dictated by the spell) Nine!
Referee: (Checks his notes and sees that this will reduce the creature's DEX below zero) It's enough to drain the energy from this thing. The touch of your glove causes the colour to fade from the being as it falls motionless to the ground.
Uthred: There’s only room for one Uthred! I’ll finish it off with my axe.
Referee: Your axe splits the thing’s head in two and with a burst of static noise it winks out of existence. You should be aware that you’ve really been making quite a lot of noise in this room. (Secretly makes a Luck Roll to see if any nearby monsters have noticed the noise. A roll of 1 indicates something bad should happen, so he rolls on the hostile encounter table he has prepared for this area). Everyone give me INT Saves and see if any of you score 10 or more. 
Ezekiel: I don’t like the sound of this.
(Everyone rolls and Toku and Ezekiel pass their saves).
Referee: Toku and Ezekiel notice the sound of something descending the staircase. Remember that weird horse-like creature with skin like super-hard tree bark you were ambushed by last session?
Uthred: Sure, we knocked it down that pit and fled like heroes. 
Referee: Well this thing looks almost identical, but rather than being horse-sized it’s large enough to barely be able to squeeze into the staircase. Its jaws look large enough to be able to swallow you whole and its forelegs end in grasping claws spanning some six feet. Needless to say it’s squeezing down the staircase with you in its sights and it doesn’t seem friendly.
Ezekiel: What are our chances of running through its legs?
Referee: It’s pretty tightly packed into the stairway. If you want to try it would certainly require a tough DEX Save. 
Toku: Running past it is a stupid plan, we have a perfectly good exit right here!
Uthred: The shaft? Does it look like the creature could fit down there?
Referee: Unlikely, it’s certainly too big to be able to do so easily. 
Ezekiel: As suicidal as it sounds it might be our best hope. Can I throw a coin or something into the shaft?
Referee: As you flick a half-star coin down the shaft you hear a distant splash a few seconds later.
Toku: Water! 
Ezekiel: That’s optimistic... how do we know it isn’t acid or something? I figure we can find a way to distract it long enough for us to escape back up the staircase. 
Referee: While you’re formulating this plan the creature has managed to force itself into the room, brushing against the tiled wall, which sends out blue ripples.
Uthred: Oh crap, this isn’t going to end well.
Ezekiel: Fine! Into the hole!
Toku: Trust me! I’ll even leap it first.
Referee: You’re all leaping down now?
(The group all nod reluctantly)
Referee: Leap into the darkness of the shaft, falling for a few seconds before splashing into what feels like ice cold water, deep enough for you to fall into safely. The bearer’s torch is extinguished and you’re barely able to get your bearings in the pitch-black pit before you feel a tingling sensation over your bodies. WIL Saves all round!
(Groans fill the table)



Spells
The Referee may provide players with a list of Spells. This is far from all the spells that exist in the world, the vast majority of which are unknown to any single person. Examples are provided.
Spells do not have an agreed name, but are often named by whoever is currently in possession of the Arcanum. As such the Referee may wish to provide players with spell descriptions, but not names.

Spell Power 1
Arcane Eye: This spell allows you to identify the strange symbols often associated with Arcana, including identifying hidden messages invisible to others. It also makes you aware of any Arcana within 50ft and gives a clue to their function.
Freeze Brain: Target must pass a WIL Save vs your WIL to avoid being dazed for a turn.
Pale Glow: An object glows with a strange light for 10 minutes. Contact with the glowing object causes a point of damage per minute. 
Burden Soul: Target may pass a DEX Save vs your DEX to avoid your touch. If touched they feel a weight on their very soul and subtract 2 all Ability Scores until they pass a WILL Save vs 10 or have full rest.
Parlour Trick: Perform simple tricks.

Spell Power 2
Unbreakable Seal: One door, window etc. is magically sealed.
Obscuring Mist: Mist surrounds you and all within 20ft. All within suffer -5 to INT. Strong fire or wind will disperse this. Lasts five minutes.
Red Oil: Anyone moving or standing on the 10ft target area must make a DEX Save vs 10 to avoid falling and being unable to move on their turn. Disappears in a harmless flash if ignited.
Pain Curse: Automatically causes 1d6 damage and intense pain to a target. They must pass a WIL Save vs WIL or subtract 1 from all rolls on their next turn.
Comprehension: You can understand the spoken words of creatures or read otherwise incomprehensible written messages. In either case, you must touch the creature or the writing.
Invulnerability: You count as having Armour 2. The armour lasts for four hours.
False Charm: Target must pass a WILL Save vs your WILL, or treats you as a friend.

Spell Power 4
Veil Senses:: Target makes a WIL Save vs your WIL or is Blinded or Deafened until the curse is lifted. Combatants add 10 to Saves against attacks from blind opponents.
Web: Webs spread between two surfaces up to 20ft apart. Those in the web may pass an INT Save vs 10 to avoid the web at first. Those in the web only move very slowly unless they pass a STR Save vs 20.
Heat Ray: Target must pass an INT Save vs your INT or take 3d6 damage.
Breath of Recovery: Touch a creature and restore 2d6 of their HP or 1d6 points in any one Ability Score. Take 1d6 Damage in return. 
Invisible Grasp: Hold one person still, unable to defend themselves, until they pass a WIL Save vs your WIL.
Phase Out: For 4 minutes add 4 to Saves against attacks. 
Devil’s Roar: All glass, crystal or ceramic objects within 5ft are shattered. In addition one object you are touching (wielder may avoid with a DEX Save vs DEX) is shattered. This object must be light enough for you to lift. Shattering an Arcanum like this causes you damage equal to the total Spell Power contained within. 


Spell Power 6
Suggestion: Target must pass a WIL Save vs your WIL or carry out a single action. Cannot threaten themselves.
Inferno: Cause a source of fire to explode, causing 3d6 damage to all within 20ft. Targets may pass an INT Save vs 10 to only take 1d6 damage instead.
Drain Life: Reach out and touch a target. They must pass a DEX Save vs your DEX or take 2d6 damage, ignoring armour. You gain this many HP, up to double your normal maximum, but they disappear after an hour.
Ghost Form: Yourself or an ally you touch turn to an insubstantial, smokey form for 12 minutes. All equipment is useless in ghost form but you ignore any physical attacks causing less than 10 damage. You can float and squeeze through holes but cannot manipulate objects and can be blown by a strong wind.
Miniature: Touch an object to shrink to one-sixteenth of its original size. Restore the object to original size with a command word. The original object can be up to your size.

Spell Power 8
Black Tentacles: Summon a 20ft area of STR 18 tentacles. They attack anyone in the area, attempting to grapple them. Tentacles cannot be harmed but disappear after 8 rounds.
The Madness: All within 15ft of a point must pass a WIL Save vs 16 or become confused for 8 rounds. Roll 1d6 at the start of each confused turn. 1: Attack the caster, 2: Act normally, 3: Do nothing, 4: Flee, 5: Attack nearest creature, 6: Attack nearest of their allies.
Beast from Beyond: Summon a horrific flying beast (STR 20, DEX 15, INT 10, WIL 4, Armour 2, 20HP, power attacks for +1 Damage) to fight for you for 8 rounds.
Babbletongue: For ten minutes you speak in a strange sounding language. Every living thing is somehow able to understand this and can reply in the same tongue if they wish.
Snakebite: The next time you draw blood with an unarmed attack, usually with a bite or scratch, the target is poisoned. They lose 2d6 STR immediately and 1d6 STR each round until they pass a STR Save vs 10.
The Beast Within: Add 2d6 to STR and HP but also subtract this number from INT and WIL (to a minimum of 1) and lose the ability to speak. This lasts for 8 rounds.

Spell Power 10
Floating Death: 20ft buzzing cloud moves 10ft away from you each round. Anyone caught within takes 1d6 damage, ignoring armour, and lose 1d6 STR. This continues every round the target spends in the cloud. 
Wither: Reach out and touch a target. They may make a DEX Save vs DEX to avoid the touch. If touched they lose 2d6 STR and DEX (roll once), withering to a husk. 
Dire Beasts: Up to five animals double in size for 10 minutes, gaining 10 STR. They also grow much more violent. 

Spell Power 12
Petrify: Target must pass a STR Save vs 20 or lose 3d6 DEX. If this reduces their DEX to zero they are turned to stone.
God Hand: For ten turns a giant hand appears between you and your target. The target subtracts 4 from their DEX for  attacks against you and each round the target must pass a STR Save vs 24 or be pushed far enough away to not be able to engage you in melee on their next turn. The hand can be attacked and destroyed (STR 24, DEX 20, INT 5, WIL 5, 20HP).
Master of Earth: Over an hour you shift sand, soil or earth to your will, creating ditches up to 10ft deep. This may destabilise structures, redirect rivers and fell trees but will not affect rock, create tunnels or be fast enough to bury mobile opponents.




Ending an Adventure - How do I win? What next?
An Adventure is a success when the characters have achieved their goal, such as finding a powerful Arcanum or surviving passage through a dangerous environment. However, an Adventure may be declared complete if continuing is no longer desirable or possible. 

As they complete adventures, successful or not, characters will become more experienced. 

Experience Levels
When they have completed the requirements for the next Experience Level a character may take a break from adventuring to reflect on their learning. This process takes several months of game time and costs the character half of their current stash of money. The player describes what their character has been doing in this time, whether humble or grand. After this time they move to the next experience level. 

When a character moves to the next experience level roll 1d20 for each of the character’s Ability Scores. If the roll is equal or higher than the score it is increased by 1.

The character also gains 1d6 HP. 

New characters start at the Novice experience level and chose a title representing their career or speciality (e.g. Mercenary, Burglar, Scribe). A character’s title may change over their lives as the player wishes.

Followers
As you gain fame and experience you will take on followers. Roll 2d6+3 for each of their Ability Scores and spend 30s on equipment for each. Followers are essentially under control of the player. 

Novice 
- You must choose a title. 
Novices are entitled to training and support from more experienced peers. Hirelings are distrustful and will have to roll to see if they flee more often. 

Proven
- You must complete at least one adventure as a Novice to become Proven.
- You must meet and train with a more experienced peer, generally involving a test.  

Seasoned
- You must complete at least two adventures as Proven to become Seasoned. 
- You must at least co-own a property or have membership rights to a private organisation. 
You are an authority to your less experienced peers, 1d6 of whom become followers. 

Veteran
- You must complete at least three adventures as Seasoned to become Veteran. 
- You must have helped to train at least one less experienced peer.
- You must own a property of your own. 
You will gain another 3d6 followers from your peers. 

Master 
- You must complete at least four adventures as Veteran to become Seasoned.
- You must have at least one full-time apprentice.
2d6x10 followers flock to you. You will be offered the charge of ruling a domain. 

Ruling a Domain

Domain Scores and Population
Domain Score is a measure of the size and populace of your Domain and may reach a maximum of 20.
1: 100, 2: 300, 3: 600, 4: 1,000, 5: 3,000, 6: 5,000, 7: 7,500, 8: 10,000, 9: 15,000, 10: 20,000, 11: 30,000, 12: 50,000, 13: 75,000, 14: 100,000, 15: 150,000 , 16: 200,000 , 17: 300,000, 18: 500,000 19: 750,000, 
20: 1,000,000

Tax: Each person in your domain may be taxed between 1s and 6s each month. After collecting tax at the start of each month roll 1d6 and subtract this roll from your current tax. This percentage of your population will revolt against you this month.
Upkeep: After collecting tax you may pay up to 6s per person per month on upkeep of your domain, including guards, sanitation and building works. Roll 1d6 against this number. If you score higher your domain is Stagnant, if you roll equal there is no effect and if you roll lower your domain will roll for Growth. 
Stagnation: If your Domain is Stagnant roll a d20 against your Domain score. If the roll is lower than the score it decreases by 1. 
Growth: If your Domain is Growing roll a d20 against your Domain Score. If the roll is higher than the score it increases by 1, otherwise it stays the same. Note that Growth requires a source of citizens nearby to move to your settlement. 

Training Soldiers: Of your populace, 20% will be fit for calling into military service as poorly skilled conscripts. A further 1% of your population will be professional soldiers. All soldiers must be equipped as required. Mounted Troops gain +1 Armour and add 1 to damage rolls on the turn they charge. 
Battles: Each side may act with a single unit on their turn. A unit of troops fights as their average. If the unit would be killed they lose troops equal to half of their attacks' numbers or the attacker’s STR bonus, whichever is higher. For example, a unit of 200 spearmen that reduces a block of 300 pikemen to 0HP will kill 100 of them while a single STR 25 wargator will kill 15. 
Morale: Each time a unit loses a quarter of their starting number they must pass a WIL Save vs their attacker's WIL or flee the battle. A unit may use their leader's WIL for this. 
Sieges: Walls are automatically hit. Reducing a wall to 0HP allows passage over it. Wooden walls have Armour 6, 6HP and stone walls have Armour 8, 8HP. 
Siege Engines: Will cause 3d6 Damage to structures only. Catapults and rocks cause 1d6 damage to troops unless the target makes an INT Save vs 10. Oil causes 2d6 and ignores armour. Ballistae cause 3d6 damage but can be dodged with a DEX Save vs 10.

Sample Domains

Red Hill - Home of Black Yur’s Man-Beasts: SIZ 5 (Population 3,000) Tax 3s, Upkeep 2s. 
Stone Walls (Armour 8, 8HP), 2 Rock Throwers, 2 Ballistae. 30 Tribal Champions (Great Weapon), 300 Wild Men (axe and shield), 300 Wild Men (Bows).

Unktar - The Clay City of Flies: SIZ 14 (Population 80,000) Tax 2s, Upkeep 2s. 
Clay Walls (Armour 7, 7HP), 10 Burning Oil Pourers, 10 Catapults. 5,000 Spearmen (Spear, Shield), 6,000 Bowmen (Bow), 2,000 Pikemen (Heavy Polearm), 2,000 Light Cavalry (Horse, Spear, Bow), 2,000 Nomad Bowmen (Light Armour, Longbow), 800 Greathall Guard (Horse, Heavy Armour, Great Weapons)


Running the Game - What the Referee needs to know.

Knowing when to Roll
When a player describes what they want their character to do you generally have four options.
1) It’s something the character can do without much risk. Describe the results of it happening.
2) It’s not possible. Ask for another approach, perhaps giving suggestions.
3) It’s possible provided the character has a high enough Ability Score.
4) It might be possible but there’s a risk. Make a Saving Throw.

Understanding Ability Scores
3: Human minimum, severely limited in this area.
10: An average human.
15: Excellent human ability. 
19: Around the human peak. World’s strongest man or genius intellect.
21: Clear superhuman ability. A giant’s strength etc.
30: The peaks of natural ability, truly legendary.

Using Ability Scores
Actions may require a minimum Ability Score. For example, lifting a heavy portcullis may require STR 13+. 

Understanding Saves
Usually a dangerous situation calls for one type of save to avoid the consequences, which may be damage, ability score loss or a a more specific ailment. Some may offer multiple saves to avoid each part of the hazard. A save is always made against a number (default 10) or an opponent’s Ability Score.

STR Save: Feats of toughness, fortitude and brute force.
DEX Save: Avoiding danger through agility and acrobatics. 
INT Save: Noticing things, staying focused and being in the right place at the right time.
WIL Save: Avoiding harm through inner strength and control over Arcana.

How Much Damage?: Damage from falling rocks, explosions and other sources outside of normal combat is typically a number of d6 from one to three. Consider how much damage this will do on average and how it would affect an average person. A fall that is only likely to injure rather than kill might cause 1d6 damage whereas a huge rock that would crush most people might do 3d6.

Luck Rolls: Sometimes you’ll want an element of randomness without rolling a Save, particularly in situations dictated by luck or those that fall outside of the four Ability Scores. For these situations roll a d6. If the roll is high the situation favours the players, if the roll is low it’s bad luck for the players. The Referee will decide what a specific result means for the situation at hand. 

Translating From Classic RPGs
Ability Scores: Some Ability Scores translate from classic RPGs, particularly STR. However, others such as INT and WIL are handled quite differently in the game. Generally the Referee should choose appropriate Ability Scores for characters or monsters being translated from classic RPGs. 
New Spell Power = Old Spell Level x 2.
Old Stone and Fortitude Saves = STR.
Old Spell, Wand and Death Saves = WIL.
Old Breath and Reflex Saves = INT.
Old Caster Level = Spell Power (very roughly).




Treasure and Advanced Equipment

Bespoke Weapons: A weapon may be specially forged to contain a specific material (silver being a rumoured bane to some monsters). Generally these weapons will cost up to ten times the normal price depending on the material to be used. 

Arcane Arms: Arcane arms are weapons or pieces of armour that are also Arcana.

Example: Commanding Pistol
This heavy flintlock pistol (1d6 damage, power attacks for up to +2, cannot move and fire) is also an Arcanum containing the spell Suggestion. It is set with two blue gems and marked with astral script. 
By pressing both gems at the same time the wielder may prepare a loud shot. If they fire the gun in the air those within 20ft must pass an INT Save vs 20 or subtract 2 from all Ability Scores until your next turn, but you take 1d6 damage yourself.

Advanced Equipment
Plate Armour Suit (500s): Must be made to measure. Armour 3.
Boats: 50s for a 2-man rowboat. 10,000s for a 50-man longship. 30,000s for a 200-man galley. 
Carts: 15s for a one-horse cart. 50s for a two-horse wagon. 
Taverns: Costs 1s to stay a night. Another 1s will feed you for the day. A further 1s will get you drunk. 
Property: Generally property is awarded by landowners but may be bought. Costs vary hugely, from 1,000s for a simple house to 100,000s for a mansion or keep.  
Horses: 10s for a Mule. 100s for a horse. 200s for one trained in war. 
Hound: 25s. Trained in guarding, tracking etc.

Hirelings
Often characters will want to draft in extra help, from extra hands to carry treasure to those expected to help fight against a common foe. Costs will double if serious danger is expected. 

Costs
Bearer (2s per day): STR 10, DEX 8, INT 8, WIL 8, 3HP. Don’t expect much from them besides helping with simple tasks like holding torches and carrying equipment.
Armsman (5s per day): STR 12, DEX 10, INT 8, WIL 10, 5HP. Comes with his own sword and shield. 
Expert (20s per day): STR 8, DEX 8, INT 14, WIL 10, 5HP. Variable expertise depending on the area. Sometimes you just need some local knowledge. May have an Arcanum, but such an Expert charges double. 
Champion (30s per day): STR 14, DEX 11, INT 9, WIL 10, 14HP. Carries a shield, heavy armour, heavy weapon, light weapon and great polearm. Generally brought in to settle disputed between those unwilling to fight. 

Following Orders
When you order a follower to do something against their common sense, such as engaging in mortal combat against a clearly superior foe, there is a chance they’ll think better of it. They make a INT Save against your WIL. If they pass this save they come to their senses and refuse to obey, otherwise they’ll do so without so much as a second thought.

Morale
If a situation looks to be going against the group your followers may choose to flee. Unless they pass a WIL save vs 10 they turn tail and run, otherwise they stay loyal.




Traps, Security and Hazards

Locked Doors
Typically a locked door can be picked by someone with a lockpick, given some time. No roll is required unless there is a risk of failure, be it activating a trap or alerting those on the other side. If the lock cannot be picked the door must be broken down. Again, if the door is breakable no roll is needed unless there is a risk of something bad happening if the door isn’t broken quickly. Saves related to picking a lock use INT and those related to breaking a door use STR. Similar attempts to use equipment under pressure generally require an INT Save and may include having to light a torch while under attack or tying a rope before a friend plummets to their death.

Wandering Creatures
It’s important to note that any animate object in an adventure location is unlikely to remain in one place all the time. As such, the Referee should consider having a chance of a wandering creature (or ghost, or robot etc) bump into the party. Making loud noises may increase or decrease this chance depending on the nature of the beings nearby.

Stupefying Dart Trap
Dart pipe is visible at base of chest. Triggered by opening the chest without taking appropriate precautions. 
Lose 1d6 INT now and 1d6 INT next turn.

Balancing Ledge
Must be crossed to reach the other side. 
DEX Save vs 20 or fall to the lower level, requiring a rope to climb back up. The lower level may contain crocodiles (STR 16, DEX 8, INT 5, WIL 5, 9HP, Armour 1, Bite 1d6).

Traitor’s Circle
Triggered by entering the marked circle.
WIL Save vs 15 or immediately attack your closest ally, continuing until knocked unconscious. If you pass this save you are thrown out of the circle and take 1d6 damage.

Swinging Blade Trap
Eternally swinging over a corridor in a sequence.
DEX Save vs 15 to pass through without harm, otherwise taking 2d6 Damage.

Grasping Vines
Triggered on nearing vines.
DEX Save vs 16 or be grappled. STR Save vs 14 to break free, otherwise you are immobile.

Cage Pit
Trapdoor is visible unless the character is distracted, sprinting or vision is impaired. Triggered by stepping onto trapdoor.
DEX Save vs 20 to avoid. Fall causes 2d6 damage and an alarm alerts someone unpleasant. A metal cage traps the victim until released with a key. 







Monsters
Monsters are, by their very nature, different to people and animals. As such they often have special abilities outside of their Ability Scores. An adventure module should contain mostly unique monsters but some examples are given in this section.

Hitpoints: Most creatures will roll 1d6 and add their STR Bonus for HP. However, tougher monsters may roll up to 10d6 before adding STR.
Arcana: While some monsters may use Arcana, some will be able to use spells without an Arcanum. Monsters do not need to follow the rules.
Morale: Few monsters will fight to the death. When the battle seems to be going against them have each monster make a WIL save or flee from the battlefield. Intelligent creatures will also flee if they realise they cannot win the fight.
Natural Armour: Use character armour as a guide for how to represent monsters with tough hides. Only monsters wearing unnatural armour are subject to the usual penalties to appropriate Saves. 
Damage: Most monsters will cause damage as if they are using a normal weapon, assume 1d6 if nothing is mentioned. Some will Power Attack for extra damage in the same way as certain weapons can. Powerful monsters may cause further harm on a hit if the target cannot make a Save to avoid it.
Ability Score Loss and Death Attacks: Particularly deadly creatures may reduce the target’s Ability Scores if they cannot make a Save, usually resulting in a horrible death if the score is reduced to zero.

Dust Witch
STR 8 (-2), DEX 13 (+3), INT 10 (0), WIL 7 (-3), 5HP, Armour 3 (see below).
Incredible paranoid, will try to make a deal with strangers to gain what she can and protect herself.
Attacks with two claws for 1d6 damage each. Her Armour is bypassed by any attacks linked to water. Splashing water will cause 1d6 damage and submersion will cause 3d6. 
Dust Breath: 10ft Cone. INT save vs STR or d6-1 damage and -2 to DEX and INT for 3 rounds due to itchy eyes. Use once per hour.
Conjure a veil of dust once per hour, giving +4 to DEX for 3 rounds.

Faithful Hound
STR 6 (-4), DEX 14 (+4), INT 12 (+2), WIL 5 (-5), 2HP
Bites for 1d6 damage. This hound is trained to grapple opponents to the ground. He adds 5 to his STR for the purpose of Grappling. Its keen scent gives it a +5 INT when trying to smell something.

Abyssal Turtle
STR 25 (+15), DEX 8 (-2), INT 8 (-2), WIL 8 (-2), 35HP, Armour 3
Usually content to avoid anything man-sized in search of larger prey, but relentless when threatened.
Darkvision, Immune to Fire, Paralysis and Sleep effects.
Power Attacks with a bite for +4 damage and enemy save. Anyone hit by the bite must pass an INT save vs DEX or be snatched into the beast’s jaws. On their next turn they must pass a STR save vs STR or be swallowed whole, losing 1d6 points of STR each round as they are digested, unless they can pass a STR Save vs STR to pull themselves out or they are cut out of the dead beast.
Steam Breath: 20ft cone. Requires 1d6 rounds to recharge. INT Save vs STR or 1d6 Damage, ignoring armour.

Golden Ape
STR 18 (+8), DEX 15 (+5), INT 8 (-2), WIL 6 (-4), 11HP
2-in-6 change of approaching with curiosity, or else will be hostile on sight.
Attacks with two claws. Will often grapple with opponents on a hit, in place of causing damage. Communicates with a form of sign language and can use simple tools.





Corpse Shadow
STR n/a, DEX 13 (+3), INT 10 (+0), WIL 14 (+4), 7HP (1d6+WIL)
Uses WIL in place of STR. Hits do not causes damage, but those hit must pass a WIL Save vs WIL or subtract 2 from all Ability Scores. If this attack succeeds the shadow regains 10HP.
Cannot manipulate objects and can pass through solid matter. Healing spells cause damage to the shadow equal to the HP they would normally heal. A spell that would bring someone back from the dead will kill the shadow. The shadow is repelled by bright light and trapping it in light will destroy it. 

Star Hunter
STR 16 (+6), DEX 16 (+6), INT 15 (+5), WIL 12 (+2), 16HP, Armour 2.
Speaks only an alien language and hunts the most impressive-looking prey it can find. 
His Starbeam is a ranged weapon that deals 2d6 damage on a hit. Anyone hit loses 1d6 STR, being disintegrated if this reduces STR to 0. Fights with a light blade in melee.
Can make itself nearly invisible at will, giving +10 to Saves where appropriate but preventing it from attacking.

Thing of Glowing Smoke
STR 14 (+4), DEX 10 (+0), INT 6 (-4), WIL 15 (+5), 18HP
Ignores any fire damage and attacks causing less than 10 damage. A called shot to the heart of the beast, hidden beneath it’s exterior, causes 2d6 damage regardless of these immunities. Anyone passing an INT Save vs 20 will spot this. The thing can be repelled by wind or cold-based means.   
Anyone that hits or is hit by the thing in melee must pass an INT Save vs STR or catch fire, taking another 1d6 damage at the end of each round until they either spend a whole turn putting the fire out.
Once per hour it can belch smoke to fill a large room. -10 to DEX and INT for all except the Thing within.

Ebon Crawler
STR 16 (+6), DEX 18 (+8), INT 14 (+4), WIL 7 (-3), 13HP,  Armour 2.
Either makes two attacks with claws or a single Power Attack for +2 damage and enemy save with its tail. Anyone hit with both claw attacks must pass a STR Save vs STR or take another 1d6 damage and be implanted with a Crawler Egg. Unless removed it bursts out of their body in 24 hours, killing them. 
Climbs walls and ceilings effortlessly. If struck with a physical attack all those adjacent must pass a DEX Save vs STR to avoid taking 1d6 damage from spraying acid blood.

Hissing Sneaker
STR 4 (-6), DEX 5 (-5), INT 7 (-3), WIL 5 (-5), 1HP
This oddly shaped, green, shuffling creature constantly emits a faint hiss. It will creep towards whatever lifeforms it can sense with its excellent hearing before exploding near them. This kills the sneaker but causes 3d6 Damage to anyone within 20ft unless they pass an INT Save vs 10. Even if they pass this save they take 1d6 Damage. The explosion will also blast the nearby area apart, including stone and brickwork. 


Adventure Location - Under the Iron Coral
(Note: in severe need of editing)

Stop reading if you intend on playing in this location!

The Iron Coral is a recent addition to the coastal waters of Hopesend, a thriving fishing town and scum-den. The colourful residents of the town have seen its jagged, metallic form grow out of their sparkling ocean over no more than a month. Gaping holes beckon from its sponge-like shell and the few men to explore inside have not returned. Naturally, this has led to rumours of mysterious powers lurking within the coral's caves.
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0: On the Coral
Waves lap over the shards of metallic coral that crop out of the frothy sea. The opening in the coral is easy to find and a dangerous climb down leads to 1. DEX save vs 10 if using a rope or 20 without or fall for 2d6 damage. Fish are floating unconscious around the coral.

1: The Pit
The sound of the ocean echos strangely through the coral walls. Those looking closely can see tints of red pigment on the east side. This Coral is softer and can be hacked through to provide passage to 2. There are narrow tunnels leading to 4 and 5 and a strange foam blocking the way to 13. There are sea-cucumbers slowly writhing against the ground. The north wall can be chipped away to reveal a path into the Sub-Cave (see bottom)

2: The Red Room
The walls in here are a deep red coral. There are a few coins (worth 2s) and buckles on the ground. Anyone spending a few moments in here starts to feel faint. Staying after this will require a STR Save vs 20 to avoid passing out. Anyone left in contact with the floor is digested in their sleep over an hour by the red coral. Even metal will be digested after a few days. After a few hours the red coral will grow over the entrance to this room again.




3: Escape Route
This tunnel is just wide enough to crawl through but is incredibly jagged and rough inside, with a cluster of Spike Mollusks (INT Save vs 10 or take 1d6 damage) troubling the first person to enter, after which they will close up. A half-hour crawl leads to a cellar in town. Part of the tunnel is flooded.

4: Observation Room
This glass room shows off an undersea view of the Iron Coral. At this depth there are spots of colour and exotic sea life. Large worm-like creatures suck at the glass, moving to any part of the glass the characters touch. There is a dead husk here. Door to 6, corridor to 7.

5: The Stash
This room contains empty boxes made from incredibly thin wood. There are some crumbs of a bread-like food at the bottom and clear signs that the boxes have been tampered with. A heavy stone box holds six glass jars of tiny green and blue gems. These will sell for 50s each but, if spilt, are impossible to collect by hand. A secret door can be found by inspecting the south wall closely.

6: Vent
A tiny tunnel leading from 4 to 5. Far too small for a person to fit through.

7: Signs of Life
This room’s walls are coated in a yellow slime, which twitches on occasion. It is harmless but is being feasted upon by a creature resembling two sucker-like feet supporting a glistening black sphere. This is a Juncala and will pounce on anyone that interferes with it or the slime. Stairs lead to 14.
Juncala (STR 7, DEX 8, INT 12, WIL 4, 2HP. Telepathic Scream: One target, STR Save vs INT or take 1d6 Damage and bleed from ears. If the same character takes damage again they will feel their head tremble. On the third time their head explodes)

8: Misshapen Room
This room appears to have been beaten out of shape, with a very uneven floor and walls. The ground is covered in a fine powder of bone.  
Joins onto 18, door to 9 and secret door to 5 for anyone who inspects the wall.

9: Shaft to Nowhere
This shaft leads through a valve to the abyss of the ocean, killing anyone who is thrown down. Interfering with the Shaft too long will cause a Crawling Creaker to come up and investigate.
Crawling Creaker (STR 10, DEX 14, INT 14, WIL 8, 10HP, Armour 1. Claws carry a poison causing joints to stiffen. Anyone damaged by claws loses 1d6 DEX)
Staircase leads to a passageway blocked by overgrown red coral. Carving it away leads to 27.

10: Drying Room
There are several metal frames in this room, all of them empty. If they are interfered with there is a whistle for a few seconds before the room is blasted with heat. STR Save vs 20 to avoid taking 1d6 damage, repeated until the character leaves the room.




11: The Source
This stone chamber has a metal pipe at its centre, sticking up from the ground. It seems to be the source of the foam filling this room and those nearby. A grate in the ceiling babbles out an incomprehensible language. Doors lead to 10 and 28.

12: Toad Room
A fat toad-like creature sits in the corner of this cave. It looks weighed down and cannot move. It is full of sparkling blue dust that is worth 100s if sold. It makes hand gestures but does not speak. Will understand common and attempt to help. Doors lead to 10 and 28.

13: Foam Room
This salty foam is harmless, smelling strongly of the sea. Pushing through it leads to 11.

14: The Sentry
A glass dome sits on the floor, filled with swaying water. The water sways towards characters that are near. Breaks on any contact, unleashing a huge Seaworm bursting in as water floods the room. The worm cannot pursue further than this room.
Huge Seaworm (STR 20, DEX 8, INT 6, WIL 5, 20HP. Anyone hit is swallowed instead of taking normal damage. Take 1d6 digestion damage on your next turn and make a STR Save vs STR to break out. May be cut out by a hit causing 6 or more damage or freely once the thing is dead).
Secret door leads to 15, opened by using Arcana on a wall marked with an Astral symbol. Locked door leads to an chute that can be climbed, leading to an underwater cave. From here the characters can swim to the surface but risk the attention of an Abyssal Turtle.

15: The Colony
A huge room with a strange braid pattern carved across its walls and ceiling. Lining its walls and corners lined with 12 feeble-looking,pale, boneless humanoids with empty white eyes, Husks. They are huddled around six sacks of silver balls, each worth 200s. Will only fight to defend the balls, clawing feebly. Anyone carrying one of the bags of balls must pass a STR Save vs 10 or find themselves unable to leave this chamber. They can be forced out but if left they will slowly decay into a Husk.
Husk (STR 4, DEX 6, INT 6, WIL 2, 1HP)

16: Death Hand Store
Contains the Death Hand. An Arcanum containing Wither (P10) and Ghost Form (P6). A character bonding with this Arcanum activates Ghost Form permanently. The bond is triggered by using the Arcanum’s Wither spell on yourself and surviving. The bond is broken by receiving magical healing or restoration. When the bond is broken in this way the wielder of the Death Hand loses 1d6 WIL.

17: Life Hand Store
Contains the Life Hand. An Arcanum containing Dire Beasts (Power 10) and Devil’s Roar (Power 4).

18: Glittering Air
The air in here faintly glitters. Anyone using an Arcanum will cause a Glittering Being to materialise and attack. It will not pursue further than this room.
Glittering Being (STR 14, DEX 16, INT 9, WIL 15. 17HP. Melee hits cause 1d6+1 damage from freezing cold, ignoring armour. On turn after hitting the being opens its maw. The target must pass a STR Save vs WIL or lose 2d6 STR, causing disintegration on death.)
Joins with 8. Doors lead to 16 and 17, marked with Astral signs for Death and Life respectively.




27: Behind the Jaws
Carving further into this room starts to cause loud roars of pain and the coral starts to bleed. Eventually it becomes too tough to cut through but the creature facing 28 will be dead. Its gut contains a suit of chain armour, a dagger, a longsword and 50s worth of gems.

28: Jaw Trap
One wall of this room is covered in red coral, with a large, rocky outcrop. Close inspection will show it is breathing. Getting too close will cause the jaws to snap forward, requiring an INT Save vs 18 to avoid being snatched up. Every turn after that the jaws will chew for 1d6 damage. The victim can escape with a STR Save vs 20 on their own turn. Others can attempt to pull the victim free with a STR Save vs 15. The beast can be attacked as normal.
Jaw Beast (STR 18, DEX 2, INT 2, WIL 5, Armour 1, 18HP) Immobile. Its gut contains a suit of chain armour, a dagger, a longsword and 20s worth of gems.

The Sub Cave

First room: A wide natural cave with a low-ceiling and columns obscuring view. 2d6-6 Sprayer Things here. Others are hiding in holes.

Second Room: Natural coral cave with some loose floor. Some mundane shellfish on the ground. First person passing through must make a DEX Save vs 10 or break through the ground, causing water to rush in. A glittering forcefield will stop it ascending too high.

Passageway branches into three. High path leading to the ocean room, shaft down to a dark, empty pit containing some skeletons and a carved corridor to the Wheel Room.

Ocean Room: A carved room that ends in a wall of water, leading out into the ocean. Light will disturb two Darkthings.

Wheel Room: Carved room with a huge wheel in the center. Turning it is quite impossible. Using an Arcanum causes it to start to spin and ascend. This reveals a container at the base of the wheel containing a carved sheet of metal that glows in response to a touch. This is an Arcanum containing the Power 2 Spell “Delay Poison” (Touched target immune to poison for 6 hours).

Wandering Encounters
1: A scrawny man and sickly boy scrounging for treasure.
2: A floating “glitter cloud” that may summon the glittering being.
3: A sudden rush of hot air.
4: Screaming noises from the husk room.
5: A lone, starving husk.
6: A juncala.
7: Coral Climber
8: Slug crate
9: 1d6 Murky Water Death Orbs (INT Save vs 15 or 1d6 damage, continuing every round until washed off with water)
10: Lost fisherman, STR 12, DEX 8, INT 7, WIL 8, 1d6-1hp, Light Weapon.





Slug Crate
STR 12, DEX 1, INT 1, WIL 5, 12 HP
Cannot attack normally. If damaged the crate will whir before launching the lightbeam disc. INT Save vs 12 to avoid 2d6 Damage.

Coral Climber
STR 6 (-4), DEX 14 (+4), INT 8 (-2), WIL 4 (-6), 2HP, Armour 2 (see below).
Small, brittle-bodied humanoid. Attacks with claws. Armour is bypassed by blunt weapons. Will follow and try to get off an annoying dust attack before fleeing.
Dust Cloud: 10ft Cone. INT save vs 10 or d6-1 damage and -2 to DEX and INT for 3 rounds due to itchy eyes. Use once per hour.

Sprayer Thing
STR 6, DEX 6, INT 8, WIL 5, 2HP
Squat, four legged creature with a toadlike body and vast, round, gaping mouth that also functions as a sensory organ.
Blasts a cloud of barbs. INT Save vs 10 to avoid getting barbs stuck into face. Will hurt but fall harmlessly out of any other body part. After a few minutes they submerge underneath facial skin. A wriggling sensation continues for a few moments. Skin starts to scab over, -2 to all rolls, very sore. Will completely recover after a few days’ rest.

Darkthing
STR 14, DEX 10, INT 10, WIL 6. 11HP.
Bear-sized floating creature, cloaked in unnatural darkness. No visible detail other than fleshy bubbles and lashing tendrils. Wounding it will give a flash of its true form, a pale creature with large eyes resembling a deep-sea fish. Flees back into the ocean if near death.
The darkness around them fades when they are killed. Their corpses will also contain a thick chain each wears around their body. Trying to pick this up is painful, as they are intensely cold. May be safely picked up with leather or other thick material but over time will cause the material to stiffen and crack. Causes 1d6 damage per ten seconds of exposure to skin. Anyone who is knocked unconscious from this damage becomes a Darkthing themselves.
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