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“KNUCKLEBONES” LEADER (WERESTAG) 

AGI 2  Move 19 

TOU 2  Health 12 

AWA 2  Initiative 12 

WIL 2  Spirit 12 

Skills: Stealth 1, Unarmed Strike 2, Weapon 

Mastery (axe, bow) 1, Armored Combat 1, Senses 

1, Battle Rage 1 

Immunity: Non-magical attacks except silver 

weapons. 

Infection: Anyone damaged via Unarmed Strike 

must make a TOU vs. DIF 2 roll or be afflicted 

with lycanthropy (see below). 

Weapons: Knife (TOU-1), Axe (TOU) and Bow 

(Range 40, DAM 1) 

Gambeson: Padded Jacket (ARM 1) 

Adventuring Gear: Rations, rope, torches, 6d6 gp 

“KNUCKLEBONES” REGULAR MEMBER 

AGI 1  Move 10 

TOU 1  Health 10 

AWA 1  Initiative 10 

WIL 1  Spirit 10 

Skills: Stealth 1, Weapon Mastery (axe or bow) 1, 

Armored Combat 1 

Weapons: Knife (TOU-1) and either Axe (TOU) or 

Bow (Range 40, DAM 1) 

Gambeson: Padded Jacket (ARM 1) 

Adventuring Gear: Rations, rope, torches, 3d6 gp 

“KNUCKLEBONES” SICK WIZARD 

AGI 1  Move 10 

TOU 1  Health 10 

AWA 2  Initiative 12 

WIL 1  Spirit 10 

Skills: Arcane Lore 1 

Spells: Minor Illusion 1, Smokeshape 1, Witch Glow 

1, Phantasm 1 

Sick: Slightly Impaired (-1 to rolls) 

Weapons: Knife (TOU-1) 

Adventuring Gear: Rations, rope, torches, 3d6 gp 

Philstin only wants to rest and is unwilling to fight 

the PCs. He covets the Shard and is willing to 

betray the other Knucklebones in order to get it. 

LYCANTHROPY 

When a PC or NPC is stricken with lycanthropy, 

they are changed in the following ways: 

• They assume a beast/human hybrid appearance 

as long as they are near the Temple. 

• They become immune to non-magical attacks 

except silver weapons. 

• They gain Unarmed Strike 2 (claws and fangs), 

Senses 1, Battle Rage 1 and another ability 

depending on the form: 

1. Wolf: Intimidation (Fear) 1 

2. Boar: Charge 2 

3. Rat: Stealth 2 

4. Stag: Move as per AGI higher by 2. 

5. Bear: TOU increased by 1. 

6. Spider: Grappling 2 

• Undead lycanthropes also gain Unlife 2. 

• Anyone bitten by the character (using Unarmed 

Strike) must make a TOU vs. DIF 2 roll or be 

afflicted with lycanthropy, becoming a similar 

werebeast. 

• The player keeps control of the character as 

long as they succumb to the beast’s natural 

urges. The GM can step in if the player tries to 

do something that’s contrary to its nature, or if 

a more appropriate course of action suggests 

itself (by requiring a WIL roll, for example). 

MOON HAG 

AGI 2  Move 12 

TOU 4  Health 19 

AWA 2  Initiative 12 

WIL 2  Spirit 12 

Skills: Grappling 1, Stealth 2, Resistance (non-

magical attacks except silver weapons) 1, 

Nightvision 1, Trickery 1 

Drown: A victim grappled by the Hag or maddened 

by the Eerie Rhymes (see below) suffers a DAM 0 

roll each round. 

Moon Skin: Blends in the shadows at night, gaining 

+1 to defense rolls. 

Eerie Rhymes: All within 30 yards must roll 

WIL+Focus vs. DIF 2 or follow the voice and 

submit to her will. An unaffected character can 

attempt a WIL+Persuasion vs. DIF 2 roll to shake 

a victim free of the spell. 

NAMES ON THE CRESCENT BLADE 

Faramar, Obsidar, Artemur, Caditur, Remur, 

Kalitar. 
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PIT TRAP 

Requires AWA+Locks & Traps* vs. DIF 3 to detect 

(if searched for) or disable. If activated, PC(s) in 

the lead roll AGI+Athletics vs. DIF 3 to jump away 

in time. Otherwise, spikes deliver a DAM 3 roll. 

SECRET DOOR 

Requires AWA+Observation vs. DIF 2 to find. 

THE SKY SHARD 

See Predator Saint (available from DriveThruRPG) 

for inspiration regarding the effects. ARM 6. 

SKELETON 

AGI 2  Move 12 

TOU 1  Health 10 

AWA 0  Initiative 9 

WIL 0  Spirit 9 

Skills: Unlife 1, Nightvision 1, Intimidation 1 

Flaw: Vulnerability (bludgeoning) 1 

Undead: ARM 1 

Number Encountered: 1 per PC. 

SNOWY OWL 

AGI 2  Move fly 24 

TOU 0  Health 9 

AWA 1  Initiative 10 

WIL 1  Spirit 10 

Skills: Senses 2, Stealth 1, Nightvision 2, 

Unlife 1 (leader only; animated by moon magic). 

SPECTER, MOON PRIEST 

AGI 2  Move 19 

TOU 1  Health 10 

AWA 1  Initiative 10 

WIL 1  Spirit 10 

Skills: Resistance (acid, cold, fire, lightning, 

nonmagical attacks) 3, Nightvision 1 

Flaw: Sunlight Sensitivity 2 

Insubstantial: Can move through physical objects 

or creatures; cannot be knocked prone, grappled 

or restrained physically. 

Life Drain: A victim reduced to 0 Health is 

drained of life, rising again as an undead 

lycanthrope (see “Lycanthropy” above; roll 1d6 or 

choose beast type most appropriate to the victim). 

The six priests. They understand but do not speak. 

WANDERING MONSTERS 

Roll as desired, especially if the PCs linger (d6): 

1-2. 1d6 Skeletons; 3-4. 1d3 Snowy Owls 

(watching the party); 5-6. 1 Undead Lycanthrope 

(former Knucklebone). 

WERESPIDER 

AGI 3  Move 12 (climb 12) 

TOU 2  Health 12 

AWA 1  Initiative 10 

WIL 1  Spirit 10 

Skills: Grappling 2, Nightvision 1, Senses 1, Battle 

Rage 1 

Innate Spell: Beast Form (spider or spider/human 

hybrid) 1 

Immunity: Non-magical attacks except silver 

weapons. 

Lycanthropy: The werebeast normally appears in 

its original humanoid form, though it can cast 

Beast Form if it wishes. When the full moon rises, 

the curse cannot be resisted and it will 

automatically transform, remaining in beast form 

for the full duration of the spell. 

Poison Bite: If a victim is bitten by the 

werespider, it must roll TOU+Resistance (poison) 

vs. POT 2 or become Paralyzed: no actions, -3 to 

defense rolls, +3 to damage received from melee 

attacks; the victim can attempt a 2d Health check 

every following minute to shake off the effect. 

Furthermore, if it fell prey to the poison, the 

victim is afflicted with lycanthropy, becoming a 

werespider at the next full moon. 

Web: Can shoot a sticky strand at one creature 

(Base Range 6); if it hits, the victim is Severely 

Impaired (Move 0, -3 to rolls). The victim can 

either be freed by someone else (taking one 

round) or it must use an action and make a 

TOU+Strength vs. DIF 2 roll. 

Werespiders are aggressive lycanthropes that like 

ambushing and poisoning victims, striking with 

daggers or their own razor-sharp claws. 

Original Scenario: Will Doyle and Stacey Allan 

Printer-Friendly Map and Additional Material: 

Dismaster FraNe 

Elemental Adaptation and PCs: Gildor Games 

This work is licensed under Creative Commons 

http://creativecommons.org/licenses/by-sa/3.0 

Requires the ELEMENTAL Complete Guide. 
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