MONSTERS
THE GREAT HUNT
Cave trollBehavior
1. If wounded in combat, attack closest until dead (-7)
2. Avoid bright light or fire
3. Chase prey
4. Seek for prey
(Concealment 3d10)
Special
· Nocturnal: characters get -1d10 to Dodge during daytime
· Berserk: -1d10 difficulty from Wounds
· Very Thick skin: 
S10 B12 T10 E5
· -1d10 to hit (Massive)
Actions
· Unarmed, Inf7d10+5B, can target group

With their stubby build cave trolls stand 3 meters tall and weigh around 600kg. They have a distinct grey color of skin and their hair is usually white. As a species they are highly territorial and often get into conflict with other types of trolls if they share the same area. Cave trolls are perhaps the least advanced of the troll races but compensate for this by their strength and heightened senses.
Wounds
24|43|62|119






Mountain trollBehavior
1. If moderately wounded, flee
2. If wounded in combat, berserk and attack closest (-7)
3. Avoid bright light or fire
4. Ambush prey
5. Seek for prey
(Concealment 3d10)
Special
· Nocturnal: characters get -1d10 to Dodge during daytime
· Berserk: -1d10 difficulty from Wounds
· Very Thick skin: 
S10 B12 T10 E5
Actions
· Greataxe, Inf12d10+2S, can target group
· Heal 1 minor wound

The largest but not heaviest type of troll, mountain trolls can stand almost 4 meters tall and weigh close to 500kg. They have muscular, slender bodies, leathery skin and long hair in a brown, grey or white color. Known for their metal working mountain trolls are the most respected type of trolls although humans often find them hard to understand. Mountain trolls have a very ritualized lifestyle which is bound to ancient traditions passed on from generation to generation.
Wounds
19|36|52|102
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Dire boarBehavior
1. If moderately wounded, flee
2. If wounded, roll Fear (18) for fleeing
3. Attack closest (-5)
4. Listen for predators (Move silently 4d10)
5. Forage for food
Special
· Thick fur: 
S5 B6 T5 E6
· +1d10 to hit in Combat (Fast)
Actions
· Charge, Inf3d10+5T
· Gorge, Inf3d10+4B

Like its cousin the wild boar, the dire boar is compact; the head is large, the legs relatively short. The fur consists of stiff bristles with finer fur underneath and the color varies from dark grey to black or brown. Here the likeness ends however, as the dire boar grows considerably larger; 1.5 meter tall and can weigh around 300kg. Both males and females develop tusks which they use as weapons and tools. Dire boars are solitary and only meet for mating. A female gives birth to half dozen piglets. Few creatures beside trolls and giants pose any threat to a full-grown dire boar.
Wounds
17|31|45|87





Dire wolfBehavior
1. If outnumbered, flee
2. If lightly wounded, flee
3. If wounded, roll Fear (18) for fleeing
4. Attack weakest (-15)
5. Seek prey 
(Concealment 5d10)
Special
· Fur: 
S3 B3 T3 E3
· +2d10 to hit in Combat (Agile)
Actions
· Bite, Inf2d10+1S
· Claws, Inf2d10+1S

A very large type of wolf found only in the Dark Forest. 
Wounds
7|14|21|42
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Giant spiderBehavior
1. If lightly wounded in combat, withdraw to tight space
2. Avoid bright light or fire
3. Store captured prey
4. Wrap prey in thread
5. Ambush prey (-10)
6. Seek for prey
(Concealment 5d10)
Special
· Fear test: 4d10
· Thick skin: 
S8 B10 T8 E8
Actions
· Bite, Inf3d10+3S, Pain +1d10 six times with 1 hour intervals
· Unarmed, Inf2d10+5B

Giant spiders are air-breathing arthropods that have eight legs and chelicerae with fangs that inject venom. They are abnormally large compared to other spider species and also live for considerably longer – their exact age is not known but it is at least 80 years. The cave spider can reach over 6 meters from leg to leg, weighing close to 300kg. Its coloration is usually grey and black. 
Wounds
18|33|48|93







MinotaurBehavior
1. If moderately wounded in combat, flee
2. Berserk and attack closest (-4)
3. Hunt prey
4. Seek for prey
(Concealment 2d10)
Special
· Berserk: -1d10 difficulty from Wounds
· Fur: 
S3 B3 T3 E5
· +1d10 to hit in Combat (Fast)
Actions
· Battlecry: Fear 2d10
· Charge, Inf4d10+2T
· Truncheon, Inf4d10+4B

A humanoid resembling a bipedal bull with usually black or brown coating. Minotaurs are famous for their ferocity and their powerful battle cries. Both males and females have large horns which increase in size for each passing year. This in combination with a slight beard grown in male minotaurs is the easiest way to tell their age. Minotaurs are not great crafters but they can use most weapons and tools they come across. Minotaurs can grow up to 3 meters tall and live to be 100 years old, though few live past 40. They have their own language known as Tauren.
Wounds
15|27|39|75





OgreBehavior
1. If wounded in combat, attack closest until dead (+1)
2. Avoid bright light or fire
3. Eat
4. Seek for food
Special
· Berserk: -1d10 difficulty from Wounds
· Leathery skin: 
S5 B6 T5 E5
Actions
· Truncheon, Inf4d10+3B, can target group
· Unarmed, Inf3d10+1B

Large humanoids with muscular bodies and relatively small heads. An ogre stands 2.5 meters tall and weighs close to 200kg. They are hairless and are sometimes described as half-giants. They skin is pale and fat and their eyes are completely black. They use very primitive clothing and stone-crafted tools. Highly resistant to cold but sensitive to sunlight they are omnivores and can live to be 80 years old. If an ogre is wounded it will immediately enter a berserker rage. Ogres are native speakers of Oogrim.
Wounds
14|26|38|74





CentaurBehavior
1. If wounded in combat, flee
2. Disengage
3. Ranged attack (-3)
4. Spear charge (-3)
5. Hunt prey
6. Seek for prey
(Concealment 3d10)
Special
· Hair coat: 
S3 B3 T3 E5
· +1d10 to hit (Fast)
Actions
· Composite bow, Inf7d10T (Dodge +2d10)
· Rear kick, Inf3d10+4B
· Spear charge, Inf7d10T

With its distinct appearance of a humanoid torso combined with the body of a horse, the centaur is a creature of supposedly demonic origin. They are hairless on their humanoid torso, arms and face and their ears are distinctly elven-like. Noses are sharp-ridged and eyes black, giving them a regal look. The fur goes from white to brown or black. They stand 1.5 meters tall at the withers and weighs 300kg. Centaurs use tools and can forge metal although they are not good miners. It is common practice among them to paint or tattoo their bodies and braid their hair. Centaurs very rarely use armor but are skilled with weaponry such as bow and spear. A centaur can live to be almost 200 years old. Centaurs do not have their own language but speak the dwarven tongue and sometimes other languages which they have learned.
Wounds
12|22|31|60





Dire bearBehavior
1. If lightly wounded in combat, flee
2. Attack closest until killed (-5)
3. Ambush prey
4. Seek for prey
(Concealment 3d10)
Special
· Fear 2d10
· Thick fur: 
S5 B6 T5 E6
· -1d10 to hit (Massive)
Actions
· Bite, Inf6d10+4S
· Claws, Inf6d10+4S
· Stomp, Inf12d10B

The largest type of bears, dire bears are rumored to live in the Dark Forest. They have a very dark brown fur which turns white-grey with age. A dire bear stands almost 3.5 meters tall and weighs 700kg. 
Wounds
26|47|68|131








PegasusBehavior
1. Flee
2. Attack (-12)
3. Seek for predators
(Concealment 5d10)
4. Graze
Special
· Feathers: 
S2 B3 T2 E2
· +1d10 to hit in Combat (Fast)
· +2d10 to hit while Fleeing (Agile)
Actions
· Rear kick, Inf4d10B

Sometimes described as winged horses, pegasi are actually reptiles. Their head, back and wings are covered in feathers, while their body and tail are covered in down feathers making it look like the creature’s body is clad in fine fur. Their tails are covered in very long tail feathers. Pegasi usually have a feather coat that is entirely white from underneath and brown from above. This is to protect it from its prime hunter, the griffon. Like the griffons pegasi cannot actually fly very long distances, usually only gliding on the winds. Pegasi stand 1.4 meters tall and weigh close to 250kg and they can live for 30 years. 
Wounds
14|26|37|72





[bookmark: _Toc356812512][bookmark: _Toc358482983]Drake Behavior
1. If lightly wounded in combat, flee
2. If wounded in combat, attack enemy (-10)
3. If surprised, flee
4. Dive attack prey (-10)
5. If no enemies near, take to the sky
6. Seek for prey
(Concealment 4d10)
Special
· +1d10 to hit while flying
· Scaly skin: 
S8 B6 T6 E5
· -1d10 to hit (Massive)
Actions
· Dive, Inf11d10+5S
· Tail whip, Inf5d10+2B, can target group
· Claws/Bite, Inf4d10+3S

A distant relative to the high dragon, the drake has just four limbs consisting of hindlegs and wings. When moving on the ground it needs to use its wings as well, making it rather clumsy. An adult drake stands close to 6 meters in total length, the tail being 2.5 meters. Its wingspan reaches closer to 9 meters and the head has two horns pointed backwards. Drake scales can differ widely in color from green to blue, brown or yellow. They can live to be over 100 years old.
Wounds
19|36|52|102






[bookmark: _Toc356812513][bookmark: _Toc358483002]Durzurch, juvenile Behavior
1. Stay in darkness
2. Attack nearest prey until not moving (-8)
3. Seek for prey
(Move Silently 3d10)
Special
· Cave-dweller: characters get -1d10 to Dodge with strong light
· Very Hard skin: 
S18 B25 T18 E16
· Magic Resistance
Actions
· Bite/Claws, Inf4d10+2S
· Tail whip, Inf4d10+2B

A fearsome lizard creature with a powerful built body, six legs and a large mouth, usually frothing, filled with large, sharp teeth. Half a dozen short horns protrude from back of its skull and these gradually grow longer over the years. The eyes are black in lamplight but emit a reddish glow in darkness, where it usually spends it time. As a juvenile a durzurch is roughly 5 meters in length of which about half is the tail, weighs 300kg and stands 1.5 meters tall.
Wounds
16|29|42|81






Durzurch, adult Behavior
1. Stay in darkness
2. Attack nearest prey until not moving (-8)
3. Seek for prey
(Move Silently 3d10)
Special
· Fear 4d10
· Cave-dweller: characters get -1d10 to Dodge with strong light
· Very Hard skin: 
S20 B28 T20 E18
· -1d10 to hit (Massive)
· Magic Resistance
Actions
· Bite/Claws, Inf7d10+2S
· Tail whip, Inf8d10+3B

A fearsome lizard creature with a powerful built body, six legs and a large mouth, usually frothing, filled with large, sharp teeth. Half a dozen short horns protrude from back of its skull and these gradually grow longer over the years. The eyes are black in lamplight but emit a reddish glow in darkness, where it usually spends it time. They continue to grow to 9 meters at which point they stand 2.5 meters off the ground and weighs well over 1,000kg.
Wounds
26|48|69|134






Mammoth Behavior
1. If moderately wounded in combat, flee
2. If wounded, attack (-4)
3. Charge most recent attacker (-4)
4. Threatening display
5. Look for threats
(Concealment 3d10)
Special
· Fear 4d10
· Very Thick skin: 
S8 B10 T8 E10
· -2d10 to hit (Enormous)
Actions
· Charge, Inf13d10+5T, can target group
· Stomp, Inf16d10B, can target group

The mammoth is a large mammal herbivore related to the elephant. The largest individuals can stand 4 meters high and weigh as much as 9,000kg but most stand closer to 3 meters in height. Characteristic features are their elongated noses or trunks along with their massive tusks and their thick, brown fur. 
Wounds
36|63|90|170










[bookmark: _Toc356812524][bookmark: _Toc358482991]Phoenix Behavior
1. Attack until target’s out of reach (-13)
2. Dive attack next target (-13)
3. Set self on fire
4. Warning call
5. Seek for intruders
(Concealment 4d10)
Special
· All attacks cause 1d10+3 Trauma & Pain from fire (unless Critical Success Dodge)
· +1d10 to hit in Combat (Fast)
· Metallic feathers: 
S8 B6 T6 E30
Actions
· Dive, Inf3d10+3S
· Bite/Claws, Inf2d10+1S

Also known as the firebird, the Phoenix is a majestic bird with a metallic plumage in coppery red. It is similar in appearance to an eagle but much larger with a wingspan of 3.5 meters and 2 meters from head to tail. Their eyes reflect their mental state and are dark or black when resting but glowing with bright red light when they are hunting. 
Wounds
6|9|18|36










[bookmark: _Toc356812525][bookmark: _Toc358482992]Sabretooth Behavior
1. If lightly wounded in combat, flee
2. Attack prey (-8)
3. Seek for prey
(Concealment 3d10)
Special
· Fear 3d10
· Fur: 
S3 B3 T3 E5
· -1d10 to hit (Massive)
Actions
· Bite, Inf7d10S
· Claws, Inf6d10S

The largest known feline, the sabretooth of Dragontooth Mountains can be easily recognized not just by its size but its massive, dagger-like upper canines. The creature has a light-brown fur with dark-brown or orange spots. Its belly and lower face is white. It is even more muscular than a tiger or lion and proportionally shorter and the tail is also much shorter. An adult sabretooth weighs 350kg and is 3 meters in length. 
Wounds
22|39|56|107





[bookmark: _Toc356811696][bookmark: _Toc358483027]Danorth trollBehavior
1. If wounded in combat, attack closest until dead (-7)
2. Avoid bright light or fire
3. Chase prey
4. Seek for prey
(Concealment 3d10)
Special
· Nocturnal: characters get -1d10 to Dodge during daytime
· Berserk: -1d10 difficulty from Wounds
· Very Thick skin: 
S10 B12 T10 E5
· -1d10 to hit (Massive)
Actions
· Unarmed, Inf7d10+1B, can target group

The Danorth Troll is the largest of the troll races and their carnivorous and fearless nature make them very dangerous to humans. As primarily nocturnal creatures they often dwell in caves during daylight and have no difficulty surviving in the cold climate. Danoth trolls are believed to become as old as other troll species, which can live to be over 100 years old. A Danoth troll can grow 4.5 meters tall and weigh more than 800kg. 
Wounds
24|44|63|122







Giant Behavior
1. If moderately wounded in combat, flee
2. If wounded in combat, attack (-2)
Special
· Fear 3d10
· Very Thick skin: 
S10 B12 T10 E5
· -1d10 to hit (Massive)
Actions
· Unarmed, Inf8d10B, can target group

The largest of the humanoid species, the giants became extinct south of the Draketooth Mountains a thousand years ago but has survived further north. Slow and cumbersome they live as simple hunters, catching prey by using traps and hunting in small bands. As they require huge amounts of food to survive they spend a large portion of their lives in a deep comatose sleep during which they can conserve much energy. There is no information as to how old a giant can live, but given their ability to sleep away during harsh times they can likely outlive most other humanoids. A grown giant stands 6 meters tall and weigh close to 3,000kg. 
Wounds
27|50|72|140
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1. If wounded in combat, flee
2. Charge with horn (-13)
3. Hide from predator (Awareness 3d10)
4. Seek for predator
(Move Silently 5d10)
Special
· Healing: -1 Trauma & Pain every minute
· Hair coat: 
S3 B3 T3 E5
Actions
· Unarmed, Inf6d10+2T
· Entangle, +2d10 to all actions, can target group

Also known as Monceros to the elves, the unicorn is a creature bearing many resemblances to the horse. The visible differences are the tall horn that adorns their forehead, their tail which is hairless except for the tip and a pattern of dark greenish horizontal stripes which cover their front body, neck and forelegs. Unicorns are smaller than the average horse, standing 1.5 meters tall and weighing 450kg. Unicorns are solitary and do not live in herds like horses. 
The unicorn has several magical abilities related to the Biomancy school. Folklore believes this power to be related to the unicorn’s horn but the horn is only a focal point for its magical powers and it is the animal itself that is magical.
Wounds
14|25|36|69





