Asout Action Packs

The Action Pack seriesis designed to be used in
conjunction with the Cartoon Action Hour Playset. With just
these two booklets, you can learn the system and jump right into
the action within minutes! 1f you haven’t read through the
Playset yet, please do so before reading further.

Each Action Pack contains:
Information about aseries (i.e., campaign setting)!

-Character templates for you to customize and use instantly!
-An exciting episode (i.e., adventure) to play in!



ABOUT WARRIORS OF
THE COSMOS

“The power to free Iconial”

elcometo | conia, aonce peaceful world that isnow
WI ocked in a constant struggle of good versus evil. The

cruel and powerful fiend known only as Nekrottus has
established the Blackskull Empire and seeks to take over the rest
of theworld. Worst of al, he has succeeded in his goal, except for
one kingdom - Haven. Ruled by the benevolent King Rastor,
Haven has always been the largest, fairest kingdom in the land.
Their brave warriors have vowed to stop Nekrottus's forces at all
costs and restore the world to its former state.

BLACKSKULL EITIPIRE: Ten years ago, the
Blackskull Empirewas but afledgling kingdom consisting of a
handful of insignificant villages and hamlets. Sincethat time,
however, it has grown like a cancer, spreading out and corrupting
theland asit went. The kingdoms that resisted were taken by
force. Currently, the Blackskull Empireiscomprised of every
kingdom on Iconia, sans Haven ... and Nekrottus will not rest until
it too has been consumed.

HANEN: Having always been the largest, most
productive kingdom in the world, it's hardly surprising that Haven
would be the last one surviving Nekrottus's plague-like domina-
tion. Haven covers amassive expanse of land, reaching from the
Dargor Mountains to the north to the Dread Valley to the south.
King Rastor and his cabinet do awonderful job keeping the
people happy and safe. Unfortunately, now that Haven has
become the target of Nekrottus' attention, the latter has become
increasingly difficult todo.

THE GUARDIANS OF ICONIA: In order to
maintain the kingdom’swell being in the face of the Blackskull
Empirethreat, King Rastor has recently gathered Iconia's greatest
warriorsto form the Guardians of Iconia. Their goal isto defend
the kingdom from the evil of Nekrottus and free therest of the

kingdomsaswell. Thiscertainly won't be an easy task, but the
Guardians are Iconia's last hope.

Already, several powerful combatants have joined the
ranks of the Guardians.

CUSTOMIZABLE HERDO
TEMPLATES

Each player should choose one of these templates to
basetheir character on. From there, they can tweak certain
aspects of the character, as described by each template.

HURT POINTS

THIS IS ONLY THE BEGINNING




GRrIZZLED WARRIOR

“ Rugged master of weapons’

TRAITS

Assign the ratings to the Traits however you wish.

Ratings: 1,1,2,2,2,3,4,4(2),4(2)
Traits. Armed Combat, Athletics, Body, Piloting, Ranged Combat,
Unarmed Combat, Perception, Survival, Willpower

@OTHER STATS
Copy down these stats verbatim. Hurt Points are calculated as
described in the Hurt Points Table.

Size Medium

Oomph: 2

Stunt Points: 3

Hurt Points: See the Hurt Point table (elsewhere in this section)

SPECIAL ABILITIES
Choose any one of the “SA Packages.”

PACKAGE #1

PACKAGE #2

PACKAGE #3



SATTLE PRINCESS

“ Graceful but tough female combatant”

TRAITS

Assign the ratings to the Traits however you wish.

Ratings: 1,1,2,2,2,3,4,4,4(2),4(3)
Traits. Armed Combat, Athletics, Body, Ranged Combat, Stealth,
Unarmed Combat, Perception, Willpower, Appearance, Persuasion

@OTHER STATS
Copy down these stats verbatim. Hurt Points are calculated as
described in the Hurt Points Table.

Size Medium

Oomph: 2

Stunt Points: 2

Hurt Points: See the Hurt Point table (elsewhere in this section)

SPECIAL ABILITIES
Choose any one of the “ SA Packages’ below.

PACKAGE #1

PACKAGE #2

PACKAGE #3




SORLERER

“Wise master of magic”

TRAITS

Assign the ratings to the Traits however you wish.

Ratings. 1,1,2,2,3,4,4(2),4(3)
Traits. Armed Combat, Athletics, Ranged Combat, Knowledge
(Magic), Perception, Willpower, Appearance, Persuasion

@OTHER STATS
Copy down these stats verbatim. Hurt Points are calculated as
described in the Hurt Points Table.

Size: Medium Oomph: 4

Stunt Points: 2 Hurt Points: See the Hurt Point table
(elsewherein this section)

SPECIAL ABILITIES
Choose any one of the “ SA Packages’ below.

PACKAGE #1

PACKAGE #2

PACKAGE #3




METALLIC COMSATANT

“Heroic robot or cyborg”

TRAITS

Assign the ratings to the Traits however you wish.

Ratings: 1,2, 2,4, 4(3), 4(4)

Traits. Armed Combat, Body, Ranged Combat, Unarmed Combat,

Knowledge (choose something he knows about) and Willpower

@OTHER STATS
Copy down these stats verbatim. Hurt Points are calculated as
described in the Hurt Points Table.

Size: Medium Oomph: 4

Stunt Points: 1
Hurt Points: See the Hurt Point table (elsewhere in this section)

SPECIAL ABILITIES
Choose any one of the “ SA Packages’ below.

PACKAGE #1

PACKAGE #2

PACKAGE #3



SPUNKY TEEN PACKAGE #2

“ Qurprisingly versatile young man or lady”
PACKAGE #3
¥
¥
¥

TRAITS

Assign the ratings to the Traits however you wish.

Ratings: 1,1,1,2,2,3,4,4,4,4
Traits. Armed Combat, Ranged Combat, Athletics, Coordination,
Stealth, Perception, Willpower, A ppearance, Persuasion, Survival

@OTHER STATS
Copy down these stats verbatim. Hurt Points are calculated as
described in the Hurt Points Table.

Size: Medium Oomph: 5
Stunt Points: 2
Hurt Points: See the Hurt Point table (elsewhere in this section)

SPECIAL ABILITIES
Choose any one of the “SA Packages’.

PACKAGE #1

WARRIORS OF THE




THE HUNT FOR
GALDREIS

H HamrpLe Episone

What followsis an exciting episode for use with the
Playset and thisAction Pack. Only the Game Master should read
from this point on. If you wishto play “The Hunt for Galdrek”
(i.e., not runit asthe GM), then please stop reading now.

This episode assumes that the player characters are
Guardiansof Iconia. Itisintended for 2-4 playersand aGM.

Whal Has Come 1o Pass

The eternally evil Nekrottus planned to make a devastat-
ing attack on the Palace of Justice, the seat of Haven's power and
home to King Rastor. Nekrottus has tried this before, though
each time, he was unabl e to overcome the palace’sformidable
defenses.

But thistime, he had aplan. He hired anefarious
mercenary named Galdrek toinfiltrate the palace and gather
information about its weaknesses. This plan seemingly cameto a
screeching halt when Galdrek was discovered and subsequently
captured after abrutal fight.

Unbeknownst to King Rastor and the Guardians of
Iconia, Galdrek had aready located theinformation hewas
looking for afew minutes before his capture. He managed to
stash the data cube away in a hidden compartment within his
boot. Galdrek also activated a homing beacon that would allow
Nekrottusto track him down, no matter where he was.

King Rastor ordered the wily mercenary to be sent to
Mount Arkhar, an inescapabl e prison located on top of a gargan-
tuan mountain. The only way to transport him there was by
airship. Thiswould proveto be apotentially costly mistake.

The Mission

This scene begins with the heroes being called into the
Star-Chamber, aroom beneath the Pal ace of Justice where King
Rastor holds meetings with the various Guardians of Iconia. The
chamber isvery large and is dominated by alarge golden table
with chairs situation all around it. Ancient yet beautiful tapestries
and statues serve to decorate the room.

King Rastor tellsthem thefollowing (read or paraphrase
for the players).

“My friends, |’ ve brought you heretoday to
ask for your help. Yesterday, our guards
discovered theinfamous mercenary,
Galdrek, searching through the palace's
defense data. Fortunately, he was appre-
hended before he could steal any of the
data cubes. | sentenced him to imprison-

ment in the Mount Arkhar Prison high
upon the mountain peak. Galdrek wasin
transit to the prison when wereceived a
distress signal from the airship that was
transporting him. A minute later, we lost
radio contact. Now, we must send a team to
investigate the matter. That team isyou.”

In any case, King Rastor givesthem an unarmed airship
and sends the heroes off on their mission. The last known
location of the airship before losing contact was the northern
reaches of the Wargoth Jungle.

Welcome 1o the Jungle

The heroes can see dark smoke billowing from the trees
upon nearing the Wargoth Jungle. At least finding the ship won't
be much of aproblem.

If the heroes investigate, they’ Il see that the transport
ship has crashed in asmall clearing and looks to be atotal wreck.
A badly injured pilot istrappedin the cockpit. Freeing him will
require ripping off the door, which isaBody check versusaDN of
9

The heroes a so notice the rear door of the ship is open
and no oneisin the containment area. A Perception check versus
aDN of 7 will reveal that the door wasn’t just opened due to the
crash aone. It was weakened by the crash, but battered open by
the personinside. Yep, that would be our old pal Galdrek!

If the pilot isrescued, hewill tell them that the crash was
no accident. Heinformsthem that he saw aBlackskull Empire
ship closein on him and fire asalvo of missiles.

Thelncoming M essage

Once the heroes have talked to the pilot, they hear a
message coming in viathe ship’sdamaged radio. It'sfrom
Nekrottus himself, but it'skind of static-laden and hard to
understand.

Read the following to the players:

“Skullcap, ...scrrrrrrrr... toinform




Galdrek that ...scrrrrrrrrer... personally at
Devil’s...scrrrrrrrr.... I'mjust glad hewas
ableto...scrrrrrrrrrrrr... theinformation
about thePalace's...scrrrrrrrrrr... before
hewas

o (4T (T

What the message was supposed to say is. “Skullcap, |
want you to inform Galdrek that | will meet him personally at
Devil’sMound. I'mjust glad he was able to gain the information
about the Palace's weaknesses before he was detained by
Rastor’slackeys.”

This could lead to serious confusion. Tell the players
that there are two locales that begin with “Devil’s’. OneisDevil’s
Mound (which isthe correct place) and the other is Devil’s
Backbone. This putsthe players in the predicament of having to
decide where to go.

If they ask, the Devil’s Mound is a huge, craggy hill
where atribe of barbarians called the Ogari dwell. Likewise,
Devil’s Backboneisanarrow but tall wall of bones that stretches
more than ten mileslong.

Devil’s Backbone

If the heroes choose to go to Devil’s Backbone, read or
paraphrase thefollowing:

“The Devil’s backboneis a wall, some
twenty feet in height, made entirely of
bones. Thewall itself israther narrow and
it has a flat top wide enough for two people
to stand on it shoulder to shoulder. Devil’s
Backbone stretches for many milesin a
twisting, winding pattern. But something
more immediate catches your eye. You spot
an old man backed up against the wall by
huge boar-like humanoids that stand at
least ten feet tall. The beastswield heavy
wooden clubs with spikes on them.”

Hopefully, the heroes will decide to rescue the old coot.
After al, it'sthe heroic thing to do. The monsters’ statsare in the
sidebar. There should be one Pigtaur for each hero present.

THE PIGTAURS

Once the Pigtaur has been dealt with, the old man will be
extremely thankful. Any hero making a Perception check versusa
DN of 6 will noticethat he has a spellbook tucked away in his
backpack - it's barely poking out of the top.

If the heroestell him about their situation, he will
collapse to the ground and begin sweating and talking to himsel f
in arcane tongues. It should be obvious that he's having some
sort of vision. Once his vision has concluded, the now-drained
old manwill say, “Nekrottus... has... set atrap ... for you at the ...
Devil’sMound. He'smeeting with a... dangerousman ... to
obtain information about the ... palace’s weaknesses. They areto
... meet at the abandoned Castle Murkfog. You must ... hurry if
you areto ... stop him.”

Devil’s Mound

If the heroes choose to go to Devil’s Mound, read or
paraphrasethefollowing:

“Devil’'sMound isa massive hill that covers
many milesworth of ground. Thesides of
the hill are craggy and inaccessible. A few
trees grow atop the mound, but they are far
and few between. You seea small village
consisting of a smattering of huts, rock
buildings and campfires. The village seems
relatively busy too, with lots of tall,
muscular barbarianswith horned helmets
going about their business. You'veheard a
lot about the mostly-peaceful Ogari, but
have never encountered them first hand.”

If the heroes comein peace, the Ogari will welcomethem
totheir village and offer to let them talk to the Elder. If the heroes
act abrasive or hostile, then they are most assuredly not acting in
the spirit of the game and combat will break out. Ogari warriors
have a Goon Factor of 9 and each hero should have to deal with
three mobs.

If the heroes get to meet with the Elder in his hut, he will
treat them with agreat deal of hospitality, offering them some
fruitsand meat. If they ask him about Galdrek, hetellsthem he
has never heard that name. Hewill statethat aBlackskull Empire
ship has been seen patrolling the area earlier in the day, but it
didn’t attack or even appear threatening.

TheAttack

If the characters acted hostile toward the Ogari and were
locked in combat, the fight will beinterrupted by several incoming
missilesfrom astealthy airship.

If the characters acted cordial toward the Ogari, the
conversation with the Elder will be interrupted by the sound of
loud explosions from outside the hut.

In any case, the airship lands and unloads wave after
wave of Turgs (squat-looking and mean-natured brown-skinned
humanoids). Turgs have aGoon Factor of 7. There should be



three mobs per hero present. Just to add color, describe even
more Turgs coming out to attack the Ogari warriors, instigating a
mass combat scene.

Furthermore, one or more of Nekrottus' henchmen
deploy from the transport ship aswell. The exact number
depends on how many heroes there are. In the last section of the
Action Pack, you'll find full statsfor four villains. You should use
one villain per hero present. It's up to you which bad guys you
select

If the heroes are defeated, they are taken aboard the
transport ship and given an opportunity to make a daring escape.

If the heroes are victorious, the baddies should be
rescued by winged creatures that swoop down and pick them up.

ThePilot

Once the bad guys are beaten, the heroes spot the pilot
of the Blackskull Empireaircraft trying to sneak away. The heroes
can make an opposed check with their Persuasion versus the
pilot’sWillpower of 0to gaininformation out of him.

If successful, the heroes learn that Nekrottus had set
them up by sending out a phony message about meeting Galdrek
at Devil’s Mound to lure them away from the real meeting place-
the ancient (and abandoned) Castle Murkfog.

Caslle Murkfog

When the heroes approach Castle Murkfog, read or
paraphrasethefollowing:

“Thisancient stone structureisa creepy
stronghold of evil, with vines growing up
the sides and gripping it like long, cold
fingers. It featuresnumeroussmall
windows and two round towers, one on

FAILURE

each front corner of thebuilding. A murky
moat surrounds the castle and the draw-
bridge is already open.”

If the heroes enter through the front door, they step into
amassive entry room with two more doors and crumbling statues
lining thewalls. A large stone staircase going up islocated in the
center of the chamber.

Standing atop the stairs is none other than Galdrek, who
is brandishing two large swords. He tellsthe heroes that
Nekrottus will bejoining them shortly and that Nekrottus |oaned
him some of his“friends’ to keep them entertained while they
wait. With that, Goop Zombies (the cartoony version of zombies)
pour into the entrance room via the two doors.

Goop Zombies have a Goon Factor of 8 and there should
be three mobs for each hero. While the heroes are tangling with
the goons, you should have Galdrek taunt them from hislofty and
safe position.

Toeto Toewith Galdrek

Most likely, the heroeswill trash the Goop Zombiesin
short order. Thiswill signal the beginning of the fight with
Galdrek. Galdrek’sfull stats can be found in thelast section of
thisAction Pack.

Once Galdrek gets down to around 25 Hurt Points, you
should tell the players that their heroes hear the sound of an
aircraft landing on one of the towers of the castle. Yep, it's
Nekrottus. At this point, the heroes should have between two
and four turnsto defeat Galdrek before the big guy makes hisway
to the battle area. Play up the suspense element too. Every turn,
tell the players that the footsteps are getting closer or that they
hear adoor open in the distance. Put them on the edge of their
seats.




PLAYERS ARE
UNPREDICTABLE

Enter Nekrottud!

Hopefully, the heroeswill be ableto put Galdrek out of
commission and escape before Nekrottus arrives on the scene.
Make it clear that the players cannot hope to defeat him by
themselves. Their mission isto prevent the meeting between
Nekrottus and Galdrek, not to defeat Nekrottus.

If the heroes do stick around to take on Nekrottus,
assumeall of hisTraitsare 4(5). Hewill use hismagical staff and
hismagic sword. Both attacks have aready-made DR of 20 and
he gets two attacks per turn, which can be directed at different
targets. Nekrottus should have 60 Hurt Points and a Protection of
15. You can ad-lib any spell you want to aswell. Whilethisisn't
trueto Nekrottus' real stats, it will put acrossthat it's alose-lose
situation for them.

TheEscape

If the players manageto reach their airship, they will
escape Nekrottus' wrath, leaving him behind to bellow out, “You
may have defeated methistime, you dolts, but therewill be
another scheme! And next time, | shall bevictorious!” Or
something likethat. Havefunwithit.

The Epilogue

If the PCs succeed in their mission, you should allow the
players to enjoy some accolades. That's what this sceneisall
about.

After the action is over, the scene should cut to the Star-
Chamber later that day. King Rastor isawaiting their arrival and
congratul ates the heroes, telling them that they single-handedly
saved Haven today by keeping the data cube out of Nekrottus

grasp.

Feel freeto allow for alight-hearted moment to close the
episode. Thiswasavery common method of ending a show in
the retro-toons.

The Afler-Show Message

After the episode has been completed, you might want
to play out one of those fun “safety tip” skits that were so
common back inthe’'80s. You need to establish a dangerous
situation and allow the heroes to step in and spout off some good
advice. Hereare afew ideasto get you started:

‘Two teens playing “chicken” ontheir flying bicycles.

-A few kids being offered some candy by a stranger.

-A crowd of kids standing outside to watch the “really
awesome” electrical storm.

-A few children entering acaveto exploreit.

-Several teenagers defying their parents' ordersto not drive
thefamily transport vehicle.

But, | warnyou - thiswill most likely get redlly silly.
Players seldom offer good advice, but that's okay. It gets a hearty
laugh from everyone and it's al in good fun anyway.




THIS WEEIK'S BAD
GUYS

Herearefivevillainsfor usein thisepisode. These
baddies are exclusive to thisAction Pack and will not be found
elsewhere!

BONEHEAD

“ Keletal behemoth that always pulls himself together. Liter-
ally.”

Oomph: 2 Sunt Paints: 1
Hurt Points; 50 Size: Large

TRAITS
Athletics 1, Body 4(3), Ranged Combat 3, Unarmed Combat 1,
Armed Combat 4, Perception -1, Appearance-3, Willpower 3

SPECIAL ABILITIES

Pick-axe

Range: Point Blank

Damage Rating: 10+ Body

Restriction: Minor Disadvantage (When he misses with the pick-
axe, thereisa2in 12 chance that the pick-axe gets stuck in the
wall, floor or whatever. Itwill requireaMisc. Actionto getit un-
stuck)

Restriction: Item (the SA represents an object rather than an
inborn ability)

Dem Bones

Whenever Bonehead takes damage, he might very well be ableto
avoidit outright. But if the hitistoo drastic, he'll fall to pieces!
Restriction: Fickle (When this SA isused, roll ad12. If you get
an even number, the damage is completely negated. If you get an
odd number, the damage is suffered as normal)

Restriction: Major Disadvantage (If asingle blow deals 25 or
more damage to Bonehead, heis shattered. Bonesfly every-
where! He must takeaMisc. Actionin order to reform, but when
he does reform, he automatically gains 1d12+2 Hurt Points)

BoneShards

Range: Medium

Damage Rating: 10

Bonus: Burst Fire (when given an Attack action, he can make an
additional attack against the same target. He does not suffer the
normal penaltiesfor making multiple attacks)

Bonus: Areaof Effect (6 yard radius)

HugeHands
Trait ModificationA: +2to Body
Restriction: Mgjor Disadvantage (the Trait Modification applies

only to Bonehead's hand strength)

Leap
Range: Medium (used to determine leaping distance)
Mode of Travel: Bounding

BACKGROUND

Bonehead was once the leader of an ancient warlike
civilization known asthe Zadgar. After his death, his people used
mummification and magic to keep hisbody mostly intact. They
wereto raise him from the dead once they obtained amystical relic
called the Resurrection Stone. Thiswould not only revive him but
it would a so turn himinto an even more powerful warrior.
Unfortunately, a cosmic catastrophe swept his people up into
another dimension, never to be seen on Iconia again.

When this “legend” reached Nekrottus' ears, he sent his
henchmen out to find the Resurrection Stone. It took more than a
year to locateit, but that mattered little to the evil overlord. He
used its magical propertiesto bring the king of the Zadgar back to
the land of theliving.

PERSONALITY

Bonehead isn't terribly thrilled about being Nekrottus'
lackey. Thisisapiece of humblepiehe'll never be ableto fully
choke down. Nekrottus has noticed this discontent and fre-
guently allows Bonehead to act as the leader of important
missionsfrom timeto time, just to make him feel important and
keep himfrom rebelling.

Bonehead has a very commanding voice, but histeeth
often chatter together, creating an annoying “clacking” sound
that drives most of Nekrottus' minions bonkers!

APPEARANCE

Bonehead stands more than 7 feet tall and looks quite
massive, despite his skeletal form. Hewearstwo large shoulder
pads with uneven metal spikesjutting out from them. Healso
carries anasty-looking giant pickaxe in one of his gargantuan
hands, |eaving the other one free for other uses, namely squeez-
ing the heck out of hisenemies. Hisbody is covered in jagged
bone shards that he can actually shoot at enemiesin clusters.

PRYMmMAL
“ Brutish ape man.”

Oomph: 2 Sunt Paints: 1
Hurt Points; 49 Size: Medium

TRAITS

Willpower -1, Appearance-1, Athletics 4(3), Body 4(4), Ranged
Combat 2, Unarmed Combat 3, Armed Combat 4, Stealth 4,
Perception 4(3), Surviva 4(3)




SPECIAL ABILITIES

Spear

Range: Short

DamageRating: 7 + Body

Bonus: Advantage, Major (can also be used as a close combat
weapon)

Restriction: Item (the SA represents an object rather than an
inborn ability)

Monkey Climb

Trait Modification: +2toAthletics

Restriction: Major Disadvantage (only used for climbing
purposes)

BACKGROUND

Out from the jungles came a destructive ape-man,
pillaging wherever he went, taking whatever he desired. About a
year ago, however, he chose avery poor target for his activities.
Noblarawas escorting King Rastor to visit one of thevillagesin
the Haven countryside. Whilein transit, the ape-man attacked the
king's ground vehicle, sending it crashing into atree.

The cretinous simian deftly began stealing the gifts the
king had planned to bestow upon the villagers. His plan was
foiled by Noblarawho exited the vehicleto attack him. Dropping
the goods, the ape-man fled into the woods, but Noblara pursued
himin hopes of bringing him to justice.

Coincidentally, Spydar had planned to attack Rastor’s
vehicle that day and was hiding nearby. He watched the ape-
man'’s ploy and took advantage of Noblara's temporary absence.

Spydar swept in and began laying waste to the vehicle.
Fortunately, Noblara broke off the futile chase and returned just in
timeto confront him. Instead of risking defeat, Spydar escaped
without afight.

When Nekrottus learned of this ape-man, he was
impressed. He searched high and low for him and brought him
into the fold, so to speak.

PERSONALITY

Prymal isacoward. He generally won't fight unlesshe
absolutely hasto. At least notina“fair fight”. If theoddsarein
his favor (e.g., the opponent’s back isturned, the enemy is
outnumbered, etc.). He'sthe stereotypical sniveling coward,
simple asthat.

Prymal’s speech patternsareliberally sprinkled with
cliché monkey sounds and grunts (“Ooh ooh ah ah!”)

APPEARANCE

Prymal hasavery graceful look to him, dueto hislithe
body frame (aside from exceptionally large shoulders and torso).
He has black fur and amostly human face, which isalways
twisted into a sneer.

DusT DEgVIL

“ Desert swordsman with the ability to conjure sand storms.”

Oomph: 4 Sunt Paints: 3
Hurt Points; 32 Size: Medium

TRAITS
Armed Combat 4(4), Athletics4(2), Body 1, Coordination 3,
Ranged Combat 1, Perception 2, Survival 4

SPECIAL ABILITIES

Scimitar

Range: Point Blank

Damage Rating: 8 + Body

Restriction: Item (the SA represents an object rather than an
inborn ability)

Black Powder Pistol

Range: Short

Damage Rating: 8

Restriction: Item (the SA represents an object rather than an
inborn ability)

Restriction: Charges, Single (the gun can be used once before
having to be reloaded)

Sandstorm

Range: Short

Trait Modification: -3 to target’s Perception

Trait Modification: -2 to target’sAthletics

Duration: 1d12 minutes

Bonus: Areaof Effect (affectsall withina9 yard radius)
Limitation: Moderate Disturbance (creates a loud noise of harsh,
brutal winds)

BACKGROUND

Dust Devil isan enigmatic man who keeps his past
closely guarded. Nobody, not even Nekrottus himself, knows
where he camefrom or why heallies himself with the Blackskull
Empire.

PERSONALITY

Dust Devil isunpredictable. He cannot be counted on
by Nekrottus to assist him. Apparently, he has his own agenda
and it only involves Nekrottus on occasion. If and when he
shows up, Nekrottus puts his services to good use.

Dust Devil never uttersaword. He doesn’t hang around
or socialize with Nekrottus' flunkies. He does histhing and then
promptly disappearsinto a dust storm. So | guess you could say
he's the quiet type.

APPEARANCE
This mysterious man wears clotheswith an Arabic flair.
He wears baggy clothesin light brown and khaki with just a




splash of blue. His sleeves are vastly flared at the end and
bottom portion of his face is covered by aloose bandana. Thisis
topped off by aturban and pointed boots. His most distinctive
feature, though, is his pair of demon wings that protrude from his
upper back. These wings don’t seem to provide him with the
ability tofly, but they do serveto make him look intimidating.

FELINA

“ Feral cat-woman.”

Oomph: 4 Sunt Paints: 3
Hurt Points; 38 Size: Medium

TRAITS
Athletics4(4), Body 3, Coordination 4, Unarmed Combat 4, Stealth
4(3), Perception 4, Survival 3, Appearance 2

SPECIAL ABILITIES

Claws

Range: Point Blank

DamageRating: 5+ Body

Trait Modification: +1 to Unarmed Combat when using this SA

Tracking
Trait Modification: +2 to Perception when tracking her prey

BACKGROUND

Felinawas once an ordinary cat that had somehow found
an entrance to the Fortress of Gloom to seek food or attention.

She had no way of knowing what nasty trick fate had in
store. She entered the lower levels of the castle and heard strange
sounds and anguished screams coming from one particular room.

The cat’scuriosity led her directly into theroomin
question and what she saw was horrifying. Nekrottus himself was
standing tall with a spell book in one hand and amagical staff in
another. Hewas chanting arcane words, while abarbarian laid
helpless on the floor. Green energy was dancing all across the
room as the barbarian began to change into a grotesque
cyclopean monster. The frightened cat was struck by a stray
blast of this green energy and she, too, started to change... into a
cat-like humanoid!

Nekrottus spotted the transformation and decided that
he could use her as his own pet/henchman/bodyguard.

PERSONALITY

Now corrupted by Nekrottus' twisted magic, thisformer
cat isnow completely evil, down to her black, jaded heart. There
isno “good” left in her. Thisfact delights Nekrottus, as he knows
she will never show compassion to the enemies of the Blackskull
Empire.

Felina doesn’'t say much, but when she does speak, only
verbal hatred spewsforth. Never akind word to anyone except
her master. In combat, she shows no sense of strategy, preferring

to just go for the throat.

APPEARANCE

Felinaisstill quite pretty. Shelookslikeatall, volup-
tuouswoman with black fur, cat-like earsand along tail. Her eyes
also appear extremely feline, which are capabl e of chilling anyone
to the bone with but a single glance.

GALDREK

“ Nefarious bounty hunter.”

Oomph: 4 Sunt Paints; 2
Hurt Points; 47 Size: Medium

TRAITS

Armed Combat 4(4), Athletics 4(4), Body 4, Coordination 3,
Piloting 1, Ranged Combat 4, Stealth 4, Unarmed Combat 4,
Detective 1, Perception 4, Survival 4, Willpower 4(2), Appearance
3, Persuasion 2, Streetwise 4(2)

SPECIAL ABILITIES

Twin Longswords

Range: Point Blank

Damage Rating: 9 + Body

Bonus: Auto Fire (when given an Attack action, he can make an
additional attack against the sametarget or adifferent target. He
does not suffer the normal penalties for making multiple attacks)
Restriction: Item (the SA represents an object rather than an
inborn ability)

BattleArmor

Protection: 10

Restriction: Item (the SA represents an object rather than an
inborn ability)

Hand Bomb

Range: Short

Damage Rating: 12

Bonus: Areaof Effect (6 yard radius)

Restriction: Item (the SA represents an object rather than an
inborn ability)

Restriction: Minor Disturbance (creates aloud explosion sound)
Restriction: Charges, Single and One-Shot (the bomb can be
used once and is destroyed)

Level thePlayingField

If acharacter with asuper-rating in hisrelevant “combat” Traits
(Armed Combat, Unarmed Combat or Ranged Combat) physically
attacks Galdrek, roll ad12 (beforethe attack roll isactually made).
If the result is equal to or higher than the super-rating itself, the
super-rating in question isignored for this attack (i.e., the attacker
canonly roll onediefor hisattack check).




BACKGROUND

Galdrek wasadlave al throughout his childhood. His
master was a harsh taskmaster, pushing him harder and harder,
working him from sun up to sun down. Thisbuilt up agreat deal
of hatred in the young man, but it also made him tough, both
physically and mentally. When he was ateenager, he overpow-
ered his master, swiped his two longswords and escaped hislife
as a servant.

Galdrek lived off theland and learned everything he
could about theworld, all thewhiletraining himself with his
swords. He eventually became proficient enough to sell his
services for money, which ensured that he would never be dirt
poor again.

Over theyears, Galdrek honed hisabilitiesto arazor’s
edge. He mastered his craft and soon became the most sought
after mercenary onlconia.

PERSONALITY

Galdrek isasmart ass. Heloveshiswork and it shows,
especialy in combat. Wise cracks and sarcastic quips fly as fast
as his two swords once the fighting commences.

Nekrottus would like nothing more than to recruit
Galdrek asalackey. But, having already lived in servitude and
escaped, heisn’t about to go back to it. Not for anyone!
Nekrottus has even tried to manipulate him into bending to his
will, but Galdrek isfar too crafty and cagey to fall for it. But just
because he won't serve Nekrottus doesn’t mean he won't do jobs
for himfromtimetotime.

APPEARANCE

Galdrek isalarge-framed man with achiseled body and a
lot of metal armor. Heisactually very handsomein agruff sort of
way, with hislong brown hair and five o’ clock shadow. And then,
of course, there are his swords that heis so proud of. He carries
them in elaborate scabbards on his back.




