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Bears 141 characters needs some explanation. The first line gives
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Broos 142 its race, sex, and cult status in parenthesis. Then follows
Citadel Warriors 144 the characteristics, move rate, total hit points, and defense
C dil 150 bonus. To the right of these stats are the hit locations.
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Dwarves 154 points of protection provided by armor and the number
Elasmosauri 158 to the right is the hit points that location can take.
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Giants 162 than can be known by someone of his INT but he has a
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Hawks 165 known by spirits are listed along with Bluebird’s under
Herd Beasts 167 SPELLS for convenience. The last sections give details
on Bluebird'’s spirits.
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NEWﬂingS 169 RUNE MAGIC: lists the Rune Spells known by Bluebird.
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Smilod 177 to be at base chance plus the character’s bonus.
milodons MAGIC: lists the magic items carried by Bluebird.
Succubus 178 TREASURE: lists what monetary treasure Bluebird is carrying with him as
Trolls 178 well as what his ransom would be if captured. Usually this ransom
. represents a being’s net worth plus his value to his cult or family. Note
Walktapl 182 that in Griffin Mountain, guilders are interchangeable with L(unars)..
Water Wyrms 182 LANGUAGES: lists the languages Bluebird can speak and write.
Wolves 183 BLUEBIRD (Lankhor Mhy Rune Priest-Lord)
Found Encounters 184 STR11 CON14 SIZ14 INT18

POW18 DEX 17 CHA13
Move: 8 HitPoints: 16 Defense: 25%
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. Right Leg (01-04) 7/6
Overview 190 Left Leg (05-08) 7/6
Chaos Holy Ground 191 Abdomen (09-11) 7/6
Dragonewt Plinth 193 Chest 12) 8/7
, Right Arm (13-15) 7/5
Dryad’s Grove 195 Ltk A (16-18) 7/5
Firshala’s Prison 197 Head (19-20) 7/6
b 7
Giant Land (GODD Orta’s CaStle) 199 Weapon SR Attack Damage Parry  Points
Gondo Holst’s Caravan 211 Staff 4 95% 1D8+1D4  85% 15
By . Selfbow 1 50% 1D6+1 - -
G.I'lffll‘l Mountain 217 Large shield i 5 - e 16
River of the Damned 227
Festering Island 227 SPELLS: Healing 3, Xenohealing 3, Protection 4, Detect Life, Spirit Binding,
Binding, Disruption, Befuddle, Harmonize, Mobility, (known by
Stone Crab Island 232 Blood) Bludgeon 4, Dispel Magic 6, Mindspeech 1, (known by Palou)
Web Spire Island 233 Strength, Coordination, Detect Magic.
RUNE MAGIC: Shield 4, Multispell 1, Analyse Magic, Truespeak, Spirit
Spare Maps 234 Block 4, Telekinesis.
TO om KILLS: Evaluate Treasure 90%, Bargaining 60%, General Knowledge
Troll Tomb 235 SKILLS: Eval %, Bargaining 60%, General Knowledg;
50%, Map Making 90%, Riding 95%, Swimming 85%, Listening 75%,
Water Wyrm Island 239 Spoqt Hid%en Iterrgl 90‘7;’, Orato%y 900%4 857 8
MAGIC: 3 point Healing focusing crystal, ring with Invisibility matrix, 6
Pl ayer Handouts & Extras 240 point Healing potion, 6 point spirit trapping crystal.
TREASURE: Carries 50 wheels, ransom is 7000 guilders.
Dykene 240 LANGUAGES: Speak and Write Trade Talk 95%, Speak Esrolian 35%,
Elkoi 243 Speak Old Pavic 50%, Speak and Write Dark Tongue 45%.
Trilus 247 BLOOD (allied spirit in staff)
Maps 249 INT9 POW18
A Loqk Inside Griffin Mountallf_1 251 PALOU (bound spirit in spirit trapping crystal)
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