Infanterist (25)
	STR 21
	TOU 21
	AGI 18
	INT 15

	WIL 18
	PER 15
	CHA 15
	KNO 15

	Initiative
21
	Combat XP
25
	Power
3
	Actions
5

	Movement
7|10|21|42
	Hit Points
9|16|22|42
	Shock
10|21|31|63

	Light plate cuirass (Torso) S18 B12 T12 E8

	Matchlock musket(30) Inf5d10+2T, Pen 15
Unarmed (25) Inf1d10+3B

	· Formation, Each adjacent ally gains -1 difficulty to melee attack and defense
· Quick Reloading, Time to reload is halved
· Ranged Aim, Attack at specific body part at -1d10 less difficulty
· Trained Attacks, Deal +2 Damage
· Unjam, Clear a jammed firearm as an action

	Common quality clothing, Bandages (2), Healing Salve (2), 2d10 shillings


Officer (25)
	STR 21
	TOU 21
	AGI 18
	INT 18

	WIL 18
	PER 15
	CHA 18
	KNO 15

	Initiative
21
	Combat XP
25
	Power
3
	Actions
5

	Movement
7|10|21|42
	Hit Points
9|16|22|42
	Shock
10|21|31|63

	Light plate cuirass (Torso) S18 B12 T12 E8

	Wheellock Pistol(30) Inf4d10+4T, Pen 15
Sabre (30) Inf4d10+1S

	· Expert Attacks, Deal +4 Damage
· Quick Reloading, Time to reload is halved
· Ranged Aim, Attack at specific body part at -1d10 less difficulty
· Unjam, Clear a jammed firearm as an action

	Good quality clothing, £2d10


[bookmark: _GoBack]Inquisitor (30)
	STR 21
	TOU 18
	AGI 21
	INT 15

	WIL 24
	PER 15
	CHA 15
	KNO 21

	Initiative
22
	Combat XP
20
	Power
4
	Actions
5

	Movement
7|10|21|42
	Hit Points
9|16|22|42
	Shock
10|21|31|63

	Cudgel(30) Inf2d10+5B
Unarmed(30) Inf1d10+5B

	· Expert Attacks, Deal +4 Damage
· Focused stance, Gain -1d10 against a single foe but ignore everyone else
· Offensive stance, Gain -1d10 against attacks but cannot use Reactions
· Outmaneuver, Routine Test as Action for only a single opponent to attack the templar
· Massive Attack → Heavy Attack → Heavy Attack → Power Focus
· Flanking Dodge → Heavy Attack → Crushing Blow

	Good quality clothing, Bandages (2), Healing Salve (3), £2d10 




Conjurer (25)
	STR 12
	TOU 15
	AGI 15
	INT 24

	WIL 21
	PER 15
	CHA 15
	KNO 21

	Initiative
15
	Combat XP
10
	Power
3
	Actions
2

	Movement
5|7|15|30
	Hit Points
4|9|13|27
	Shock
8|16|24|48

	Wooden Staff(18) Inf2d10+1B

	· Spell Shield, Abjuration level 3, 1 Power, Resist 6 levels of Spells
· Shield, Abjuration level 4, 1 Power, Resist a total of 75 Damage
· Demon Tongue, Conjuration level 1, Speak the demon language
· Command Demon, Conjuration level 3, Command a bound demon
· Pentagram, Conjuration level 3, 1 Power, Protective ward against demons
· Summon Lesser Demon, Conjuration level 3, Summons a demon of level 2
· Summon Demon, Conjuration level 4, Summons a demon of level 3

	Good quality clothing, Spell book small, Potion of Sorcery (Spells -1d10 for 1 Turn), 2d10 x 5 shillings


Cerberus (20)
	STR 27
	TOU 39
	AGI 12
	INT 12

	WIL 39
	PER 15
	CHA 9
	KNO 27

	Initiative
18
	Combat XP
25
	Power
6
	Actions
4

	Movement
4|6|12|24
	Hit Points
11|22|33|66
	Shock
17|35|52|105

	Furry thick skin (Body) S6 B8 T6 E8

	Bite, sharp(25) Inf2d10S
Claws, sharp(25) Inf2d10S
Unarmed(25) Inf1d10+3B

	· Charm(Routine), Command(Routine), Intimidate(Challenging)

	To face a Cerberus requires an Easy Test against Fear


Hydra
	STR 110
	TOU 60
	AGI 12
	INT (9)

	WIL 15
	PER 24
	CHA (6)
	KNO (6)

	Initiative 
22
	Combat XP 
20
	Power
3
	Actions
4

	Movement
7|9|27|39
	Hit Points 
38|66|95|180
	Shock
30|61|92|185

	Hard skin (Head) S16 B16 T16 E16
Very hard skin (Body) S25 B25 T25 E20

	Bite, piercing(28) SInf5d10, Pen 2
Stomp(28) BInf12d10
Tail whip(25) BInf6d10+4

	A hydra will not chase prey as it cannot move very fast for its size. Instead it waits in darkness until its prey comes within striking range. If caught off guard or in strong light it will simply stand still, hoping in vain not to be discovered. If attacked it will fight until death.

	· Encountering a hydra requires a Hard Test against Fear
· Each head gain a free attack
· Contact with hydra blood causes +1d10 Trauma and Pain



