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by Richard Sanders

Look in through the eyes of londead Golgoth
and ye shall find the Boneworld, the realm of dead
flesh and living bone.

? The Manuscript of Korth

Background

In the Void between the Realm of Shadows
and the Plane of Silence ther is a skull. On a
cosmic scale, it is minute, but as skulls go, it is vast.
This skull is what remains of the god Golgoth, who
once walked the young Earth and left to seek other
worlds long before humankind appeared.

Millennium passed, and Golgoth grew wary
of traveling the vast distance between the stars. He
resolved to travel farther and faster, unfettered by
his physical body. He went to the Void, one of the
in-between places of the universe, and allowed his
body to float in the nothingness while the park of
his mind took flight. Eons passed, and the passage
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At last he returned to reclaim his body, seeking the
rejuvenation of the flesh, only to find that time and
the scavengers of the Afterworld had lefhim little .
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and it dwells there still.

The Journey to Boneworld

Traveling to Boneworld requires the utterance
of a ritual incantation. The words are in Latin, and
are recorded only in a few rarecomes of magic. The
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ritual requires one hour of uninterrupted
concentration. At the end of the ritual, the
character must sacrifice a point of Karma and make
a Good Languages roll; failure means the time and
Karma are expended for nothing.

With a successfl roll, the speaker and any
other beings he is touching will find themselves
standing in the middle of the enormous circular
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opens onto a swirling mist, while the other
narrows to a 100 footwide circular opening.
Bright light beckons from the smaller tunnel.

Those who journey into the mist must make a
Passable Will roll; failure means the character is
lost to the Void. A successful Will roll means the
character scrambles back to the eye socket before
the sucking mist of the Void can claim him.

Entering the smaller opening, a stark white
vista meets the visitor. Masses of rockke bone
form organic-looking slopes that lead to a dusty
valley floor. A domed roof, also of bone, arches into
the sky. Hoveringover the valley is a huge ball of
white light. There is no color anywhere, and no
sound at all.
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Existing in Boneworld
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Boneworld is a semimaterial plane. Physical
beings who travel to Boneworld assume a semi
material consistency, whit allows them to interact
with lost souls. Even in their semiincorporeal
form, living beings still require air, food, and water,
all of which are in limited quantities in the world
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Within Boneworld, and extending into its
outer sokets, is a thin atmosphere that can sustain
living beings for a number of days equal to their
Stamina scores. A living person who dies within
Boneworld will quickly rot, his flesh sloughing
from his bones, and within a few hours he will rise
as a mindlessskeleton.

Boneworld possesses a gravity field that
approximates that of Earth, with the underside of
the skull being down. A six inch layer of bone dust
and skin particles covers the floor of Boneworld.
Occasional breezes stir up the dust, blinding
travelers and causing those who still need to
breathe to gag.

The temperature remains constant at
approximately 70 degrees Fahrenheit, the warmth
radiating from what is often mistaken as the sun. It
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the center of his vast skull.

There is no color in Boneworld. Everything
appears in black, white and shades of gray. Even
objects coming from the outside are leeched of
their colors as long as they remain within
Boneworld.

The landscape is dotted with caves, turels,
and spires of bone. The primary landmarks of
Boneworld are the Orbits of Entry, The Wastes, and

Ossia, the fortress where the Brotherhood of
Golgoth study.

The Wastes

Spires and cliffs of bone make travel through
Boneworld arduous at best. The main epgraphical
danger is the area known as the Spongy Medulla.
This is a region of deep, smootisided pits in the
valley floor that fill with bone dust, making them
incredibly hard to notice. Detecting a pit requires
an Alertness or Danger Sense roll of Goad better.
Any being, incorporeal or material, stepping into a
pit will sink straight to the bottom within 2 turns.
The pits average twenty feet in depth. A Good
Climb roll is required to escape the pit. Material
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Stamina) x 2 turns.

Denizens of Boneworld

Boneworld is home to assorted creatures that
dwell there on a more or less permanent basis. The
more intelligent of these may have some type of
lair established in one of the thousands of bone
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caves. Anyone traeling through Boneworld is  of the surface, shake off their coverig of dust, and
likely to encounter one or more of the creatures rise to roam the valley, with no memory of their
listed on the Common Foes in Boneworld table. past lives. They exist only to fight any non
The number of creatures encountered should skeletons they encounter in their wanderings.
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strength of the player character party. which allows them to affect and be affected by lost
The evil dragon Ropotou is said to have a lair souls. They have Passable Defense and do (Defense
within Boneworld. The absence of its ultimate fear, vs Poor) x 2 damage with their two bony claws.
water, is an appealing aspect of the realm. See Lost Mutations are common among the skeletons. Roll
Souls for more about Ropotou. on the Skeleton Mutation table for more
information on an individual skeleton.

Common Foes in Boneworld

Chain rattler Skeleton Mutation

Dybbuk d100  Mutation

Gremlin 01-50 Normal skeleton (see Lost Souls). Skeletons on
Boneworld do not carry weapons or shields.

Hell Hound They attack twice with their claws, each doing

Night Hag (Defense vs Poor) x 2 damage.

Skeleton (see Mutant Skeleton table) 51-60  Four-armed skeleton. Receives four attacks per

Skeletal Warrior of Count Monterrant turn, each doing (Defense s Poor) x 2 damage.

61-65 Alligator tail. Gains an additional tail -whip attack
against anyone to the rear
or flank for (Defense vs. Poor) damage.
BOneworld Skeletons 66-75  Bull skull. Gains an additional gore attack for
(Defense vs Poor) x 3 damage.

It is rumored that a microscopic fragment of 76-80  Centaur form. Gains an additional hoof attack

dead skelet in th . (Defense vs Poor) x 3 damage and Great Speed.
every dead skeleton In the universe appears on 81-85 Gorilla arms. Claw attacks inflict (Defense vs.

Boneworld. The fragments of animal skeletons Poor) x 4 damage.
form the mountains, canyns, gorges, and 86-90  Two-faced skull. Gains Awesome Alertness, and
buttresses that slope downwards from the sides of can never be surprised.

91-00  Wolf skull. Gains anadditional bite attack for

the skull. The fragments of humanoid bones slowly (Defense vs Poor) x 3 damage

coalesce into new skeletons that gradually emerge
from the dust. When fully formed, they break free

The Skeletal Legion of
Count Monterrant

Count Monterrant and his roving bands of
skeletons are an ever present danger in
Boneworld. In the middle ages, Count Monterrant
was a reviled warlord who preyed upon plague
victims. Faced by the wrath of the heavens, his
flesh seared by lightning, Count Monterrant willed
his soul to the only sanctuary he knew. Rather than
risk reincarnation, he cast a spell no longer known
to man, and let his spirit be drawn & Boneworld.

There, he gained dominion over the wild
skeletons of Boneworld, gathering strength for his
ultimate return to the world of the living. He
constantly moves his camp from one area of the
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wastes to another, never settling long enough to be
discovered.

The story of Count Monterrant is a chilling
study in evil, and its undying perseverance.

Background

Buried with my own hands five of my children in
a single grave. | pray it was the dogs that dug them
up and devoured them. No bells. No tears. Thihés
end of the world.

2 Quote from a plagueyear diary

Into the agony of the plague ravaged French
countryside marched another nightmare. In the
spring of 1350, Count Louis Monterrant scoured
the region, exhuming the bones of plague victims
from their mass graves. The peasants, already
terrified by the specter of the black death, dared
not stop the mad Count in his desecrations.

71 OA
the land, carried by refugees fleeing the worst of
the pestilence. And on the heelof the rumors
came the plague, and with it a growing army of
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south of France, pillaging villages at will, killing
those unfortunate enough to survive the scourge,
leaving only a few halimad witnesses to atest to
their atrocities.

One night in the autumn of 1350, the remnants
of a peasant militia gathered against Count
-1T1 OAOOAT 660 &I OAAON
small village of Fraise. As the legions advanced, the
stench of the grave came with themFrom out of
the darkness issued the first of the soldiers, his face
bloated and blotched by the plague. The peasants
routed in fear. Most died with their backs to the
enemy, but a few escaped to the chapel of St.
Rochus. Huddled within the church, they trew
aside their weapons and clenched their hands in
prayer, beseeching St. Rochus to protect them from
the blasphemies that gathered outside.

The door to the chapel burst open before the
boot of Count Monterrant. He stood revealed in the
candlelight, his svord bloodied from tip to

pommel. Between the tombstones of the church
graveyard, his troops swayed in the darkness like
stalks of wheat.

As he stepped across the threshold, a roar of
thunder split the night. Count Monterrant wheeled
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to stare at the night sky, his face growing pale
beneath streaks of gore. A shriek broke from his
once grinning lips as he stumbled away from the
sanctuary.

Lightning lanced from the heavens,
illuminating the stained glass windows with
rainbow colors. The peasants sheltered inde the
church covered their heads, the thunder all but
deafening them. They did not dare leave the church
until dawn.

As they crept out of the church the next
morning, the villagers found that the gravestones
were upturned, and the ground was pocked with
still smoldering patches of grass and animal fat. Yet
of Count Monterrant and his troops, they found no
sign. The plague soon subsided,
Monterrant was never again seen by a living soul.

Count Louis Monterrant
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Type: Evil Lost Soul
Consistency: Inorporeal, vaporous
Defense: Great

Abilities: Superior Brawling, Superior Bully,
Good Intelligence, Great Ride, Good Strength

Appearance: Count Louis Monterrantis a
mature warrior with black hair and wild green

eyes. He wears a red cloak, a battered breastplate,

and a chain shirt. He rides an elaborately
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~Personality: The Count suffers from
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he enjoys it) and shrieks in frustration at any
perceived setback in his plans. He delights in
cruelty and giggles at the sufferings of others.
Motivation: To gain access to the gate at the
Foramen Magnum so he may return, with his
troops, to Earth. To date,the Brotherhood of
Golgoth has prevented him from entering the
fortress of Ossia where the gate is located. They
would rather keep him in Boneworld, where he can
do less harm. See below for more information on
Ossia, the Brotherhood, and the Foramen Magnu
Combat: The Count prefers not to demean
himself by engaging in physical combat; instead, he
lets his troops do the fighting. If challenged
personally, he will agree to single combat. His
weapon of choice is a richly decorated long sword,

and Count
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which does (De&nse vs Great) x 4 damage. Despite
his protestations that he is a man of honor, he will
use every nasty trick possible to win.

Powers: Count Monterrantis surrounded by a
Plague Aura. Each turn, all beings (except his
skeleton minions) within thrown range of
Monterrant must make a Great Stamina roll or else
lose 1 WTL. Twice per day, Count Monterrant can
put up a Power Shield, which protects him from all
supernatural powers for 9 turns. He also has the
power to control the wild skeletons of Boneworld,
turning them into his skeletal warriors.

The Skeletal Legion

The Count has eighty skeletal warriors,
divided into twenty archers and sixty foot soldiers.
Normally, the skeletons travel in bands of about six
warriors and two archers, searching the wastes for
wild skeletons to bring to Count Monterrant. They
mindlessly attack any unwary lost souls they may
come across.

Attacks by the Legion are generally
straightforward. The archers fire as soon as the
enemy is in range, reserving their ratskull arrows
for the most powerful-looking targets. After a turn
of shooting, the foot soldiers run in from as many
sides as possible to crush the survivors with their
bonefist maces. The skeletons will flee if they take
losses of more than 20%.

Skeletal Warrior

Type: Evil Entity

Consistency: Semimaterial

Defense: Passable

WTL: 20

Abilities: Good Agility, Passable Strength,
Feeble Intelligence, Great Dexterity

Appearance: Youtypical animated skeleton.

Personality: Not much fun at parties.

Motivation: To capture wild skeletons, and to
kill most everyone else.

Combat: Skeletons with bonefist maces do
(Defense vs Passable) x 5 damage. Those who use
bone daggers do (Defense vsaBsable) x 2 damage.
On the sixth hit with a bone dagger, it shatters,
doing (Defense vs Passable) x 4 damage.

Archers use bonebows for (Defense vs
Passable) x 4 damage. Each archer has four ratskull
arrows, which do x5 damage when launched from a
bonebow. Contact with an animate target causes
the skull to assume the consistency of the target
and to animate, gnawing for an additional (Stamina
vs Great) damage per turn until it is pulled out.
Removing the arrow requires a Good Strength roll.

Bone Weapons

Bonefist Mace

Consistency: Dual

Karma Cost: 6

The bonefist mace looks like a leather
wrapped skeletal forearm, the hand clutching a
blunt-headed spike of iron. It does x5 damage and
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Bone Dagder

Consistency: Dual

KarmaCost: 1

Like a standard knife, this weapon does x2
damage and adds +3 to Brawling. It invariably
shatters after six successful attacks. On the attack
that it shatters, it does x4 damage instead of x2.
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Bonebow

Consistency: Dual

Karma Cost: 10

This weapon isa longbow constructed of leg
bones, with a tendon bowstring. Arrows fired from
the bow can be made incorporeal or material at the
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unhinge its limbs and wdk along with its owner.
Tapping the bonebow on its handle causes it to
change from walking to firing mode and back.

Ratskull Arrow

Consistency: Dual

Karma Cost: 3

Count Monterrant created a special missile for
use with the bonebow. He welded the skull o&
black rat (all too common in plagueinfested
Europe) to a bone shaft, which was then fletched
with crow or vulture feathers. The ratskull arrow
increases the damage of a bow by a factor of one;
so when fired from a bonebow it does x5 damage.
Contact with an animate target causes the skull to
assume the consistency of the target and to
animate, gnawing for an additional (Stamina vs
Great) damage per turn until it is pulled out.
Removing the arrow requires a Good Strength roll.

Ossia

At the center of Bonevorld is a huge
monastery called Ossia. It rests on a flat plain at the
mouth of a vast pit known as the Foramen
Magnum. The circular pit is almost a mile across. A
stockade of bone pillars and towers surrounds
both Ossia and the Foramen Magnum.

The monastey is a grotesque pile of bones
laced by a warren of cellike rooms. Tunnels
burrow into the spongy material of the skull itself,
opening into domed, naturally occurring chambers
and pockets.
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The Brotherhood

The Brotherhood of Golgoth made Ossia. They
number over two hundred, and dwell within the
labyrinths of the monastery. The Brothers frighten
most visitors at first, for they are all skeletons. But
unlike their wild brethren, these skeletons possess
intelligence and uncanny wisdom.

Visitors are always welcome in Ossia, and are
invited to use the educational opportunities for as
long as they choose; unless they threaten harm to
the Bone Brothers, or to Ossia . . . then they are
forced to leave Ossia and forbidden future entry. At
any time, there are a dozen sojourners within the
walls of the monastery. The only request is that
visitors spend a few hours a day speaking to a Bone
Brother who will memorize the details of the
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The Bone Brothers have the statistics of
normal skeletons, except they are semmaterial
and their Intelligence ratings are Good or above.

They speak in rasping whispers and wear hooded
brown robes made of dry skin. They also wear
bone-link belts which hold a variety of bone
mallets, knives, chiselsand other tools. The Bone
Brothers have their names, in Latin, carved onto
their foreheads. In combat, they have Passable
Defense, and do (Defense vs Poor) x 3 damage with
their tools.

The Brotherhood is a looselyorganized group
of scholars and builders,basking in the light of
Golgoth. Their purpose is to learn from the spirit of
Golgoth and from visitors, and to extend the
structure of Ossia until it fills the valley, raising all
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Most of the Brotherhood spend their days in the
mountains, harvesting slabs and pillars of bone and
adding them to the city walls. Others act as guards
for the bone-gatherers, defending against raids by
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None of the Brothers dares to venture too far
from the monastery walls. Skeletons outside Ossia
quickly lose their intelligence and revert to their
wild state, while wild skeletons who stay within
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