


You can run, butyou canitihide!

THE BLIND DERD

Deep within the dreaded Kraybanian forest, the ruins of Castle
Vorghul sit atop a jagged mountain of slate. Deserted villages and
foetid bogs surround the blasphemous ruins and no sign of life can
be found within its shadow by the
light of day. It is only at night that
this area stirs, when its ghastly
inhabitants shuffle forth into the
darkness that mercifully veils the
visage of this accursed population.

Not so long ago, the villagers of

this region became enamoured

with the promises of the Vampyr

Lord Vorghul, who bid them to rebel
against their King and make him their
new lord. In return, Vorghul would grant
his followers eternal life, just as he himself
enjoyed. The villagers took to the task all too
willingly, and the region plunged into darkness,
chaos and blood. It did not take long for the
villagers to realize the horror of the perpetual

life promised; most could not withstand the
torturous pain of their undead state and quickly
deteriorated into insane zombies. Others became
the Blind Dead.

Some say that the Blind Dead gouged out their own eyes so as not to
look upon each other ever again. Others say they blinded themselves
to appease Vorghul and prove that they were to be his blind
followers forever. Even though Vorghul and his dark abode have
been abolished, the Blind Dead still stand guard to this day...

For WEGS convention play, the Blind Dead
appear in “A Fistful of Copper” and any
adventure set in the accursed lands
of Kraybania and the shunned
Valley of Vorghul.

THE BLIND DERD

Level 6/66 Master Minion

Stats & Strengths Move: 3 (Half Move)

Level 6 / 66 Warrior
Level 4 / 44 Trickster + Mage Wounds: 66

Level 2 / 22 Ranger + Sage + Psygo
Enchanted Wounds: 20

Abilities SPS/Spoints: 2/22
Warrior Attack Forms .
Move + Attack allowed Realm: Magic

Blindsight, Level 4 Odd Skill

Cost: 1 spoint. The Blind Dead can attack any opponent touching their
square without penalty, otherwise they must use Blindsight to find their foe.
Range is 4 squares per level, and increases +2 for every member in the group
(minions placed within two squares of each other defines a group). Each
member must succeed this test independently. Revitalized by the prospect
to quench their undying thirst, Move increases Minion Level squares, making
their total move 9 squares (3 + 6 ML).

Grasp of Death, Level 4 Odd Skill

Cost: 1 spoint. If Blind Dead succeed their first Prowess attack, they may
test the Odd Skill, then continue attacking in rapid succession; maximum
attacks is set by skill level (4). Each additional Prowess attack must be diced,
failure to hit ends the bonus attack phase. Four successful hits, regardless of
the target’s Invulnerability results, cause a Lost Action Phase to the target.

Afterlife, Level 4 Innate

The only way to keep the Blind Dead down is to drain them of their Afterlife.
Each has 20 Enchanted Wounds (5 EW per skill level). This pool can only be
drained after normal wounds hit zero. Only attacks causing EW or spoint
drain diminish this pool; once drained the Blind Dead fall lifeless to the
ground (but only truly die from a Spell Point Near Death Experience). Afterlife
regenerates one level every night; daylight causes one lost level. Blind Dead
do suffer Lost Action Phases for normal sub-zero wounding.

Note on Spoints Total

The Blind Dead receive half their Mage (Ingenuity) total for spoints. Once
out of spoints, they can no longer use Blindsight or Grasp of Death. Kreators
can opt to use only Chapter Spoints to make the Blind Dead less fierce.

(More info on Master Minions on page 79, WEGS 101 Old Skool)





