OnucaHue

JaHHoe pononHeHue K npasnnam Dungeon
World, nepeHoCHT UFpOKOB BO BCENEHHYHO
dopmarta Dark Souls. ML, moxeT npuaymaTtb
CBOIO MCTOPUIO UM NPOBECTM NAPTULO NO OLHOM
N3 OPUTMHAbHbIX YacTel BceneHHom Souls.
Urpy npolue npeacTaBuTb Kak IMMb mexay
MMUpPaMu, rae AyWwn LeHHeNLWwni pecypc.

Ocob6eHHOCTU Urpbi:

MHorune anemeHTbl 3TOro M1Upa MMELOT CBOU
0COH6EHHOCTU, TaKME KaK TO, UTO NepcoHaxkam
He 06A3aTeNbHO ecTb UM cnaTb, HO ob6A3aTeneH
oTAbIX y KocTpa. OH nonoaHAEeT 3anac 3cTyca u
BO3MOXHOCTb NOAbIMATb YPOBHM NEepPCoOHaXKam.
UrpoKn MMeroT A0CTyN TO/IbKO K YesI0BEeYECKOM
pace. MNocne cmepTn NepcoHax
BOCCTaHAB/AMBAETCA Y CBOEro nocnegHero
KOCTpa, NOTEPAB YENOBEYHOCTb U MOY4YMB
wtpad -1 Ten u -1 Xap. Ecnm 3HaueHne Ten
ynano Huxe 8, OH HaBcerga 0CTaeTcs NoJblMm,
MUrpoK bonblie He KoHTposmpyeT ero. Ecau
3HauyeHuMe Xap ynano MeHblle 8, NepcoHaxum
ML, 0TKa3bIBalOTCA C HUM FOBOPUTb U CYMTAIOT
€ro No/JIHOCTbIo NonbiMm. MNMocne cmepTn
nepcoHaxa, Bce ero AyLn 1 OCKOJIKAN Oyl
OCTaloTcA Tam, rae OH ymep, eCv OH YMpET elle
pa3s, He 3abpaB OCKO/IKN, OHWU NUCYE3HYT
HaBcerga. Nocne nobeabl Hag NPOTUBHUKOM U3
HUX BbINaAaeT COOTBETCTBEHHbI OCKONOK U
BO3MOXHO gon. Koanyectso ayw Ha
ycmoTtpeHune MU, 3Ty aywm nayt cpasy B onbIT,
a He B OCKOJ/IKM. OCKOJIKM MOXKHO pa3aaBaAnBaTh
M 0cBOOOXKA4aTb AYLIM UM 0OMEHNBATD Y
TOProBuUEB, Ha Nosie3Hble Bewu. Ecnm yepes
BPeMs BEPHYTbCA Ha3azd, NPOTUBHUKM
BOCCTaHAB/AMBAlOTCA, OHW BCE eLLe 4aloT Ay,
HO He [4atoT OCKOJIKW, C/IN CHeYb Yrofb
BpaXKAabl Ha 6anKalilem KOCTpe, BCe MOHCTPbI
No6a1M30CTM BOCCTAHOBAT CBOW OCKOJIKU U
nosay4yat 60Hyc +1 Ko Bcemy. [epcoHaxku
H6anaHCMpPyoT MeXay NPOoKaYyKoin ypoBHEN U
NMOKYMKOW CHaps»KeHMA. BceneHHas
npeaocTaBAseT BOSMOXKHOCTb NyTellecTBoBaTh
MeXKay MUpamu, Ans aToro Tpebyertca
BCTyN/AeHWe B KoBeHaHT. OT penyTauuu UrpoKkos
B KOBEHaHTe, 3aBUCUT BO3HArpaxaeHus,
KOTOPbIE€ OHW MOJIyYaloT.

OcKonku ayuwi:
Manblit OCKOMOK — 2 ayLin

(pemoHT npocTtoro opyusa/6poHn 1 +2 aywmu 3a
Kaxabln +1 npeamerta, 5 ctpen)

CpegHui OCKONOK — 5 ayw

(4To-TO MArKoe M NywuncToe, ByTbINIOYKa A4a
+1K4 K YPOHY opyKus, ceATaa bomba 1k12,
pPeMOHT 0cob0ro opy»Kna/bpoHn 1 +5 Ay 3a
Kaxkablit +1 npeamerta)

bonblwoii ockonok — 10 ayw

(yenoseyveckan dpurypka*, ockonok 3ctyca*,
MOPOLLOK TEMHOM Marmm +1K6 ypoHa opy»Kus,
npocToe opyue/6poHs)

OcKonoK lMuranTa/lTepoa — 20 ayw
(ocoboe opyxue/6poHa*, yronb Bpaxapl)
JNlereHpapHbIii ockonok — 50 ayw
(ocoboe opyskune/6poHa*)

MpeameTbl € * - MOryT 6bITb Kyn/eHbl TONbKO 3a
COOTBETCTBYIOLMIM OCKOIOK

Mpopaka:
MpocToe opy»kue/6poHa — 5 ayuw
(+2 aywn 3a Kaxkabii +)
Oco6oe opyxue/6poHa — 10 ayw
(+10 gyw 3a KaxAgbin +)
YT10-TO MATKOe M nywmcroe — 2 aywiu

Konbuo — 2 aywn



Bo3morKHoCcTU:

M3 OCKOIKOB ICTyCa, MOXKHO NONY4YUTb eLle
OAWH ByTbiNIb MM MPOKAYaTb UMetoLMecs Ha +1
(manble c Kaxkabim + B ABa pa3a AopoXe).

3cTyC NeynT Ha 2Kk6+aTpmbyT+3aTouKa,
aBTOMATMYECKM MOMOJIHAETCA Y KOCTpoB. Ha 10+
2K6+aTpnbYT+3aToOuKa, Ha 7-9 BOCCTaHaBAMBAET
1Kk6+aTpnbyT+3aTOUKa *KMU3HEW. Ha 6- neyeHune
npepBaHo.

MpocToe opyKne/6poHA NpoKaunsaeTca 40
+3(bonbluoi ockosioK, Ockonok MraHta/lepos
1 JlereHAapHbI1 OCKOJ/IOK) COOTBETCTBYOWNMM
OCKOJIKamu.

Ocoboe opy:kne/6poHa ao +2 (Ockonok
MranTa/Tepos 1 flereHAapHbIN OCKONOK
COOTBETCTBEHHO), 3TO OPYKME N0 YMOYAHWNIO
HOCUT Marmyeckune adpdeKTol.

YTO-TO MArKOE U NyLINCTOE MOXKHO BpocUTb B
rHe3zo BOPOHa, OTTyAa BbiNaAeT npeameT U3
1k6

1) Konbuo; 2) 5 ctpen; 3) byTbinb saa; 4) Ceatasn
60mba; 5) pem. Habop ans NpocTbiX BeLen
6) 3aragouHbli npeamer, cnpock ML, yto 3T0?

Yenoseuyeckyro GUIypKy MOXKHO CXKeub B
KOCTpe, OHa BOCCTAaHOBUT YE/10BEYHOCTb U
cbpocut wrpadsl nonoro.

ECnv cxKedb Yyronb Bparkabl Ha 6amKaiwem
KOCTpe, BCE MOHCTPbI N06AM30CTU BOCCTAHOBAT
CBOW OCKOJIKM M Noay4aT 6oHycC +1 Ko Bcemy.

Kntou-KameHb ®appoca — OTKpbIBAET fABHble
TaHUKMU.

OrHeHHble 6aboykKM B bBaHKe — ANA 3aXKMraHma
yero nbo, Hanpumep dpakena.

3HakK BEPHOCTUN — 42174 NOMOLWKM nocnenoBaTeNAM
MWPHbIX KOBEHAHTOB B APYrnx Mmnpax.

3HaK 37106bl — 419 BTOPXKEHMUSA B YyKME MUPDI.

3HaKun MOTYT MCNO1b30BaTb TO/IbKO
nocnenoBatenn KOBEHAHTOB.

Cobpas 3 yewyun gpakoHa 1 15 ayw, KysHew,
cAenaeT BaM ApPaKOHWUI gocnex.

KBeHTa:

KBeHTa nepcoHa*a, go/1XKHa coaepKaTtb B cebe
Tpareguto, 4To NOBNEK/A 3a coboli 3meHeHue
JTINYHOCTU.

KoBeHaHTbI:

CuHue CTpaxn — 3alMLLAIOT OT TEMHbIX

daHTOMOB B ApYyrnx mmpax. Ecam ycnewHo
nomoraelb B 06/1MKe Non0oro, nonyyaeLlb
YyesloBeYHOCTb. TpebyeTca 3HAK BEPHOCTMU.

NasypHblit MyTb — YHUUTOXKAIOT TEMHbIX
$baHTOMOB, YTO BTOPratoTCa B UX MUp. ITOT
KOBEHAHT NPUMaHMBAIOT KPACHbIX GaHTOMOB B
CBOWM MMp. YBUIACTBO KpacHoro ¢aHToma —
BOCCTaHaB/ANBAET YE/I0BEYHOCTb.

HacnegHukm ConHua — NOMOratoT BCEM
HyXAaroWwmnmca Kak B 6opbbe NpoTUB TEMHbIX
$aHTOMOB, TaK U NPOTUB CUJIbHbIX MOHCTPOB.
ManaguHbl HAYNHAIOT UTPY B STOM KOBEHAHTE
(nonyyatoT 3HaK BEPHOCTM), U HE MOTYT €ro
NOKMHYTb. Ecin ycnewHo nomoraelwb B 06/1mKe
noJsioro, Noy4YaeLlb Yen0BeYHOCTb. TpebyeTca
3HaK BEPHOCTW.

MMANrpMbI TbMbl — UCNOJIb3YIOT TEMHbIE
anTapu, 4To Obl CNYyCTUTbCA B HUXKHUE MUPLI U
Cpa3nTbCA C YKAaCHbIMU TBapAMU 6e3AHbI.

Penuksuu [lpakoHa — anTapu ApaKoHa
NOMOTratOT Y1eHAM 3TOr0 KOBEHAHTa
BCTPETUTbCA Ha apeHe, Nnobeantens
BO3HArpa*k4atoT Yellyen ApaKoHa.

BpaTcTBO KpoBM — nocnepoBaTeny KOBEHaHTa
CparkaroTca mexay coboit n BTopratoTca B
yyue mupbl. Ecam B 06nmke Yyenoseka
yMUpaelb, Tepsielb YenoBeyHoCTb. TpebyeTcs
3HaK 3/106bl.

ML, mo»KeT Ha3BaTb CBOM BEPCUM KOBEHAHTOB,
Hanpumep Te, 4YTO 3alnLLaoT onpeaeneHHble
TEPPUTOPUN N UMEKOT CBOU ocobble npuHUunol.



Cywecrsa:

Skeleton Horde
Slam (d6 damage) 7 HP 1 Armor
Close
Dem bones, dem bones, dem dry bones. Instinct: To
take the semblance of life
Act out what it did in life
Snuff out the warmth of life
Reconstruct from miscellaneous bones

Ghoul Group
Talons (d8 damage, 1 piercing) 10 HP 1 Armor
Close, Messy
Hunger. Hunger hunger hunger. Desperate clinging
void-stomach-emptiness hunger. Sharp talons to
rend flesh and teeth to tear and crack bones and
suck out the soft marrow inside. Vomit up hate and
screaming jealous anger and charge on twisted
legs—scare the living flesh and sweeten it ever more
with the stink of fear. Feast. Peasant or knight,
wizard, sage, prince, or priest all make for such
delicious meat. Instinct: To eat

Gnaw off a body part

Gain the memories of their meal

Cave Rat Horde, Small
Gnaw (d6 damage 1 piercing) 7 HP 1 Armor
Close, Messy
Who hasn’t seen a rat before? It’s like that, but nasty
and big and not afraid of you anymore. Maybe this
one was a cousin to that one you caught in a trap or
the one you killed with a knife in that filthy tavern in
Darrow. Maybe he’s looking for a little ratty revenge.
Instinct: To devour

Swarm

Rip something (or someone) apart

Gargoyle Horde, Stealthy, Hoarder
Claw (d6 damage) 3 HP 2 Armor
Close
Special Qualities: Wings
It’s a sad thing, really. Guardians bred by magi of the
past with no more castles to guard. Their ancestors’
sacred task bred into their blood leads them to find a
place—ruins mostly, but sometimes a cave or hill or
mountain cliff—and guard it as though their masters
yet lived below. They’re notoriously good at finding
valuables buried below the earth, though. Find one
of these winged reptiles and you’ll find yourself a
treasure nearby. Just be careful, they’re hard to spot
and tend to move in packs. Instinct: To guard

Attack with the element of surprise

Take to the air

Blend into stonework

Doppelganger Solitary, Devious, Intelligent
Dagger (d6 damage) 12 HP 0 Armor
Close
Special Qualities: Shapeshifting
Their natural form, if you ever see it, is hideous. Like
a creature who stopped growing part-way, before it
decided it was elf or man or dwarf. Then again,
maybe that’s how you get to be the way a
doppelganger is—without form, without shape to
call their own, maybe all they really seek is a place to
fit in. If you go out into the world, when you come
back home, make sure your friends are who you
think they are. They might, instead, be a
doppelganger and your friend might be dead at the
bottom of a well somewhere. Then again, depending
on your friends, that might be an improvement.
Instinct: To infiltrate

Assume the shape of a person whose flesh
it’s tasted

Use another’s identity to advantage

Leave someone’s reputation shattered

Hydra Solitary, Large
Bite (d10+3 damage) 16 HP 2 Armor
Close, Reach
Special Qualities: Many heads, Only killed by a blow
to the heart
A bit like a dragon, wingless though it may be.
Heads, nine in number at birth, spring from a
muscled trunk and weave a sinuous pattern in the
air. A hydra is to be feared—a scaled terror of the
marsh. The older ones, though, they have more
heads, for every failed attempt to murder it just
makes it stronger. Cut off a head and two more grow
in its place. Only a strike, true and strong, to the
heart can end a hydra’s life. Not time or tide or any
other thing but this. Instinct: To grow

Attack many enemies at once

Regenerate a body part (especially a head)

Troll Solitary, Large
Club (d10+3 damage) 20 HP 1 Armor
Close, Reach, Forceful
Special Qualities: Regeneration
Tall. Real tall. Eight or nine feet when they’re young
or weak. Covered all over in warty, tough skin, too.
Big teeth, stringy hair like swamp moss and long,
dirty nails. Some are green, some gray, some black.
They’re clannish and hateful of each other, not to
mention all the rest of us. Near impossible to Kkill,
too, unless you’ve fire or acid to spare—cut a limb
off and watch. In a few days, you’ve got two trolls
where you once had one. A real serious problem, as
you can imagine. Instinct: To smash

Undo the effects of an attack (unless caused
by a weakness, your call)

Hurl something or someone



Banshee Solitary, Magical, Intelligent
Scream (d10 damage) 16 HP 0 Armor
Near
Special Qualities: Insubstantial
Come away from an encounter with one of these
vengeful spirits merely deaf and count yourself lucky
for the rest of your peaceful, silent days. Often
mistaken at first glance for a ghost or wandering
spirit, the banshee reveals a far more deadly talent
for sonic assault when angered. And her anger
comes easy. A victim of betrayal (often by a loved
one) the banshee makes known her displeasure with
a roar or scream that can putrefy flesh and rend the
senses. If you can help her get her vengeance, they
say she might grant rewards. Whether the affection
of a spurned spirit is a thing you’d want, well, that’s
another question. Instinct: To get revenge

Drown out all other sound with a ceaseless
scream

Unleash a skull-splitting noise

Disappear into the mists

Ghost Solitary, Devious, Terrifying
Phantom touch (d6 damage) 16 HP O Armor
Close, Reach
Special Qualities: Insubstantial
Every culture tells the story the same way. You live,
you love or you hate, you win or you lose, you die
somehow you’re not too fond of and here you are,
ghostly and full of disappointment and what have
you. Some people take it upon themselves, brave
and kindly folks, to seek out the dead and help them
pass to their rightful rest. You can find them, most
times, down at the tavern drinking away the terrors
they’ve seen or babbling to themselves in the
madhouse. Death takes a toll on the living, no matter
how you come by it. Instinct: To haunt

Reveal the terrifying nature of death

Haunt a place of importance

Offer information from the other side, at a
price

Lich Solitary, Magical, Intelligent, Cautious, Hoarder,
Construct

Magical Force (d10+3 damage, ignores armor) 16 HP
5 Armor

Near, Far

“At the end, they give you a scroll and a jeweled
medallion to commemorate your achievements.
Grand Master of Abjuration, | was called, then. Old
man. Weak and wizened and just a bit too senile for
them—those jealous halfwits. Barely apprentices,
and they called themselves The New Council. It
makes me sick, or would, if | still could be. They told
me it was an honor and | would be remembered
forever. It was like listening to my own eulogy.
Fitting, in a way, don’t you think? It took me another
ten years to learn the rituals and another four to

collect the material and you see before you the fruits
of my labor. | endure. | live. | will see the death of
this age and the dawn of the next. It pains me to
have to do this, but, you see, you cannot be
permitted to endanger my research. When you meet
Death, say hello for me, would you?” Instinct: To un-
live

Cast a perfected spell of death or
destruction

Set a ritual or great working into motion

Reveal a preparation or plan already
completed

Iron Golem Group, Large, Construct
Metal fists (d8+5 damage) 10 HP 3 Armor
Close, Reach, Forceful
Special Qualities: Metal
A staple of the enchanter’s art. Every golemist and
mechano-thaumaturge in the kingdoms knows this.
Iron is a misnomer, though. These guardians are
crafted of any metal, really: steel, copper, or even
gold, in some small cases. As much an art as a
science, the crafting of a fine golem is as respected
in the Kingdoms as a bridge newly built or a castle
erected in the mountains. Unceasing watchdog,
stalwart defender, the iron golem lives to serve,
following its orders eternally. Any enchanter worth
his salt can craft one, if he can afford the materials.
If not... Instinct: To serve

Follow orders implacably

Use a special tool or adaptation, built-in

Dragon Solitary, Huge, Terrifying, Cautious, Hoarder
Bite (b[2d12]+5 damage, 4 piercing) 16 HP 5 Armor
Reach, Messy
Special Qualities: Elemental blood, Wings
They are the greatest and most terrible things this
world will ever have to offer. Instinct: To rule

Bend an element to its will

Demand tribute

Act with disdain

Earth Elemental Solitary, Huge
Smash (d10+5 damage) 27 HP 4 Armor
Reach, Forceful
Special Qualities: Made of stone
Our shaman says that all the things of the world
have a spirit. Stones, trees, a stream. Now that I've
seen the earth roil under my feet and fists of stone
beat my friends half to death I'd like to believe that
crazy old man. The one | saw was huge—big as a
house! It came boiling up from a rockslide out of
nowhere and had a voice like an avalanche. | pay my
respects, now. Rightly so. Instinct: To show the
strength of earth

Turn the ground into a weapon

Meld into stone



