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HOW TO READ THI S BOXK NOTES

Every creature is given in the short formused throughout

THE BESTI ARY

FOR ALL LEVELS

the Knights of Carcossa game. BOOK | expl ains each part in
full. In brief:

GHOUL Threat 2 Hits Normal Arnor None

Harm Normal x2 (claws) Nerve 9 Moyve Nornal
Nunber 2d4 Found: graveyards, crypts, old battlefields

THREAT  how dangerous, 0 to 20. A man-at-arnms is 1, an

ogre 3, atroll 5 agiant 7, a great dragon 12.
H TS how much killing it takes: Frail, Normal, Tough

or Huge, for a creature of its Threat.
ARMOR None, Light, Medium Heavy or Superb.

HARM Weak, Normal, Heavy, Brutal or Deadly, for each
attack. "x2" is two attacks a round.

NERVE 2-12. Wen the first falls, and at half strength,
roll 2d6: OVER Nerve, they break and run.

MOVE Sl ow, Normal or Fast; also fly, swm clinb.
NUVBER  how nany are usually net together.

SAVES nane the kind: BODY (poison, paralysis, disease,

stone), REFLEX (blasts, falls) or MND (fear, charm sleep).

Last in each entry: what the creature WANTS, and what nakes
it stop. Areferee who knows what a nonster wants does not

need to be told howit fights.

Witten by the Knights of Carcossa staff. Special thanks to
the Tuesday ni ght group. Copyright 1982 Kni ghts of Carcossa

Game Co. Printed in U S A

[ ARCHI VE NOTE: BOOK Il was found in a tin trunk on the second
floor of the warehouse, the lid rusted shut. Three entries

are wat er - damaged; where words are lost we nmark it, and give
our best reading. The box marked BOOK | held only packing

straw. The box marked BOOK |1 held one index card, which
reads, in pencil: TREASURES. This edition is rel eased under

CC BY-SA 4.0.]
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NOTES CONTENTS
MEN AND FOLK GOBLI NS, OGRES AND G ANTS
4 Bandit 8 Coblin
4 Cultist 10 Hobgoblin
4  Man-at-Arns 10 Bugbear
4 Kni ght 10 Qgre
4 Hedge-Wtch 10 Trol
10 Hill G ant
BEASTS
5 Wlf THE FAI R FOLK
5 Gey WIf 10 Redcap
5 Bear 12 Boggart
5 Boar 12 WIll-0'-the-Wsp
5 G ant Rat 12 Kel pie
5 Rat Swarm 12 Fen Hag
6 Bat Swarm 12 Changeling
6 Great Spider
6 \Warhorse DRAGONS AND WONDERS
6 Mre-Toad 12 Wrming
13 Geat Dragon
THE DEAD 13 Wvern
6 Skel eton 13 Cockatrice
6 Wal ki ng Cor pse 13 Manticore
8 Choul 13 Giffon
8 Barrow- Sl eeper 13 Drowning Jelly
8 Gey Lady
8 Keeni ng Wman THINGS OF THE NIGHT CI TY

15 Knight of Carcossa
15 Masked Pl ayer
15 Pal e Hound

15 The Pronpter

15 Lanplighter

15 Living Mask

16 Mdths of the Sign
16 The Thing in Hal

WANDERI NG MONSTERS
17 Tables by terrain
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MEN AND FOLK WANDERI NG MONSTERS
BANDIT Threat 1 Hts Normal Arnor Light Rol |l when the party has been an hour on the road, or nakes
Harm Normal (sword or bow) Nerve 7 Move Nornal a great deal of noise. On a 1 on d6, something cones: roll
Number 3d6 Found: roads, forests, the edges of things d12 on the table for where they are. The nunber is the page.
Men and wonen who woul d rather take than toil. A band has a
captain (Threat 2, Nerve 9); kill the captain and the rest ROADS AND FI ELDS FORESTS
will treat. Bandits know every path and every inn for ten 1-3 Bandits 4 1-2 Wl ves 5
mles, and will sell what they know. 4-5 Men-at-arms 4 3 Gey wol f 5
WANTS: purses, horses, an easy night. STOPS: when it stops 6 Kni ght 4 4 Bear 5
bei ng easy. 7 Hedge-wi t ch 4 5-6 Boar 5
8 Ri der| ess war hor se 6 7 Great spider 6
CULTIST Threat 1 Hts Normal Arnor None 9 Cultists 4 8 Bugbear 10
Harm Weak (dagger) Nerve 9 Move Normal 10 Gobl i ns 8 9 Redcap 10
Nurmber 2d4 Found: cellars, ruined chapels, the wong inns 11 Qgre at a toll 10 10 Hedge-wi t ch 4
Fol | oners of sone old and patient thing. One in four knows 12 Giffon overhead 13 11 Troll 10
a Mnor spell (see BOOK I). They wear plain clothes by day 12 Wrming 12
and the sanme yellow cloth at night, and they are always
wai ting for sonething to arrive. HI LLS AND MOUNTAI NS FENS AND WATER
WANTS: a sacrifice, a sign, to be chosen. STOPS: when the 1-3 CGoblins 8 1-2 Mre-toad 6
sign does not cone. 4-5 Hobgoblins 10 3-4 WIIl-0-the-wsp 12
6 Grey wol ves 5 5 Kel pi e 12
MAN- AT- ARMS  Threat 1 Hts Normal Arnmor Medium 7 Qyre 10 6 Fen hag 12
Harm Normal (spear or sword) Nerve 8 Myve Normal 8 Bar r ow sl eeper 8 7 Drowning jelly 13
Nurmber 2d6 Found: castles, gates, behind a lord 9 Hill giant 10 8 Bandits on a barge 4
Pai d sol diers, watchmen and guards. They follow orders, up 10 Giffons 13 9 Gant rats 5
to a point, and that point is usually noney. 11 Wvern 13 10 Wal ki ng cor pses 6
WANTS: pay, and to go hone. STOPS: when their sergeant 12 Mant i core 13 11 Troll at a bridge 10
(Threat 2) falls. 12 G ey | ady 8
KNI GHT Threat 4 Hits Tough Arnor Heavy GRAVES, TOWBS, RU NS THE NI GHT CITY (KC1)
Harm Heavy (lance or |ong sword) Nerve 10 Myve Fast (horse) 1-2 Rat swarm 5 1-2 Lanplighters 15
Nurmber 1 (with 1d4 nmen-at-arnms) Found: roads, tourneys 3-4 Skel etons 6 3 Masked pl ayers 15
A sworn warrior, nounted and arnoured. Mst keep their oaths. 5 Wal ki ng cor pses 6 4 Pal e hounds 15
A kni ght who has broken one is worse than any nonster in 6-7 Ghoul s 8 5 Kni ghts of Carcossa 15
thi s book, and knows it. 8 Bat swarm 6 6 Mot hs of the Sign 16
WANTS: honour, and to be seen to have it. STOPS: if he 9 Cockatrice 13 7 A living mask 15
yields; he will keep his word on it. 10 Bar r ow sl eeper 8 8 Sonet hi ng: | eave 16
11 Grey | ady 8
HEDGE-W TCH Threat 2 Hits Frail Arnor None 12 Keeni ng wonman 8

Harm Weak (knife) Nerve 6 Mve Normal

Nurmber 1 Found: cottages at the edge of the woods

W se wonen and cunning nen. Each knows three M nor spells
and every herb in the hedge. Mst are kind. Al renenber
who was not.

WANTS: to be let alone, and paid in kind. STOPS: the nonent
she has a better bargain.
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MOTHS OF THE SIGN Threat 1 Hts Frail Arnor None BEASTS

Harm Weak (dust) Nerve 12 Move Fast (fly) ======

Nurmber 1 swarm Found: wherever yellow | anmps burn WOLF Threat 1 Hits Normal Arnmor None

A swarm of pale yellow noths. Their dust shows a sign on Harm Normal (bite) Nerve 8 Move Fast

the skin of any it touches, and the Pal e Hounds can snell Number 2d6 Found: forests, hills, the cold nonths

it. Washes off in running water. Wl ves hunt the weakest first and never fight fair. A pack

WANTS: the light. STOPS: in darkness. circles before it closes.

WANTS: neat, and the slowest of you. STOPS: fire, or its

THE THING IN HALI Threat 6 Hits Huge Arnor Medium | eader killed.

Harm [ ARCH VE: lost; we read Brutal] (coils) Nerve 10

Move Fast (swim GREY WOLF Threat 3 Hits Tough Arnor Light

Nurmber 1 Found: Lake Hali, under Carcossa Harm Heavy (bite) Nerve 9 Moyve Fast

[ARCHI VE: npst of this entry is lost to the water. Wat is Nurmber 1d4 Found: high places, old battlefields

left: "...the lake is not deep, it is..." and, at the foot A wol f the size of a pony, grey as ash, old and clever. It

of the page, in a different ink: "DO NOT GO DOMN THE STAIR "] under st ands speech. Sone speak back.

WANTS: to be left its hunting grounds. STOPS: for a fair
trade of meat, and a prom se kept.

BEAR Threat 4 Hits Tough Arnor Light
Harm Heavy x2 (claws) Nerve 9 Move Nornal
Nurmber 1 Found: forests, caves, near honey
Slow to anger and terrible after. A bear that hugs (both
claws hit one target) also crushes for d6 nore.
WANTS: to be left alone, and to eat. STOPS: if you back away
slowy; never if you run.

BOAR Threat 2 Hits Tough Arnor Light
Harm Normal (tusks) Nerve 11 Mve Normal
Number 1d6 Found: oak woods
St ubborn, bad-tenpered and very hard to kill. A boar fights
on for one round after its Hts are gone.
WANTS: acorns and its territory. STOPS: al nbst never.

G ANT RAT Threat 0 Hits Frail Arnmor None
Harm Weak (bite) Nerve 5 Myve Fast
Nurmber 3d6 Found: sewers, cellars, ships
Rats as big as cats. A bite may carry sickness: Body save,
or ill for a week.
WANTS: food, and anything shiny. STOPS: |ight and noi se.

RAT SWARM Threat 0 Hits Frail Arnmor None
Harm Weak (bites) Nerve 5 Moyve Fast
Nurmber 1d3 Found: wherever the dead are kept
A boiling mass of ordinary rats, treated as one creature.
Only fire or a wide blow does it real harm
WANTS: to get past you. STOPS: fire and | oud noi se.
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BAT SWARM Threat 0 Hits Frail Arnmor None
Harm Weak (bites) Nerve 4 Myve Fast (fly)
Nurmber 1d4 Found: caves, towers, belfries
A cloud of wings. Anyone inside it can do nothing but swat
and shout. Torches are put out.
WANTS: out. STOPS: when it is out.

GREAT SPIDER Threat 3 Hits Normal Arnor Light
Harm Normal (bite; poison) Nerve 8 Myve Normal (clinb)
Nurmber 1d3 Found: dark woods, old ruins, high ceilings
Bite: Body save or paral ysed for an hour, which is when it
cones back to feed. Its webs hold anything snaller than an
ogre (Hard check, Strength, to break free).
WANTS: patience, and you. STOPS: fire on its web.

WARHORSE Threat 1 Hits Tough Arnor None
Har m Nor mal (hooves) Nerve 6 Myve Fast
Nurmber 1 Found: stables, battlefields, with knights
Trained to fight. Arider on a warhorse gets its hooves as
an extra attack. Wrth 200 gp.
WANTS: oats, and its rider. STOPS: when its rider falls.

M RE-TOAD Threat 2 Hits Tough Arnmor None
Harm Nor mal (tongue; swallow) Nerve 7 Myve Slow (swin
Nurmber 1d4 Found: fens, bogs, flooded cellars
A toad the size of a cart. Its tongue drags a nan to its
nmout h; next round it swallows himwhole (Reflex save). A
swal | owed man takes d6 a round and may cut his way out.
WANTS: one big nmeal, then sleep. STOPS: once it has eaten.

SKELETON Threat 1 Hits Normal Arnor Light
Harm Nor mal (ol d weapons) Nerve 12 Move Nor nal
Number 3d6 Found: tonbs, barrows, battlefields
Bones hel d together by an order given |long ago. Arrows and
thrusts do half harm clubs do full.
WANTS: to obey the order. STOPS: never, until it is ended.

WALKI NG CORPSE Threat 2 Hits Tough Arnor None
Harm Normal (fists) Nerve 12 Myve Sl ow
Nurmber 2d6 Found: pl ague vill ages, graveyards
The recently dead, raised by sorcery or spite. Slow, cold
and stubborn. Always last to act in a round.
WANTS: the warm w t hout knowi ng why. STOPS: when its head
comes of f.
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THINGS OF THE NIGHT CITY

Carcossa is a city that is only there at night (see KCl).
These are its people and its creatures.

KNI GHT OF CARCCSSA Threat 3 Hits Tough Arnor Heavy

Harm Heavy (|l ance or long sword) Nerve 12

Move Fast (pal e horse)

Nurmber 2, at a gate Found: Carcossa, by night

The city's watch. They never lift their visors. They keep
the city's peace, even against thensel ves.

WANTS: rest. STOPS: when the peace is kept.

MASKED PLAYER Threat 1 Hits Nornmal Arnor None

Harm Weak (stage dagger; it is real) Nerve 7
Move Nor nal

Nurmber 2d4 Found: Carcossa's theatre and taverns
Called by their part's nane, they nust answer in
character for one round.

WANTS: appl ause. STOPS: when the act ends.

PALE HOUND Threat 1 Hits Normal Arnor None

Harm Normal (bite) Nerve 8 Myve Fast

Nunber 1d4 Found: Carcossa's streets

Long white dogs with too many teeth. They hunt only the
unnasked.

WANTS: a face without a nmask. STOPS: a mask thrown to it.

THE PROWTER Threat 2 Hits Frail Arnor None

Harm Normal (fingers) Nerve 5 Move Nornal

Nurmber 1 Found: under every stage in Carcossa

A long-fingered thing in a hood that whispers. \Wisper:
M nd save, or forget what you were doing for a round.
WANTS: every line said right. STOPS: in the |light.

LAMPLI GHTER Threat 0 Hits Frail Arnor None

Harm Weak (pole) Nerve 4 Move Nornal

Nurmber 7, always seven Found: Carcossa's streets
Masked children who light the |anps. They answer any
question truthfully, and never say where they cane from
WANTS: a copper, and to be asked. STOPS: at dawn.

LIVING MASK Threat 1 Hits Frail Arnor Medi um

Harm Weak (it clings) Nerve 10 Myve Slow (fly)

Nunber 1d6 Found: Carcossa, the MIliner's back shel ves
A mask that flutters like a noth and fastens to a face.
Worn: M nd save each hour, or obey the city.

WANTS: a face. STOPS: when pulled off (Hard check).
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PLATE 4. A GREAT DRAGON asl eep upon its hoard. Note the

PLATE 1. The GREAT SPIDER at the heart of its web, in a
open eye.

crypt passage bel ow t he Abbey of St. Gssic.
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GHOUL Threat 2 Hits Normal Arnor None GREAT DRAGON Threat 12 Hits Huge Arnor Superb
Harm Normal x2 (claws) Nerve 9 Move Nornal Harm Deadly x2 (bite and claws) Nerve 11 Myve Fast (fly)
Nurmber 2d4 Found: graveyards, crypts, old battlefields Nurmber 1 Found: nountains, and the stories of the dead
Eaters of the dead, thin and grey. Each claw that hits: Body ad, vast and cl ever beyond reckoning. Three tines a day it
save or paralysed d4 rounds. Ghouls cannot cross salt. breat hes (10d6, Reflex save for half). It speaks every
GHOUL MONKS (see KCO) are ghouls bound by a vow of silence: tongue, knows every spell of Mjor power, and sleeps for a

t hey never nmake a sound, and wake only to a raised voice. hundred years at a time. A party that fights one should be

WANTS: the warm STOPS: salt, holy water, sunlight. sure it is asleep.
WANTS: nore. STOPS: never; but it can be bargained wth.

BARROW SLEEPER Threat 4 Hits Tough Arnor Medi um

Har m Heavy (bronze sword; cold touch) Nerve 11 WYVERN Threat 6 Hts Tough Arnor Medium

Move Nor nal Harm Heavy (bite; poison sting) Nerve 8 Mywve Fast (fly)
Nunmber 1d4 Found: barrows, burial npunds Nurmber 1d2 Found: crags, sea cliffs

An old king, or his chanpion, still guarding his grave A two-1 egged cousin of the dragon, with a scorpion's tail.
goods. Its touch is grave-cold: Body save, or |lose a |evel Sting: Body save or take 3d6 nore.

until you sleep a night in a church. WANTS: goats, and anything that |ooks |ike one. STOPS:
WANTS: its treasure left where it lies. STOPS: if every when it has carried something off.

pi ece is returned.
COCKATRICE Threat 2 Hits Frail Arnor Light

GREY LADY Threat 3 Hits Normal Arnor Superb Har m Weak (peck; stone) Nerve 7 Moyve Normal (fly)
Harm Weak (cold hands) Nerve 12 Mve Normal (fly) Nurmber 1d4 Found: ruins, deserts, old henhouses
Nurmber 1 Found: ol d houses, long galleries, stairs A rooster with a serpent's tail. Its peck: Body save or
The ghost of a worman who died waiting. She passes through turn slowy to stone over d6 rounds.
wal l's; only silver, magic or fire touch her (her Arnor is WANTS: to be left inits ruin. STOPS: the crow of a real

None to these). Seeing her face: Mnd save or flee. rooster, which it cannot bear.

WANTS: what ever she was waiting for. STOPS: when it cones.
MANTI CORE Threat 6 Hits Tough Arnmor Medi um

KEENI NG WOMAN  Threat 5 Hits Normal Arnor Superb Harm Heavy x2 (claws; tail spikes) Nerve 9
Harm Brutal (her keening) Nerve 12 Mve Normal (fly) Move Normal (fly)
Nurmber 1 Found: outside the houses of the dying Nurmber 1 Found: nountains, hot wastes
Her keening reaches everyone who hears it at once: M nd Alion with a man's face, bat's wings and a tail of spikes.
save, or take the harm She cones the night before a death. It throws 2d6 spikes at range once a round instead of
[ARCHI VE: the rest of this entry is lost to water danmge. clawing. It talks, nostly about what it has eaten.
A few words remain: "...nane of the one... ...not yet... WANTS: to be admired, then dinner. STOPS: if adm red enough.
...a lock of hair..." W take it that she can be sent away
by nam ng who she has cone for, before she does.] GRIFFON Threat 4 Hts Tough Arnor Light
Har m Heavy x2 (beak and claws) Nerve 8 Moyve Fast (fly)
GOBLI NS, OGRES AND G ANTS Nurmber 1d4 Found: high crags
Eagle in front, lion behind. It hates horses above all.
GBLIN Threat 1 Hits Frail Arnor Light Taken as an egg, it can be trained to bear a rider.
Harm Weak (spear or sling) Nerve 6 Move Nornal WANTS: horseneat, its nest safe. STOPS: when its nest is.
Nurmber 4d6 Found: hills, caves, under bridges
Smal |, quick and greedy. In daylight they fight at -1. A DROMI NG JELLY Threat 3 Hits Tough Arnor None
goblin band has a boss (Threat 2) and a grudge. Harm Normal (engulf) Nerve 12 Move Sl ow
WANTS: what ever you are carrying. STOPS: when the boss is Nurmber 1 Found: wells, cisterns, flooded passages
down, or the loot is gone. A clear, cold nmass that fills a passage fromwall to wall

and cannot be seen in water. Engul fed: Body save each

round or drown.
WANTS: to fill sonething. STOPS: fire, or salt in quantity.

-8 - - 13 -
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BOGGART Threat 1 Hits Frail Arnor None
Har m Weak (pinches, thrown pots) Nerve 7 Move Nornal
Number 1 Found: one house, for ever
An unseen house-spirit gone sour. It spills mlk, hides
keys and trips the stairs. It cannot be seen; it can be
caught in a sack, if you are quick and | ucky.
WANTS: to be noticed, and a saucer of cream STOPS: cream

WLL-O-THE-WSP Threat 3 Hits Frail Arnmor Superb
Harm Normal (a cold shock) Nerve 6 Myve Fast (fly)
Number 1 Found: marshes, noors, at dusk
A pale light that bobs ahead of travellers. Those who foll ow
it (Mnd save) walk into the deepest part of the bog.
WANTS: to watch you drown. STOPS: if you stand still.

KELPIE Threat 3 Hts Tough Arnor None
Har m Nor mal (hooves; drowning) Nerve 8 Myve Fast (swin
Nurmber 1 Found: |ochs, deep rivers, fords
A fine black horse with wet weed in its nane. Anyone who
mounts it sticks fast, and it gallops into the water.
A bridle put on it by force nakes it a |loyal servant.
WANTS: a rider. STOPS: a bridle, or iron.

FEN HAG Threat 4 Hits Normal Arnor Light
Harm Normal (claws) Nerve 7 Move Normal (swin
Number 1, or 3 (a coven) Found: fens, under wll ows
A green-faced old woman with river-weed hair. She knows
three Major spells and can take any shape once a day. A
coven of three can do one Mghty spell together.
WANTS: bargains, and to win them STOPS: if out-bargained;
she al ways keeps her word, to the letter.

CHANGELI NG Threat 1 Hits Frail Arnor None
Harm Weak (bite) Nerve 5 Move Nornal
Nunber 1 Found: cradles
[ARCHI VE: the whole description is lost; the page stuck to
the next and tore. One line survives at the foot: "...never
feed it after dark." W have left it at that.]

DRAGONS AND WONDERS

WYRMLING Threat 5 Hits Tough Arnor Heavy
Harm Heavy (bite) Nerve 9 Move Normal (fly)
Number 1 Found: caves, ruins, a small hoard
A dragon no bigger than a horse, and tw ce as proud. Once
a day it breathes fire (3d6, Reflex save for half).
WANTS: a hoard worth having. STOPS: flattery, briefly.

BOOK Il THE BESTI ARY

FOR ALL LEVELS

-

PLATE 2. The GREY LADY on the stair at Wexconbe Hall, as

reported by the steward.
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HOBGOBLIN Threat 2 Hts Nornmal Arnmor Medium
Harm Normal (sword) Nerve 8 Mve Nornmal
Nurmber 2d6 Found: forts, war-canps, the hills
Bi g goblins who march in step and keep their kit clean.
They fight in a line and take prisoners for ransom
WANTS: ransom territory, order. STOPS: when out-nunbered.

H
H

BUGBEAR Threat 3 Hits Tough Arnmor Light 73 ’ _ Wi K/
Har m Heavy (club) Nerve 8 Move Nornal ) / | / ) . . 2 — i
Nurmber 1d4 Found: wherever children are told not to go ol : . R A.-l;.--

i

Large, hairy and astonishingly quiet. It surprises on a 1-3 ’ N7
on d6. It likes to carry off one victimand run. g : o g :
WANTS: a neal to take honme. STOPS: when it has one.

OGRE Threat 3 Hits Tough Arnor Light
Harm Heavy (club) Nerve 8 Move Nor nal
Nurmber 1d3 Found: hills, caves, toll bridges
Huge, stupid and al ways hungry. Ogres can be tricked,
bribed or flattered, and usually all three at once.
WANTS: food, a hoard, to be called clever. STOPS: when fed.

TROLL Threat 5 Hits Tough Arnor None
Harm Heavy x2 (claws) Nerve 10 Move Nornal
Nurmber 1d2 Found: under bridges, in deep woods
Tall, green-grey and rubbery. A troll regrows 3 Hits each
round, and rises again fromO unless burned or drowned.
WANTS: a toll, then you. STOPS: fire.

H LL G ANT Threat 7 Hts Huge Arnor Light
Harm Brutal (club, or thrown rocks) Nerve 8 Move Nornal
Nurmber 1d2 Found: high hills, stolen farnhouses
Twi ce the height of a man and very slowto think. It hurls
rocks at anyone it can see.
WANTS: sheep, ale, a fight. STOPS: when bored.

THE FAIR FOLK

REDCAP Threat 2 Hts Normal Arnor Light
Harm Heavy (iron pike) Nerve 11 Mve Fast
Nurmber 1d4 Found: ruined towers, old border keeps
A wizened little man in iron boots, whose cap is dyed in
bl ood and nust be kept wet. Reciting scripture at it nakes
it lose a round (once per fight).
WANTS: bl ood for its cap. STOPS: never, while the cap dries.

PLATE 3. A TROLL under the Pell Bridge, waiting for
f oot st eps.
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