Threat

Hard
Difficult

Bounty

5000 Crowns

Armor
10
INT 7
REF | 9
DEX | 4
BODY | 14
SPD 9
EMP 1
CRA | 1
WILL | 6
LUCK | 0
STUN | 10
RUN | 27
LEAP | 5
STA | 50
ENC | 140
REC | 10

HP |100
VIGOR| 0

Around 6 meters

Up to 500kg

Swamps

Human-level

Solitary
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Kayran

Commoner Superstition (Education DC:XX)

NO COMMON FOLK KNOWS THIS MONSTER.

Witcher Knowledge (Witcher Training DC:30)

The kayran stands apart among all creatures, large and small, beautiful and horrible: it is unique, not alike
any other being. Doubtless, it is a post-conjunction creature that appeared in our reality in the time when
worlds intermingled. It took up residence in the Pontar's waters, where it lives to this day. The chronicles
mention instances when the kayran appeared on the river's surface in various places over the ages. There
is no certainty whether it is the same creature slowly moving up and down the river, or perhaps his
progeny seen here and there. Over a hundred years ago, the kayran made its lair near the trading post of
Flotsam. The folk of the nearby village call it the Old Man. People have grown used to the monster's
presence. Until recently, they even considered harmless. Lately, however, the kayran awoke and now
emerges from the water. It has become aggressive: it shatters ships, shreds nets, snatches people from the
river banks and pulls them beneath the water. Even the military cannot handle this plague, for the kayran
hides in the water, where it is impossible to fight. To defeat the kayran, one first needs to pull it onto dry

land or drain the river meander where the monster lies in wait. If that trick
works, it will be possible to approach the monstrosity. The creature
defends itself with long, heavy tentacles - and ordinary man would die
from a single blow, for these appendages weigh as much as a trebuchet
arm and are covered in poisonous mucus. These tentacles should be cut
off or immobilized during combat, for example using a special trap. Once
the kayran is unable to shield itself, one should approach its trunk - but
beware its venom! The monster spits its vile poison as skillfully as a street
urchin. Its armor, tougher than that of any other creature - with the
possible exception of dragons - is the final obstacle to overcome. One
needs to find a way to pierce the carapace and get to the inner organs.
Good luck! The kayran laughs at poisons, or it would laugh if it had a
sense of humor. It might even fall over from laughter, and that would be
the only way to knock it down, but it's not going to happen. If the creature
had a circulatory system like humans do, it might be possible to bleed it to
death. Unfortunately it is a monster that makes other monsters seem like
house pets, thus oils reducing blood coagulation cannot harm it. It treats
most traps as garbage strewn on the ground, but witchers may be able to
construct traps to immobilize its tentacles.

Weapons
Name DMG Effect ROF
Tentacles 4d6 Grappling, Poison (100%) 1-6
. Bleed (50%), Poison
Bite 8d6 (100%), Stun (-3) 1

Vulnerabilities

Insectoid Oil

Abilities

Arms
Kayran have 6 arms that act
independently from the main
body and can exude a poisonous
mucus.

Poisonous Mucus

Kayran can exude a poisonous mucus

from their arms. A enemy that makes
a melee attack has a 25% chance of

|being poisoned and a grappled enemy

takes double poison damage and the
effects intoxicated and nausea. It

takes 1 turn to shake off these effects

after being released.

Regeneration
A kayran regenerates 10
points of damage per
round.

Skills

Athletics +2

Awareness +4

Poison Immunity

Kayran take no damage
from poison.

Brawling +10

Courage +4

Dodge/Escape +2

Arms

Endurance +10

Melee +6

Physique +10

Resist Magic +5

Wilderness Survival +8

Loot

Essence of Water (1d10)

Kayran Eyes (1d6)

Kayran Skin (1d6)

As kayran except HP 30,
SPD 5 and STA 20. Each
onehasa ROF of 1. Arms are
15m long. Amorphous for
criticals.



