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CHAPTER NINE: 
HEROES AND VILLAINS

This chapter presents two of the greatest 
heroes Lankhmar—and Nehwon—

have ever seen. These are, of course, the 
Twain: Fafhrd and the Gray Mouser. 
Legendary rogues such as these have an 
equally diverse and significant rogues’ 
gallery, encompassing both friends and 
opponents alike. 
Within these pages are the Twain 

themselves, the wizards who employ 
them as champions, and the various and 
sundry folk who inhabit their favored city 
of Lankhmar.

 w Indicates a Wild Card hero or villain.

THE TWAIN

If any two men can claim to have had a 
lifetime full of adventure, Fafhrd and the 
Gray Mouser are perhaps foremost amongst 
them. For over seventy years, these two 
adventurers have been among the most 
well-known adventurers of their breed, 
braving swords and sorcery to seek out 
treasure, fame, and romance. The Twain, 
as they are called, have journeyed across 
Nehwon and beyond, to other worlds and 
universes, and back again. Few rogues are 
as famous, and fewer still as accomplished.

Together, Fafhrd and the Gray Mouser 
have stolen from Death himself, defied the 
will of the gods, acquired rich treasures, 
and loved women from strange worlds 
both above and below Lankhmar.
To present the best and most 

comprehensive look at these two iconic 
characters in Savage Worlds, there are three 
sets of characteristics below. One for when 
the Twain were but callow youths, at the 
beginning of their careers, as seen in stories 
such as The Snow Women and The Unholy 
Grail. The second represents the Twain at 
the height of their careers, encompassing 
the vast majority of their adventures. 
The third set shows the Twain in their 
mature years, where they had left off their 
wanderings (for the most part) and had 
(again, for the most part) settled down in 
semi-retirement upon Rime Isle, as seen in 
The Knight and Knave of Swords.

FAFHRD
Born in the frozen mountains of the far 

north, Fafhrd is a member of the Snow Clan 
barbarians. He was raised by his father, 
Nalgron, an adventuresome mountain 
climber. From his father, Fafhrd learned 
prodigious combat skills and the secrets to 
climbing some of the most daunting peaks 
in all Nehwon. After his father’s death, 
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Fafhrd studied to become a singing skald 
of his clan, deftly maneuvering around his 
mother’s plans. Fafhrd’s mother, Mor, was 
a very influential Snow Woman amongst 
the clan, and she had great plans for her 
son—including marrying the tall barbarian 
off to one of the younger Snow Women, 
a lass named Mara. Over time, Fafhrd’s 
attitude changed towards his home, 
finding a yearning within him to learn 
more of the world—particularly his ideal 
of civilization. He became a bold risk-taker, 
and earned the admiration of other men 
of his clan while his mother’s irritation 
only grew. Eventually, Fafhrd’s 
dissatisfaction with Cold Corner 
(home of the Snow Clan) came to 
a head when Essedinex’s traveling 
troupe visited. The copper-haired 
barbarian rescued the actress 
and thief Vlana and set out 
for Lankhmar, beginning a 
road that led to dozens of 
adventures.
Fafhrd is nearly seven 

feet tall, brawny with 
corded muscle, and 
extraordinarily fit. 
He favors 
a beard 

and typically wears his hair in a single 
long braid behind his back. Both hair and 
beard are a distinctive copper-red in hue, 
and he often dresses the part of a northern 
barbarian: furs, jewelry, golden bracelets. 
However, he enjoys correcting any who 
mistake him for an uncivilized brute. His 
voice can vary between deep and high, a 
legacy of his training as a singing skald.
Fafhrd enjoys the ideal of civilization, but 

he rarely appreciates Lankhmar’s approach 
to it (or any other city for that matter). He 
is certainly a heroic adventurer, brave and 

forthright, and he never backs down 
from a challenge. He is one of the 

first to fight for the honor of a 
woman (even when he’s wrong!), 
and is always ready to back up 

his words with action. He 
does not countenance the 

torture of innocents, 
as when he rescued 
Friska from Hasjarl’s 
i mpr i son ment  i n 
Quarmall. Fafhrd is a 
prodigious drinker, 
and he is infamous 
for spending his 
w e a l t h  f r e e l y 
upon food, drink, 
worthless baubles, 
and the company 
of women.

Fa f h rd  onc e 
acted unwittingly 
as the avatar of 
Issek of the Jug, 
and is favored 
by that deity. He 
has also acted as 
the champion of 
the alien wizard, 

Ni ngauble  of 
the Seven Eyes. 

He has a special relationship 
with Queen Frixifrax of Arillia 

(and her servants). Fafhrd has 
a great fondness for beautiful 

women (some might say it is a 
vulnerability!) and has loved 
many women from across 
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Nehwon—even Kreeshkra, one of the 
bizarre transparent-fleshed ghouls.
 In his mature years, he settled down 

upon Rime Isle in the company of Afreyt, 
a priestess of Skama.
Fafhrd wields a broadsword named 

Greywand (this name is given to any 
broadsword he carries rather than one 
specific blade) and a dagger called 
Heartseeker. He also carries with him an 
axe, balanced for throwing (that bears no 
name). On occasion, he carries a bow for 
hunting.

 w Fafhrd (Youth)
Attributes: Agility d6, Smarts d4, Spirit d6, 
Strength d8, Vigor d6

Skills: Climbing d6, Fighting d6, Healing 
d4, Intimidation d6, Notice d4, Persuasion 
d4, Shooting d4, Stealth d6, Streetwise d4, 
Survival d4, Throwing d4

Cha: 0; Pace: 6; Parry: 5; Toughness: 7
Hindrances: Amorous, Heroic, Vengeful 
(Minor)

Edges: Brawny, Luck, Named Weapon 
(Broadsword "Greywand")

Gear:  Greywand (Str+d10, AP 1), 
Heartseeker (Str+d6), longbow (Range 
12/24/48, Damage 2d6), axe (Str+d6), 
climbing gear.

Special Abilities:
• Stature: Fafhrd is larger than the 

southern peoples, standing nearly 7' 
tall. He is considered Size +1.

• Wildling: Fafhrd was raised in the 
wilds. He gain +2 to Survival rolls.

 w Fafhrd (Prime)
Attributes: Agility d10, Smarts d6, Spirit 
d8, Strength d12, Vigor d10

Skills: Boating d4, Climbing d8, Fighting 
d10, Healing d6, Intimidation d8, 
Knowledge (Lankhmar) d6, Lockpicking 
d6, Notice d8, Persuasion d6, Riding d6, 
Shooting d8, Stealth d8, Streetwise d6, 
Survival d8, Throwing d6, Tracking d6

Cha: 0; Pace: 6; Parry: 7; Toughness: 10
Hindrances: Amorous, Heroic, Loyal, 
Obligation (Major—Ningauble), Vengeful 
(Minor)

Edges: Brawny, Linguist, Luck, Iron Jaw, 
Improved Named Weapon (Broadsword 
"Greywand"), Named Weapon (Dagger 
"Heartseeker"), Nerves of Steel, Quick 
Draw, Sweep, Thief, Tough as Nails, 
Trademark Weapon (Greywand)

Gear:  Greywand (Str+d10, AP 1), 
Heartseeker (Str+d6), longbow (Range 
12/24/48, Damage 2d6), axe (Str+d6).

Special Abilities:
• Stature: Fafhrd is larger than the 

southern peoples, standing nearly 7' 
tall. He is considered Size +1.

• Wildling: Fafhrd was raised in the 
wilds. He gain +2 to Survival rolls.

 w Fafhrd (Maturity)
Attributes: Agility d8, Smarts d8, Spirit 
d10, Strength d10, Vigor d10

Skills: Boating d6, Climbing d8, Fighting 
d12, Healing d8, Intimidation d10, 
Knowledge (Battle) d8, Knowledge 
(Lankhmar) d8, Knowledge (Legends) d8, 
Lockpicking d8, Notice d10, Persuasion 
d6, Riding d6, Shooting d10, Stealth d8, 
Streetwise d6, Survival d10, Throwing d8, 
Tracking d10

Cha: 0; Pace: 6; Parry: 8; Toughness: 10
Hindrances: Amorous, Enemy (Various 
foes), Heroic, Loyal, Obligation (Major—
Ningauble), One Hand, Vengeful (Minor)

Edges: Brawny, Command, Connections 
(People of Salthaven), Connections (Crew 
of the Seahawk), Improved Named 
Weapon (Broadsword "Greywand"; 
Dagger "Heart Seeker"), Improved Nerves 
of Steel, Iron Jaw, Linguist, Luck, Natural 
Leader, Quick Draw, Sweep, Thief, Tough 
as Nails, Trademark Weapon (Greywand, 
Heartseeker)

Gear: Greywand (Str+d10), Heartseeker 
(Str+d6), longbow (Range 12/24/48, 
Damage 2d6), axe (Str+d6).

Special Abilities:
• Stature: Fafhrd is larger than the 

southern peoples, standing nearly 7' 
tall. He is considered Size +1.

• Wildling: Fafhrd was raised in the 
wilds. He gain +2 to Survival rolls.
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THE GRAY MOUSER
The early origins of the Gray Mouser are 

shrouded in mystery, and even he does not 
know for certain his place of birth or the 
identity of his parentage. As a youth, the 
Mouser was mentored by a kindly white 
wizard named Glavas Rho. There, the 
Mouser studied alongside a young girl 
named Ivrian. During his years of study 
with Glavas Rho, the Mouser chose the 
more perilous path of black magic over 
the white. Upon discovering the murder of 
Glavas Rho, he cemented his path towards 
black sorcery, and used this magic to 
avenge his mentor’s death.
Dusky-skinned, the Gray Mouser appears 

to be from the Southron regions of Nehwon. 
He is short and wiry, standing around 5’ 4” 
in height, but his body is actually tightly-
packed with lean muscle. The Mouser 
favors concealing his body in garments of 
gray, hence his moniker. Often, his clothing 
is made from mousehides or other soft, 
supple leathers. His garments typically 
consist of a hooded cloak, tunic, trousers, 
and soft boots. The Mouser often wears 
gray gloves that do not hinder his agile 
fingers—a necessity in his line of work!
The Mouser is a gifted thief, being 

extraordinarily quick and agile. He is a 
prodigiously skilled swordsman even 
from his youth, and few—not even many 
master duelists—can best him in a fight. 
He has excellent eyesight and has uncanny 
accuracy with both sling and thrown 
dagger.
The Gray Mouser is fascinated by magic 

and has often dabbled with expanding his 
own knowledge of black sorcery, trading 
for spells with wizards such as Sheelba 
of the Eyeless Face. The Mouser can be 
quite self-centered and prideful at times, 
and is an inveterate philanderer—a pretty 
woman’s face never fails to turn his head. 
However, he can be extremely charming 
when he chooses, and is able to navigate 
the halls of power (such as the Overlord’s 
palace in Lankhmar) with ease. Like his 
friend Fafhrd, the Mouser is nearly fearless 

and quite adventuresome, never 

hesitating to throw himself into danger 
when necessary—especially when there is 
a beautiful damsel in distress to rescue!
For a time, the Mouser espoused the faith 

of Mog the Spider God, and has some 
small favor from that deity in return. He 
has served as the champion for Sheelba 
of the Eyeless Face, an alien wizard who 
lives in the Great Salt Marsh just outside of 
Lankhmar’s gates. Again like his barbarian 
friend, the Gray Mouser has dallied with 
several women across Nehwon, including 
the Rat Princess Hisvet and the Simorgyan 
Ississi. When he reached a more mature age, 
he made his home upon Rime Isle with Cif, 
one of the moon priestesses of that place.
The Gray Mouser’s preferred weapons are 

a rapier (which he always names Scalpel), a 
dirk (that he names Cat’s Claw), and a sling. 
He sometimes carries on his person the 
accouterments of a black sorcerer (just in 
case) and a set of lockpicks. He has secreted 
a sharpened iron tik (the lowest, meanest 
coin of Lankhmar) in his tunic to use as a 
cutting tool in an emergency.

 w Gray Mouser (Youth)
Attributes: Agility d6, Smarts d6, Spirit d6, 
Strength d6, Vigor d6

Skills: Climbing d4, Fighting d6, Healing 
d4, Knowledge (Arcana) d6, Notice d6, 
Shooting d4, Spellcasting d6, Stealth d6, 
Streetwise d6

Cha: 0; Pace: 6; Parry: 6; Toughness: 5
Hindrances: Amorous, Curious, Vengeful 
(Minor)

Edges: Alertness, Arcane Background 
(Black Magic), Named Weapon (Heavy 
Rapier "Scalpel")

Powers: detect/conceal arcana, drain life, lower 
Trait

Gear: Scalpel (Str+d8, +1 Parry), Cat’s Claw 
(Str+d4), sling (Range 4/8/16, Damage 
Str+d4), lockpicks, pouch of components 
for black sorcery.

 w Gray Mouser (Prime)
Attributes: Agility d12, Smarts d10, Spirit 
d10, Strength d8, Vigor d8

Skills:  Boating d6, Climbing d8, 
Fighting d12, Gambling d6, Healing 
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d6, Intimidation d8, Investigation d6, 
Knowledge (Arcana) d8, Knowledge 
(Lankhmar) d6, Lockpicking d8, Notice 
d10, Riding d6, Persuasion d6, Shooting 
d6, Spellcasting d6, Stealth d10, Streetwise 
d8, Survival d6, Taunt d10, Throwing d6

Cha: +2; Pace: 6; Parry: 10; Toughness: 6
Hindrances: Amorous, Curious, Obligation 
(Major—Sheelba), Vengeful (Minor)

Edges: Acrobat, Alertness, Ambidextrous, 
Arcane Background (Black Magic), 
Block, Charismatic, Counterattack, Elan, 
Marksman, Named Weapon (Dagger—
Cat's Claw), Named Weapon (Heavy 
Rapier—Scalpel), Quick, Thief, Two-
Fisted, Wall of Steel

Powers:  detect/conceal 
arcana, drain life, lower Trait

Gear: Scalpel (Str+d8, +1 
Parry), Cat’s Claw (Str+d6), 
sl ing (Range 4/8/16, 
Damage Str+d4), lockpicks, 
pouch of components for 
black sorcery.

 w Gray Mouser 
(Mature)

Attributes: Agility d10, 
Smarts d12, Spirit d12, 
Strength d6, Vigor d8

Skills: Boating d6, 
Climbing d10, Fighting 
d12+1, Gambling d10, 
Healing d6, Intimidation 
d8, Investigation d10, 
Knowledge (Arcana) 
d 8 ,  K n o w l e d g e 
(La n k h mar)  d12, 
Knowledge (Legends) 
d10, Knowledge (the 
Sea) d6, Lockpicking 
d10, Notice d12, Riding 
d6, Persuasion d10, Shooting 
d10, Spellcasting d6, Stealth d10, 
Streetwise d10, Survival d6, Taunt 
d12, Throwing d6

Cha: +2; Pace: 8; Parry: 10; 
Toughness: 7

Hindrances: Amorous, Curious, 
Enemies (Various foes), Obligation 
(Major—Sheelba), Vengeful (Minor)

Edges: Acrobat, Alertness, Arcane 
Background (Black Magic), Block, 
Charismatic, Command, Connections 
(Crew of the Flotsam), Connections 
(People of Salthaven), Counterattack, 
Dodge, Elan, Fleet-Footed, Improved 
Named Weapon (Heavy Rapier "Scalpel", 
Dirk "Cat's Claw"), Marksman, Natural 
Leader, Quick, Thief, Trademark Weapon 
(Scalpel, Cat's Claw), Tough as Nails, Two-
Fisted

Powers: detect/conceal arcana, drain life, lower 
Trait

Gear: Scalpel (Str+d8, +1 Parry), Cat’s Claw 
(Str+d6), sling (Range 4/8/16, Damage 
Str+d4), lockpicks, pouch of components 

for black sorcery.
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