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elcome to the world of Blue Rose, a fantastic realm where brave heroes, gifted with arcane powers, live and

work side-by-side with intelligent animal companions. The heroes of the peaceful Kingdom of Aldis strive

to uphold the ideals of fairness, justice, and equality, while protecting their homeland against its aggressive
neighbors, including the fundamentalist Theocracy of Jarzon and the dark land of Kern with its monstrous rulers.

Blue Rose is a roleplaying game of romantic fantasy, where you and your friends take on the roles of the main charac-
ters in this fantastic world, creating your own stories about the heroes of Aldis, their triumphs and their tragedies—like
writing your own fantasy novel but where you play the heroes! You may have played other roleplaying games, or this
may be your introduction to new worlds of adventure. Either way—welcome, friends, to the world of Blue Rose.

For Aldis, and the Queen!

WHAT Is ROLEPLAYING?

If Blue Rose is your introduction to the world of fantasy
roleplaying games (RPGs for short), then you might be
wondering, “What is all this roleplaying stuff about?”

Essentially, in a roleplaying game, you and a group of
friends (the players) take on the roles of fictional charac-
ters (also known as heroes) in a world of your imagina-
tion. One player in the group, the Narrator, acts like the
narrator of a story or the director of a play or movie. The
Narrator (sometimes referred to as a Game Master in other
systems) sets the scene and describes what happens in the
world around your characters. Then the other players
decide what their heroes do in response. The Narrator
describes the outcome of those actions, and on you go,
spinning your own fantasy story.

Roleplaying is much like cooperative fan fiction or simu-
lation gaming, where a group of people work together to
build a fun and exciting story. Although it’s the Narra-
tor’s job to portray the various antagonists in the story, as
well as the heroes’ allies, the Narrator isn’t playing against
everyone else. In fact, it’s the Narrator’s job to help ensure
everyone has fun and that the group tells an enjoyable story.

Think of a roleplaying game like an extended version of
the various games of make believe we all played as chil-
dren, only with rules to help guide the story and a central
Narrator to set the stage and keep things moving along.

WHAT IS
RoMANTIC FANTASY?

Blue Rose is a roleplaying game about romantic fantasy,
but what is that, exactly? In the high fantasy quests of
authors like J. R. R. Tolkien, or the larger-than-life swords
and sorcery of Robert E. Howard, Fritz Leiber, and
others, heroic loners or small groups of rebels, outcasts,
or eccentrics perform great deeds and go on quests to

obtain power and glory or to protect the world from
some dire threat.

In the mid-1980s, a generation of new fantasy authors—
Diane Duane, Mercedes Lackey, Tamora Pierce, and many
others—wrote fantasy novels different from any that had
come before. The main characters in their novels occasion-
ally started out as loners and outcasts before finding their
place in society, generally as members of some prominent
group or official organization that goes on exciting adven-
tures to protect ordinary people from danger. Developing
a sense of belonging and finding comrades are central
features of these stories. Most of these novels are in series,
and by the end of the first book, the main character has
usually discovered a community where they belong.
Many of the character’s subsequent adventures involve
either becoming a more fully integrated member of this
group or protecting the group from harm.

Few of these novels contain elves, dwarves, or similar
fantasy races, and many contain few or no other humanoid
species at all. Instead, humans share their world with one
or more types of intelligent or semi-intelligent animals,
sometimes with a few magical human subspecies. Some of
the intelligent animals are simply bright psychic pets, while
others are free-willed, powerful spirits with animal bodies.

Romantic fantasy novels are often set in highly egali-
tarian societies, where people’s occupations and aspira-
tions are not limited by fixed gender roles. In these books,
cultures and individuals that are sexist or homophobic
are either ignorant and see the error of their ways some-
where in the series, or they are enemies who are eventu-
ally vanquished.

The heroes of romantic fantasy novels are usually envi-
ronmentally conscious. Protecting wilderness areas and
animals from depredation is a common plot element. In
all romantic fantasy worlds, nature is a positive magical
force, and anyone who protects it is on the side of good.

Attitudes about magic also differ from other fantasy
novels. Instead of the scholastic magic of some stories—
magic as a rare and powerful discipline involving complex
rituals and arcane lore—many characters have innate
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psychic or arcane powers as natural to them as sight
and hearing. Heroic characters can often manipulate the
natural elements and use their powers with nothing more
than concentration and intent. These powers are seen as
both an innate and positive part of someone’s nature, and
are only feared by the ignorant or evil.

More traditional magic does occasionally appear in these
novels, but it's usually only practiced by villains to bind
others to their will, or to summon horrific creatures and
spirits from other planes of existence. The only motives
given for performing such magic are a hunger for power
or a desire for revenge. This type of magic is unnatural,
dangerous, and often corrupting.

Blue Rose takes these elements of romantic fantasy to
create a world of adventure, where you can build your
own heroes and forge your own stories.

GQETTING STARTED

The first thing you need is a group of friends to play with,
and one of you must take on the role of Narrator. While
you can play with as small a group as one player and a
Narrator, the game works best with a Narrator and three
to six players. It is possible to play with more players, but
that can slow down the pace of the game. The Narrator
has a key position, so try to make sure that they really
want the job! Running a game is fun, but it's a different
experience than playing. Chapter 8 explains the Narra-
tor’s role in detail.

Once you've settled on a Narrator, everyone else needs
to make characters, also known as player characters (PCs)
or heroes. Your character is your primary responsibility as
a player in a roleplaying game. This is your alter ego in the
fantasy world of Aldea, where your adventures take place.
Over the course of many such adventures, your character
will grow and change, but every hero needs a starting
point. That is exactly what Chapter 2: Character Creation
provides, giving you not only game stats—the abilities
and corresponding numbers that tell you what your char-
acter is good at—but also a character concept, starting
goals, and relationships with other characters. Once play
begins, the portrayal and development of your character
is all up to you. Playing your hero, achieving goals, and
navigating the challenges and perils of a fantasy world—
this is the fun of taking part in a roleplaying game.

PLAYING YOUR CHARACTER
“What do you do?”

When playing a roleplaying game, that’s the question you
must ask yourself all the time. The Narrator describes a
situation, framing a scene for the heroes. It is then up to
you to decide what your character does and why. You tell
the Narrator what you want to do, as do the other players,
and then you all work out what happens. Sometimes, you

use dice to resolve actions in a specific order. At other
times, you simply interact with the other players and the
characters portrayed by the Narrator, who are known as
non-player characters, or NPCs.

“Who are you?”

This is the question to keep in mind when making deci-
sions. When you create your hero, you choose things like
their goals and strong and weak personality traits. You can
then flesh your character out further. There are two basic
approaches to this: The first is to paint your hero in a few
broad strokes and then jump right in to playing. The inten-
tion here is to come up with details about your character
during play, often using the springboard of the current
story to create connections to their past. This is a common
storytelling technique and a perfectly valid approach if
you don’t want to spend a lot of time working on your
hero before starting play. The second approach is to come
up with a lot of details and roleplaying ideas before the
first game session. If you can come to the table with a good
idea of who your character is before the first dice are even
rolled, that can help get the game going.

However you approach your character, playing the
game will help you refine your ideas. After you have
played your hero for a while, you should have a strong
sense of their personality and an intuitive sense of what
they would do in a particular situation. Of course, not
all situations present easy choices, and it is from difficult
decisions that tension and drama emerge.

ADVENTURE, SERIES, AND SETTING

An adventure is a discrete story and scenario in a role-
playing game. Think of it as a single novel or an episode
of a TV show. There may be several plot threads, but in the
end it tells one tale. The difference between a roleplaying
adventure and a book or show is that you have author-
ship. The decisions taken by you and your fellow players
drive the story to its conclusion.

A series is made up of interlinked adventures. If an
adventure is a novel or TV show, a series is a season of
a show, or a complete set of seasons or novels. Some
adventures may have self-contained plots, while others
tie together to tell a larger story. During a series the char-
acters advance, improve, and Change. Over time they
gain more powers and abilities, face greater challenges,
and perhaps gain renown for their deeds. A full Blue Rose
series can take characters from levels 1 through 20, and
provide hundreds of hours of entertainment.

All of these stories take place in the setting of Blue
Rose, the fantasy world of Aldea, particularly the region
centered around Aldis, the Kingdom of the Blue Rose. The
first three chapters of this book detail the history, geog-
raphy, and cultures of that world. The setting of indi-
vidual adventures can be anywhere within the context of
the nations and regions described in Chapters 2 and 3.
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TuHeE GroOUP DYNAMIC

Much of this book is focused on teaching you the rules
and how to make a character. It is important to remember
that roleplaying is a social activity. There are two aspects
to this: the adventuring group and the player group.

Your hero is one member of an adventuring group (also
known as a party). Each character in the group has indi-
vidual goals, but there are also larger group goals. The char-
acters may have their disagreements and even conflicts,
but for the game to go on they must remain together. The
adventures themselves often assure this by their plot and
structure, but a good group dynamic can help. This can
start during character creation when everyone is settling
on what they want to play. It's a smart idea, for example,
to make sure you have at least one character of each class
in the group. When working out Goals and Relationships,
you can build in reasons for the characters to work together.

The people gaming with you make up the player group,
and that, too, has a dynamic. You and your friends are going
to be spending a lot of time together, so you want a group of
people who fundamentally get along. Roleplaying is meant
to be fun for everyone, so be aware of tension around the
table. Some players try to make the game all about them,
hogging the spotlight and attempting to insert themselves
into every scene. Don't act that way—it just makes the
other players frustrated. Everyone deserves a chance to
shine, so be ready to take a step back when someone has
a good idea or is pursuing something important for their
character. Likewise, some players may make others uncom-
fortable with inappropriate behavior. When this happens, it
is important for the group as a whole to make it clear such
behavior won’t be tolerated—the game is about everyone
having fun, and that can’t happen unless everyone also
feels comfortable and at ease.

If a game session didn’t go well for some reason, talk
about it afterwards. It won’t do any good if everyone goes
home to stew. Try to figure out where things went wrong
and see if you can come up with solutions so it doesn’t
happen again. If players have concerns, encourage them
to bring them up for discussion.

A common problem is a player who is unhappy with
their character. Maybe the character doesn’t fit into the
group well, or perhaps the player finds another class pref-
erable after some play experience. This doesn’t have to be
an issue. It’s perfectly fine for a player to make a new hero
of the same level and retire the old one. It’s preferable to
do that than to make a player continue playing a character
they aren’t enjoying.

Basic GaME CONCEPTS

Before you dive into the rest of the book, here’s a brief
overview of the basic concepts of the game. You'll learn
more about all of these things as you read on.

Dicke

Blue Rose uses six-sided dice, abbreviated as “d6.” This
is the most common type of die, and they can be found
in many classic boardgames if you need to scrounge for
some. In general, dice are rolled four different ways in
Blue Rose:

*  1p3: Sometimes you need to generate a number from
1-3. In this case you roll a d6 but halve the result, so
aroll of 1-2 =1, aroll of 3-4 = 2, and a roll of 5-6 = 3.

*  1p6: You roll a single die and simply read the result.
Sometimes there is a modifier attached, for example
1d6+3. In that case, just add the modifier to the die
roll. If you rolled a 2, for example, you’'d add the
modifier of 3 to get a result of 5.

*  2p6: As above, but you roll two dice and add them
together. If you rolled a 3 and a 6, for example, your
result would be 9.

*  3p6: As above, but you roll three dice and add them
together. If you are making an ability test, you must
ensure that two of the dice are one color and the
third a different color. That third die is known as
the Drama Die, and it’s important. The result of the
Drama Die can determine your level of success and
allow you to perform stunts.

CHARACTERS

To play Blue Rose you create a character. You can play a
human, one of several humanoid races, or a rhydan (an
intelligent, psychic animal). You then pick one of three
classes: adept, expert, or warrior. Your class defines the
core of your character and determines the powers at your
command in play. Your character begins at level 1 as a
novice hero. By surviving encounters and overcoming
challenges, they gradually gain experience and increase
in level (commonly called “leveling-up”). Your character
may eventually make it to level 20 and become one of the
mightiest heroes of the world.

TESTS

Your character has nine abilities, such as Intelligence and
Strength, and each one has a numeric rating, with 1 being
average. When your character wants to do something, the
Narrator may call for an ability test. This is a dice roll to
determine success or failure, and it’s the most common
roll in the game. To make an ability test, you simply roll
three six-sided dice (3d6), add the results together, and
add the appropriate ability. This generates a test result,
which you want to be as high as possible.

TEST RESULT = 3D6 + ABILITY
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You may have to apply other bonuses or penalties,
most commonly ability focuses that represent areas of
special expertise. Once you determine your test result, the
Narrator will let you know if it’s a success or a failure and
what happens.

STUNTS

In combat your character can perform stunts. When doubles
are rolled on a test, this generates “stunt points.” You can
then use these points to pull off a number of special effects
or maneuvers. Stunts help to keep game play dynamic and
fun and ensure characters get opportunities to do the kinds
of amazing and impressive things heroes do.

Tue WoRLD
OF ALDEA

Blue Rose is set in the enchanted world of Aldea, which—
in the language of the Old Kingdom—means “the lands”
and is how modern folk refer to the world. The lands
presented in Blue Rose are just a fraction of the greater
world, a region encompassing five nations and the
surrounding territory, but still well over a thousand miles
across, centered on the city and nation of Aldis (“this land”
or “the land”), the center of the Old Kingdom and the new.

A1rD1s, KiINGDOM OF THE BLUE ROsE

The great city of Aldis, in the midst of a vast and fertile
stretch of land along the Western Ocean, was once the
heart of the Old Kingdom, which rose to greatness long
ago. The Old Kingdom fell into corruption, however,
overthrown by the vile Sorcerer Kings, who established
their Empire of Thorns and spread shadow across the
known world. In time, a Great Rebellion arose to over-
throw the Sorcerer Kings, aided by the rhydan—thinking
animals with arcane powers—and the mystical Golden
Hart. Virtually all of the sorcerers were defeated and
Aldis and the surrounding lands were free from their
dominion.

In the centuries since, Aldis has rebuilt itself as a society
devoted to justice and peace for its people. Its governing
nobles are selected through a rigorous series of tests,
the last of which is the touch of the legendary Blue Rose
Scepter, which reads the heart and spirit to determine
if the subject is truly worthy and well-intentioned. The
sovereign of the nation is likewise not determined by birth
or conquest but selected by the Golden Hart, the embodi-
ment of the collective will—and wisdom—of the people.
For generations, the Kingdom of the Blue Rose, as it is
also known, has restored and rebuilt much of what was
lost during the Shadow Wars and protected itself and its
people from its enemies, while seeking to build peace and
understanding between all peoples.

Tue ADVENTURE GAME ENGINE

The rules system

that powers Blue
Rose is known as
the Adventure Game

Engine (or AGE)

System. It was origi- advemure gome engtne
nally designed for the

Dragon Age RPG, also by Green Ronin Publishing.
It was later published in a stand-alone book, the
Fantasy AGE Basic Rulebook, as well as being used to
create the Titansgrave: Ashes of Valkana setting and
adventures, seen on the online series Tabletop. If you
learn Blue Rose, you can easily pick up other AGE
System games. Although they are not identical, their
basic structure and rules are, and you should find
them easy to learn. If you enjoy playing in the world
of Blue Rose with the AGE System, you may want to
explore the family of other worlds and games from
Green Ronin Publishing based on it.

THE THEOCRACY OFJARZON

To Aldis’s east lies the Theocracy of Jarzon, once a part
of the vast Old Kingdom, now an independent nation,
governed by the priests of the Church of Pure Light. These
priests led the dangerous rebellion against the forces of
Shadow and are now determined their land and people
will never again fall under its yoke, no matter the cost.
Jarzon is a land of harsh realities where devotion to faith
and a demanding creed have allowed people to survive
and prosper. They are suspicious of outsiders, including
the people of Aldis, who seem to embrace many of the
liberties the Purists believe led to Old Kingdom to ruin.
Some Jarzoni are intrigued by foreign ways while others
would like nothing more than to impose discipline and
sense upon their neighbors to avert disaster.

Jarzon knows full well what is at stake, for to the south
and east of their lands lie the Shadow Barrens, a vast
wasteland devastated by the rise of the Sorcerer Kings
and the Shadow Wars that followed. Once the beautiful
land of Faernaria, it is now inhabited only by darkfiends,
twisted shadowspawn, and the tormented souls of the
unliving. Faernaria’s remaining people have become the
Roamers, vagabonds without a homeland, who travel the
roads of Aldea in their small bands.

Tue PLAINS OF REZEA

To the west of Aldis stretch the great Plains of Rezea, home
to clans of nomadic people who follow the migration and
lead of their beloved horses across the grasslands from
foaling to wintering grounds. The Rezeans are a fierce and
free people, not always friends of their Aldin neighbors




to the east, but the envoys of the crown seek to maintain
good relationships with the various clans. Rezeans trade
their goods and horses and some of them serve as merce-
naries—or raiders—in the nearby lands.

Tue KingDoM OF KERN

North of the vast forest of the Pavin Weald and the sentinel
peaks of the Ice-Binder Mountains lies the dark Kingdom
of Kern, the last remnant of the domains of the Sorcerer
Kings. It is a bleak land where slaves work the mines and
smelting furnaces and common people scratch out a rough
existence through subsistence farming or working in the
slums or wealthy houses of the great city of Sarn. The
evil Lich-King Jarek once ruled Kern, but was destroyed
in conflict with Aldis and its Queen. Now Jarek’s closest
lieutenants—the so-called “Shadowed Seven”—vie for
power and control within the kingdom while maintaining
a fragile alliance against outside forces that would see
Kern wiped from the face of the world, given the opportu-
nity. Sooner or later, a new ruler will seize power in Kern,
and the dark kingdom may threaten the world once more.

THE MATRIARCHY OF LAR’TYA

Sail from the southern shores of Aldis, past the islands of
the Scatterstar Archipelago, to the south and west and you
will reach the isles of the Matriarchy of Lar’tya, a tropical
paradise where the local people took in refugees from the
Shadow Wars of the mainland long ago. The Matriarchy

has a strict caste system ruled by women, who are consid-
ered the most fit to rule and manage society’s affairs. After
the Great Rebellion, Lar’tya reestablished ties with the
mainland nations, becoming a trading partner to many,
but remaining carefully neutral in all other matters. Still,
the influence of outsiders has begun to change Lar’tyan
culture—and not for the better according to some.

A WORLD OF
ARCANE ADVENTURE

In some regards, Aldea is not unlike our own world during
the Renaissance and the great “Age of Sail,” a pre-indus-
trial civilization where rigged ships and spyglasses and
astrolabes are among the most advanced technologies.
In other ways, Aldea is a very different world, indeed, a
world of arcane and spiritual powers that have shaped
civilization and the destinies of its people.

ARCANA

Nowhere is the nature of Aldea more clear than in the exis-
tence of arcana: supernatural powers wielded by certain
people. Those with the right talents can learn how to sense
beyond the five physical senses, to exert control over their
own physiology and that of others to heal or harm, and to
shape and influence the physical world in a wide number
of ways. While powerful master adepts who wield many
arcana are relatively rare, some degree of talent is found



INTRODUCTION

among many people, and some of the races of Aldea
possess innate arcane potential.

Although arcana are primarily the tools of a living mind
and will, arcane energies can infuse inanimate objects,
enchanting them towards particular purposes. The exis-
tence of arcana and arcane items in Aldea means the
“technology” available to some nations, like Aldis, is far
in advance of the bygone eras of our own world, compa-
rable—or even greater—than the modern world, in some
regards. For example, arcane items provide light, heat, and
clean water in the great cities of Aldis without the need for
machines or fuel. The ministrations of arcane healers and
their arts reduce incidences of disease and allow people to
recover from more serious injuries. Plant-shapers improve
the growth and yield of crops while earth-, stone-, and
water-shapers can build more delicately than even the
most modern tools. Even warfare is influenced, with
arcane crystalline wands known as crystons replacing
the existence of gunpowder weapons, save that these
enchanted devices cannot kill, merely stun.

The power of arcana infuses society as well. Truth-
readers ensure oaths and testimonies are honest to the
best of the teller’s ability and psychics can aid in the treat-
ment of maladies of the mind and spirit. In Aldis, those
who would serve the people as their noble leaders must
truly be noble, passing the test of the enchanted Blue Rose
Scepter, which glows only from the touch of a noble heart.

SORCERY

There is a dark side to the arcane arts, however. Arcana is
power, and power can be misused towards selfish, cruel,
and destructive ends. The shadowy arts of sorcery involve
the application of power without regard for consent,
compassion, kindness, or the natural order of things, and
the rush of power and control that comes with them is
both addictive and seductive. The misuse of arcana led to
the rise of the Sorcerer Kings in the Old Kingdom, adepts
who cared about no one and nothing more than them-
selves, who willingly bartered their hearts and souls to
Shadow for greater power and control.

Although the united forces of Light overcame the
Shadow and overthrew the Sorcerer Kings, the tempta-
tions of sorcery still exist, and all wielders of the arcane arts
must be on guard against them. Giving in to a momentary
weakness to use their great power irresponsibly
can lead the gifted down a terrible path, allying
them with sinister forces. The people and
nations of Aldea remain vigilant against
threats like the Sorcerer Kings ever arising
again, some by teaching understanding
and control and constantly remaining
accountable for their actions, others by
seeking to ban or destroy all forbidden
knowledge to place it beyond the reach of
those who might be tempted by it.

Tue PEOPLES OF ALDEA

Although humans make up the vast majority of people in
Aldea—in all the dazzling varieties found in our world—
the term “person” is broader here, meaning any thinking
being of free will, for there are peoples other than humans
in the world.

The sea-folk are much like humans, but adapted to life
both in and out of the waters that are their home: sleek-
bodied swimmers with a bluish or greenish tint to their
skin and hair. The vata are half-human descendants of the
ancient and venerated vatazin, who were wiped out by
the Sorcerer Kings. Their descendants include the vata’an,
milk white of hair and skin, and the vata’sha, with white
hair but skin as black as night. The vata all possess a
measure of the arcane potential of their ancestors. The
night people are also arcane in nature, but descendants
of a slave race flesh-crafted by the Sorcerer Kings. Their
ancestors won their freedom and now the night people
seek to make a place for themselves in a world that some-
times still fears and misunderstands them.

The remaining people of Aldea are the most unusual,
the rhydan, awakened beasts possessing intelligence,
will, and psychic potential. The rhydan arise from many
different species of animals, particularly great cats,
wolves, horses, dolphins, and bears. They stand between
the wild world of nature and civilization, and are staunch
allies of the Light and people of good intent. Rhydan
honor the great griffons and unicorns of the sylvan and
wild places of the world as their nobility and revered
leaders, and many rhydan establish a deep friendship
and connection—the rhy-bond—with representatives of
the other peoples.

WHERE NEXT?

If you are a player, Chapters 1-7 are for you. They provide
the key information you need to know about the world of
Blue Rose and how to play the game. When you are ready
to make a character, go to Chapter 2: Character Creation.
It explains the process to get you going.

If you are the Narrator, you should familiarize your-
self with Chapters 1-7, as they contain the core of the
setting and the game. You should then move on to
Chapters 8-12. They explain your important role in a
tabletop roleplaying game, as well as giving you
valuable advice and resources. When you're
fully acquainted with the game and setting,
introductory  adventure,
“Shadows of Tanglewood,” in the back
of the book to help launch your new Blue
Rose series and start your characters off
on their exciting adventures.

You are now ready to enter the world of
Blue Rose. May the Light guide your heroes
to achieve their destiny!

there’s an










Iue Rose uses a number of simple, straightforward
B rules to drive play, and those rules are what this

chapter is all about. First, it gives some practical
advice on being a player. Then, it follows that up with the
basic rules of play, giving you what you need to know
when you sit down at the gaming table. Here you will find
rules for ability tests, narrative and action time, combat,
stunts, and healing.

If you feel a bit overwhelmed after reading this chapter,
don’t worry. You don’t need to memorize all this to play.
The Narrator is there to help adjudicate the rules, and you'll
pick things up as you go. And while reading the rules is
important, nothing is a substitute for play. Itis during a live
game that you’ll really see how it all fits and works together.

PrLAYER BASICS

As you've surely noticed by now, this book contains a fair
amount of rules material. The nuts and bolts of the game
system are explained in the next few chapters, along with
plenty of examples to make everything clear. If you've never
played a roleplaying game before, though, you may still be
wondering what it means to be a player. Before getting into
the nitty-gritty of ability tests and running combats, it’s
worth taking a step back and reviewing a few basics.

Your character sheet is a good place to start. You'll find
one at the back of the book and you can photocopy this as
needed (or download a PDF version from www.greenronin.
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com). The character sheet is the cornerstone of your player
character. Make sure you bring it to each game session,
as playing without it is difficult. Some players leave their
character sheets with, or make copies for, the Narrator to
make sure this isn’t a problem.

You should also ensure your character sheet is up
to date. It's up to you to track Health, ability increases,
talents, specializations, and other details. When you show
up at a session, your character should be ready to go.
Health is going to change the most, going up and down as
your hero gets into fights and heals up. You may want to
track this on scratch paper so you don’t have to constantly
erase your sheet during play. If your character is wounded
at the end of a session, be sure to note current Health so
you have it ready for next time.

You'll also want to bring dice (at least 3d6, with a
different color for the Drama Die), a pencil, some scratch
paper for notes, and any drinks and snacks you might
want during play. You may also need to bring one or more
miniatures if you are using battle maps (see the Using
Battle Maps sidebar in this chapter).

PLAYING ADVENTURES

During a session you will play your character through an
adventure. It's the Narrator’s job to present the adven-
ture and yours to play a leading role. An adventure is
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played out in a series of scenes known as encounters.
Each encounter builds on the last and ultimately leads to a
climax and a conclusion.

There are three basic types of encounters in Blue Rose:

e Cowmsar ENcounTers: These are the classic action
scenes that pit the adventuring group against one or
more foes.

*  ExpLorATION EncountErs: These scenes are about
delving into the environment, and include such
challenges as finding clues, overcoming natural
hazards, avoiding traps, and solving puzzles.

*  RovrerLAYING ENcounTERrs: These scenes are for
conversation, intrigue, and investigation. This also
covers many scenes where a hero’s relationships
are developed, and times when a character tries to
recover from the effects of Corruption and other
noncombat threats.

Each type of encounter has different challenges and
rewards. Some require a lot of dice rolling and others
none at all. Different players around the table may prefer
different types of encounters. One may live for the thrill of
combat, another for the challenge of problem solving, yet
another for the immersion of roleplaying. A good adven-
ture will use all three types of encounters to mix things up
and provide something for everyone.

ABILITY TESTS

During a game session, the Narrator sets the scene, then
the players decide how their characters act and what they
do. As a player, you narrate the actions of your character.
You might say, “I search the library for a tome about the
Lich King.” The Narrator tells you the results of your
action, and may introduce new elements into the scene.
For example: “You search for ten minutes but, before you
find what you are looking for, an angry scholar bursts into
the library and confronts you.”

When your character is taking everyday actions that
do not have a significant chance of failure, no dice need
to be rolled. It's enough to say that you are walking to
the tavern or buying a dagger from the local weapon-
smith. When you want your character to do something
that requires risk or has a real chance of failure, that’s
when the dice come out.

To resolve actions you must roll an ability test. These
tests are the heart of the Adventure Game Engine (or AGE)
and you’ll make many in each game session. Ability tests
are easy to learn and quick to resolve, so the game can
keep moving at a good pace.

To make an ability test, first pick up three six-sided
dice (3d6). Two of the dice should be one color and the
third a different color. The off-color die is known as the
Drama Die (see The Drama Die sidebar). Roll all three
dice and add the results together; you want to roll high.
You then add the ability you're testing and another +2 if

B

You always roll three dice when making an ability test:
two dice of one color and one die of another. The off-
colored die is known as the Drama Die and it has several
uses in the game system. It is used to generate stunt points
(abbreviated as SP), measure degrees of success, and to
break ties. When you see a reference to the Drama Die, just
remember it’s the off-colored die from ability tests.

you have an applicable ability focus. The final number is
your test result.

TEST RESULT = 3D6 + ABILITY + FOCUS

Even if you have several focuses that could apply, you
can only use one on a given test. You can never gain the
benefits of more than one focus on an ability test.

ExAMPLE

Aldin spy Salima is trying to vault over a low wall while
on the run. The Narrator decides this is a Dexterity test.
Salima’s player rolls 3d6 and gets a 10 (3 + 3 + 4). She
then adds her character’s Dexterity of 3 and another 2
because she has an applicable focus (Acrobatics). Sali-
ma’s final test result is 15 (10 + 3 + 2).

When ability tests are referred to in Blue Rose, they use
the following format: Ability (Focus). Intelligence (Histor-
ical Lore) and Constitution (Swimming) are examples of
this format. In most cases, it does not matter if you have
the listed focus—you can still attempt the test, you just
won't get the bonus a focus provides. However, some tests
do demand specialized skills or knowledge, and those
require you to have the focus to even attempt the test. If
you don’t have the required focus, you automatically fail.
These tests note that the focus is required by using this
format: Intelligence (Navigation required).

ExAMPLE

Aldin noble Bellian and the spy Salima find a message
written in a coded cipher. Naturally, they try to deci-
pher it. The Narrator tells the players that the test will
be Intelligence (Cryptography required). Salima has the
Cryptography focus so she is able to make a test and
read the message. Bellian does not have the focus, so he
has no hope of deciphering what’s written. It’s gibberish
to him. Thus should Salima be unable to decode the
message, the heroes will need to find someone who can.

STUNT POINTS

Doubles rolled on certain types of tests generate stunt
points. You can then use these points to pull off various
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special maneuvers. You might be able to do more damage
in combat, make an especially cutting remark in a social
situation, invoke magic in an especially powerful way, or
a whole range of other effects. As a general rule, only tests
for actions generate stunt points; tests to avoid or resist
things do not. See Combat Encounters and Non-Combat
Encounters later in this chapter for details on stunts.

TYPES OF TESTS

Now that you have the final result of the ability test, you
need to compare it against another number to deter-
mine the outcome of the attempted action. There are two
common types of test, basic and opposed, and you resolve
each in a different way.

MAKING A Basic TEST

This is the most common sort of test. In a basic test, you
are rolling against a fixed target number (abbreviated TN)
determined by the Narrator.

1. You tell the Narrator what you are trying to do.

2. The Narrator determines the ability to be used and
the applicable focus (if any), then assigns a target
number to the task based on its difficulty and the
prevailing circumstances.

3. You make an ability test and figure out your test result.

4. If your test result is equal to or greater than the

target number, you have successfully passed the test
and completed the action.

N 7 Basic Test DiFrFicuLTY

A character taking a basic test must roll vs. a target
number picked by the Narrator. The Narrator determines
the target number based on an assessment of the test’s
difficulty. The Narrator should take all relevant factors into
account, including terrain, weather, equipment, assistance,
and so on. The following table provides benchmarks for
basic test difficulty.

Basic Test DirFicuLTY

TARGET NUMBER TesT DIFFICULTY
7 Routine
9 Easy
11 Average
13 Challenging
15 Hard
17 Formidable
19 Imposing
21 Nigh Impossible
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ExAMPLE

The spy Salima is trying to climb a building in the dark
of night. The Narrator decides this is a Strength test and
Climbing is the obvious focus. The wall has many hand-
holds but it is dark, so the Narrator decides the target
number is 13. Salima’s player rolls and her test result is
a 14. Despite the darkness, she skillfully climbs the wall.

MAKING AN OPPOSED TEST

When your character is competing with another char-
acter directly, you must make an opposed test to see what
happens. In this type of test, both characters get to roll and
the results are compared. Another way to think about it
is that your target number is determined by your oppo-
nent’s test result.

1. You tell the Narrator what you are trying to do.

2. The Narrator determines the ability and applicable
focus (if any) to be used by you and your opponent.
The Narrator may then assign bonuses or penalties
to the ability tests to either of you that take any

prevailing circumstances into account.

You and your opponent both make ability tests and
figure out the test results.

Compare the test results. If you beat your opponent’s
test result, you win. If there’s a tie, whoever rolled
higher on the Drama Die wins. If it’s still a tie,
whoever has the higher ability wins.

This same process can be used when more than two
characters are competing. In such cases, everyone makes
an ability test and all results are compared. The highest
test result is the winner, with ties broken as in step 4.

Also note that that it isn’t necessarily the case that all
characters will be using the same ability. That would make
sense in an arm wrestling bout, for example, with both
characters making Strength tests. Other situations may
require pitting one ability against a completely different
one. A bodyguard trying to penetrate a spy’s disguise, for
example, would take a Perception (Seeing) test and their
opponent a Communication (Disguise) test.

ExAMPLE

Salima has made her climb, but she notices a woman is
taking in the night air on the opposite side of the roof.
She wants to quietly sneak by and slip into the building
without the woman noticing. The Narrator decides this
is an opposed test of Salima’s Dexterity (Stealth) vs. the
woman’s Perception (Hearing). Salima’s player rolls
a 10 and the Narrator rolls a 12 for the woman. The
Narrator relates that Salima was approaching the trap-
door when she kicked a potted plant she hadn’t seen in
the dark. At the sound, the woman whips around and
sees her. Now the spy may be in trouble.



TEsTs & TIME

The Narrator determines how much time each test takes.
This can vary from just a couple of seconds to an hour or
more, depending on what you are attempting. Sliding a
dagger up your sleeve without anyone seeing would be a
minor action taking but a moment, while asking around
town about a specific person might take two hours.

While you most commonly take tests when you initiate
an action, sometimes you take them as a reaction or to
resist something or someone. If pushed to the edge of
a cliff, for example, you might have to pass a Dexterity
test to avoid falling. Or if someone uses mind-altering
arcana on you, you might have to make a Willpower test
to resist the effects. These sorts of reaction tests usually
happen on another character’s turn and taking them is
considered to take no time. When it comes around to
your turn again, you get your two actions as usual.

DEGREES OF SUCCESS

Most of the time, you only need to know if you succeeded
in your ability test. Sometimes, however, it's important
to know how well you succeeded. This is one of the uses
of the Drama Die. Check the dice on your ability test and
note the number on the Drama Die. If you are level 6 or
higher, you can add the test’s focus to the Drama Die, if
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you have it. The higher the number, the more impressive
your success. A 1 on your Drama Die means you barely
pulled it off, while a 6 or better means you did it flaw-
lessly. Note that if you failed the test, the result of the
Drama Die is irrelevant.

Your Narrator will tell you when the result of your
Drama Die is important.

ExAMPLE

The spy Salima, forced to flee the scene when discov-
ered, wants to stash her gear in a stables while she
hides in plain sight at a tavern. Guards will be
searching for clues so the Narrator wants to know
how good a job Salima did hiding her gear. Salima’s
player rolls a successful Dexterity (Legerdemain)
test and gets a 5 on her Drama Die. That means the
gear is very well hidden indeed. When guards search
the stable, the Narrator reflects that by adding 2 to
the test’s target number. With the added difficulty,
none of the guards find anything and Salima enjoys
her drink in peace.

OuTCcoME

For some tests, it matters how well you succeed in rela-
tionship to how difficult the test was in the first place. This
is called the Outcome of the test. Outcome is simply the
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difference in value between the test result (the total of the
numbers rolled on the dice plus your ability and focus)
and the target number. A successful test has an Outcome
of at least 0 (where the test result is equal to the TN), and
different amounts of Outcome may influence the overall
effect of a successful test.

Your Narrator will tell you when the Outcome of a test
is important and ask you what it is.

CONVICTION

Whether it’s luck, talent, a blessing from the gods, or sheer
determination, heroes have something setting them apart
from everyone else, allowing them to perform amazing
deeds under the most difficult circumstances. In Blue
Rose that something is Conviction. Spending a Conviction
point can make the difference between success and failure.
When you're entrusted with the safety of the kingdom,
that means a lot!

GAINING CONVICTION

Player characters have Conviction based on their level,
starting out with 3 points of Conviction at level 1 and
gaining an additional point every two levels thereafter
(3rd, 5th, and so on). Non-player characters (NPCs) and
creatures do not have or use Conviction.

Using CONVICTION

Unless otherwise noted, spending a Conviction point
is a free action, taking no time, and can be done at any
moment you require. You may only spend one Conviction
point per round for any given benefit, however. So you
can spend a point of Conviction to dodge and another to
recover, but you cannot recover twice, or gain any benefit
of Conviction twice in the same round. You can spend
Conviction for any of the following effects.

REerOLL

One Conviction point allows you to reroll any one roll of
the dice you make, keeping the second result. This gener-
ally means rerolling a failed test in the hope of success,
although you can also reroll damage rolls. You cannot
spend a Conviction point to reroll die rolls made by the
Narrator or other players, including tests made in secret
for your character. Use the second roll to determine if a
test generates any stunt points.

DobDGE

You can spend a Conviction point to gain the benefit of a
Defend action (+2 to your Defense for the round) without
expending an action to do so.

16

SURGE

Spending a Conviction point can give you an additional
major or minor action during the round. Using this extra
action does not change your place in the initiative order.

RECOVER

You can spend a Conviction point to immediately regain
1d6 + Constitution + level in Health as a free action. At the
Narrator’s discretion, you can likewise spend a Convic-
tion point to immediately shake off some debilitating
or limiting effect, such as being temporarily blinded,
stunned, or in pain.

SURVIVE

Spending a Conviction point automatically stabilizes a
dying character at 0 Health. That character will not die
unless an enemy deliberately takes a major action to
deliver a killing blow. The stabilized character can recover
Health normally.

REDEMPTION

Conviction can also be used to counteract the accumulation
of Corruption points (see Chapter 2 for further details).

REGAINING CONVICTION

Heroes regain expended Conviction by doing something
in accordance with their Destiny or Fate that furthers
their Goals (see Destiny and Fate in Chapter 2). When
this happens, the character regains a point of Conviction
up to their starting amount based on level. The Narrator
decides when an action is appropriate to gain the Convic-
tion point, although players can suggest appropriate
moments in accordance with their characters’ personas.

Note that heroes can follow either their Destiny or Fate
to regain Conviction, and the Narrator may occasionally
use this to put temptation in a character’s way. Someone
with a Greedy Fate might have the opportunity to further
their Calling (and regain Conviction) through theft, for
example. If the character steals to further their Goal, they
get a point of Conviction, but also have to deal with the
consequences of their action.

The Narrator can also award characters Conviction for
a particularly impressive success or achievement in the
adventure that renews their confidence and faith. Over-
coming a difficult challenge or solving a complex puzzle
might give the heroes a burst of inspiration in the form of
renewed Conviction. The same may be true for the guid-
ance, advice, or comfort offered by important NPCs, such
as an encounter with a unicorn that fills the characters’
hearts with hope. The Narrator chooses when to do this,
but it should only happen once or twice in an adventure,
and may not occur at all in some adventures.
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TiME-KEEPING

It is the Narrator’s job to track time in the game. It is
divided into two types: narrative time and action time.

NARRATIVE TIME

For much of play, time tracking will be rough. It isnt impor-
tant to track things to the minute in most circumstances. If
you tell the Narrator you want to climb a ridge to get a view
of the surrounding countryside, the response might be, “It
takes you about an hour to make the climb.” Long distance
travel is usually handled this way. A Narrator might say,
“Three days later you ride into town.” This sort of loose
tracking is narrative time. A typical game will have sections
of narrative time interspersed with action time. When the
Narrator says, “Roll for initiative,” that’s the signal the
game is switching into action time.

AcTtioN TIME

When things get tense and it starts to matter who does
what and in which order, narrative time ends and action
time begins. Action time is most commonly used to handle
combat, but it has other uses as well. Anything that would
be considered an action scene in a movie can be handled
with action time.

While narrative time is loose, action time is more
tightly defined. Once it begins, the Narrator tracks time in
15-second increments called rounds (so there are 4 rounds
in a minute). During each round, every character or crea-
ture in the encounter gets an opportunity to act (called a
turn). Once everyone has taken a turn, the round ends and
a new one begins.

When action time begins, the following procedure is
used.

1. The Narrator says, “Roll for initiative.” Action time

is now in effect.

Each player makes an initiative roll. This is a
Dexterity (Initiative) ability test. The Narrator rolls
initiative for each major NPC and each group of
minor NPCs. (Major NPCs act individually, while
minor NPCs act together in groups.)

The Narrator compares the test results of all the
characters and arranges them from highest to lowest
into an initiative list. This is the order characters will
take their turns in each round of the current combat.
If there’s a tie, whoever rolled higher on the Drama
Die wins. If it’s still a tie, whoever has the higher
ability wins.

The character at the top of the initiative list takes
a turn; this might be an NPC (or group of them)
or a player character. On a turn, a character can
take a major action and a minor action, or two

17

minor actions. Once the actions are resolved, this
character’s turn is over.

The next character on the initiative list takes a turn.
Repeat step 5 until each character has taken a turn.

Once each character has taken a turn, the round
ends and a new one begins. Continue steps 4-7

each round. Initiative does not need to be rolled
again—the order remains set for the duration of the
encounter. If new characters join the encounter, they
roll initiative at the start of the round they appear
and are added to the initiative list.

When the encounter is finished, the Narrator
declares that action time is over. Narrative time now
resumes.

ExAMPLE:

The spy Salima, the knight Brigitte, and the noble
Bellian are investigating an ancient ruin when four
cultists attack them. The players each roll for initia-
tive and the Narrator rolls once for the cultists (as a
group —they will act at the same time on the initiative
list). Putting the test results in order, the Narrator
writes down the initiative list: Brigitte 14, Salima 12,
Cultists 9, and Bellian 8. Brigitte takes her turn first,
followed by Salima, the cultists, then Bellian. Then a
new round begins with Brigitte taking another turn,
and so on.

T AKING ACTIONS

When it's your turn in a round, you tell the Narrator
what you want to do. On your turn you can take a major
action and a minor action, or two minor actions. You can
take these in any order, and can even take fewer actions
if you like. You can talk while taking your actions, but
since a round is only 15 seconds long, what you can say
is limited.

A list of the most common major and minor actions
follows. You are not limited to these actions. If you want to
do something else, just say so and the Narrator will adju-
dicate it. The Narrator may require you to roll an ability
test depending on what you are trying to do.

There are two additional actions of importance: Concen-
trate and Reload. Concentrate is used to wield the power
of arcana and reload is used with missile weapons.
Depending on the arcanum, weapon, and related talents,
Concentrate and Reload can be major actions, minor
actions, or free actions.

Some actions take a negligible amount of time. They are
known as free actions and they don’t count toward your
usual limitation on actions. The rules note when some-
thing is a free action.
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MINOR ACTIONS
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A ALLy

You can use your own action to aid an ally. Your ally must
be within a number of yards equal to your Communica-
tion x 4 (minimum 2 yards for characters with Commu-
nication 0 or under). The ally gains a bonus minor action
and a +2 bonus on the next test of their choice for one
round after your turn. Rhy-bonded characters can always
aid each other if in the same scene, regardless of distance.

ArL-OuTt ATTACK

You attack one adjacent enemy in hand-to-hand combat,
throwing the full weight of your Strength behind the
attack, even though your ability to react to counterattacks
will suffer. If you hit, you do +1 damage, but whether or
not this attack hits, you suffer -1 to your Defense until
your next turn.

CHARGE

You move up to half your Speed (rounded down) in yards
and then make a melee attack against an adjacent enemy.
You gain a +1 bonus on your attack roll.

DEFEND

You focus on defending yourself this round. Until the
beginning of your next turn, you gain a +2 bonus to your
Defense. If you wish, you may give this Defense bonus to
an adjacent ally (within 2 yards) instead.

HeaL

You provide some quick first aid to an injured ally. You
must be adjacent to your ally and you must have bandages
ready. This is a TN 11 Intelligence (Healing) test. If you are
successful, your ally gets back an amount of Health equal
to the Drama Die + your Intelligence. A character cannot
benefit from another Heal action until additional damage
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MELEE ATTACK

You attack one adjacent enemy in hand-to-hand combat.
An enemy within 2 yards of you is considered adjacent.

RANGED ATTACK

You fire or throw a missile weapon at one visible enemy
within range.

Run

You can move up to double your Speed in yards. You
cannot take this action if you are prone (you’d need to use
the Move action to stand up first).
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ACTIVATE

This action allows you to start using certain abilities or
items, such as fighting styles and potions.

A

You take the measure of your opponent and plan your
next strike. If your next action is a melee attack or ranged
attack, you gain a +1 bonus on your attack roll.

Guarp Ur

You shift some of your attention to defense. Add +1 or
+2 (your choice) to your Defense until the end of this
round. However, you suffer the amount you choose as
a penalty to all tests you make, even opposed tests, for
the remainder of the current round as well. (This is a key
difference between the Guard Up and Defend actions.
Guard Up only lasts until the end of the round, whereas
Defend lasts until the beginning of your next turn.) If you
choose this minor action, you must do it before any major
action you take this turn. You can combine this action
with Defend, but remember the penalty applies to all tests
made for the rest of the round.

MAINTAIN

You spend some of your focus on maintaining an effect,
typically arcana (see Chapter 4: Arcana for examples),
although other effects may require you to maintain them
on subsequent rounds.

Y (0)% 3

You can move up to your Speed in yards. You can also go
prone, stand up, or mount a horse or vehicle, but if you
do so you can only move at half Speed (rounded down).

PREPARE

You pick one major action that you prepare to execute and
then end your turn. Any time until your next turn, you
can interrupt another character and take your prepared
action immediately. If you don’t use it by your next turn,
the action is lost. You cannot take the prepared action if
you've already taken a major action on your turn.

PRESS THE ATTACK

You stand ready to pursue an enemy if they should fall
back or flee your blows. Declare an adjacent enemy
combatant when you take this action. Until the beginning
of your next turn, if that enemy moves away from you,
you may immediately move up to your Speed in yards
in direct pursuit of that enemy at no additional cost in



actions. This occurs immediately after your foe’s move-
ment, before they can do anything else. However, you can
only use this minor action on an enemy you have already
successfully struck in melee combat this turn (whether
you inflicted damage or not). When you make your move,
it need not bring you adjacent to that enemy if you can’t
go that fast. In that case, you simply move as far as you
can before stopping. You are free to forego some or all of
the movement this action allows when your enemy trig-
gers it, if you wish.

ReaDY

You can unsheathe a weapon, pull out a potion, or other-
wise ready an item that is stowed. As part of this action,
you can put away something already in hand. You
could thus put away your bow and a draw a sword, for
example.

StanD FiIRM

You lower your weight and prepare to resist any and all
efforts to move you from the place where you stand. Until
the beginning of your next turn, any enemy who uses the
Skirmish or Knock Prone combat stunts to move you or
knock you to the ground must succeed in an opposed
test pitting their Strength (Might) vs. your choice of your
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own Strength (Might) or Dexterity (Acrobatics) in order
to move you or knock you prone. This test can only be
attempted after your opponent spends the relevant stunt
points, which are nevertheless expended to no effect if
you win the test. An opponent who attempts to Skirmish
you more than once as part of a single attack (to move
you more than 2 yards) only makes a single opposed test
against you, with all the skirmishing movement hanging
in the balance.

V ARIABLE ACTIONS

CONCENTRATE

You focus your mind and spirit to use an arcanum (see
Chapter 4: Arcana), which may require a test. Concen-

trate may be a major action, minor action, or free action
depending on the arcanum used. Some other abilities
may also require a minor action devoted to concentrating
enough to maintain their effects.

RELoAD

You reload a missile weapon. This may be a major action,
minor action, or free action depending on the weapon,
your talents, and the stunts used.




CHAPTER 1: GAMEPLAY BASICS

CoMBAT ENCOUNTERS

Sometimes words are not enough. Sometimes conflict
can only be settled through combat. Novice adventurers
sometimes seek out such trials in the quest for honor and
glory; veterans know that any fight you walk away from
is a good one. Few are ready for the overpowering din
of battle. Arrows hiss through the air, steel clashes with
steel, arcane fire explodes, and the injured and dying cry
for aid.

Combeat is the major feature of action time. Like every-
thing else in Blue Rose, the core of combat is the ability test.
Since lives are on the line, however, some additional rules
are required. Specifically, you need to know how attacks
are made, how damage is inflicted, and what it takes to
kill a character.

MAKING ATTACKS

There are two basic types of attack: melee and ranged
(attacks using arcana are covered in Chapter 4: Arcana).
Both are handled the same way.

1. You start by picking a target. To make a melee
attack, you must be adjacent to your opponent.
Adjacent means within 2 yards of your target. To
make a missile attack, you must be able to see your
target and be within range. See the Weapons section
in Chapter 2 for more information about weapon

ranges and any associated penalties.

You make an attack roll. This is an ability test based
on the weapons group of the weapon you are using
to attack with (Fighting for Heavy Blades, for
example, or Accuracy for Bows). This is modified
by a focus, if applicable, and any other relevant
bonuses (such as aiming, charging, arcane items,
talents, etc.).

Your attack roll is a basic ability test. Your target
number is your opponent’s Defense.

If your test result is equal to or greater than your
opponent’s Defense, your attack has hit.

ExXAMPLE

It’s the warrior Brigitte’s turn. She sees a cultist 3
yards away and uses the Charge action to close the
distance and make an attack. Brigitte’s player makes
an attack roll. Brigitte is using a longsword, so this is
a Fighting (Heavy Blades) ability test. The roll is a 9,
and she gets +3 for her Fighting ability, +2 because
she has the Heavy Blades focus, and another +1 for
charging. Her test result for the attack roll is thus 15
(9 + 3 + 2 + 1). This beats the cultist’s Defense, so
Brigitte hits him with her longsword.
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INFLICTING DAMAGE

Once you've hit an opponent, you then inflict damage.
Your damage roll determines if you struck a telling blow
or one that was glancing and ineffectual. Armor is impor-
tant here, as it protects the wearer from a certain amount
of damage. The procedure for calculating damage follows:

1. Roll your weapon’s damage and add your Strength
ability and any other relevant modifiers (such as
talents and arcana). You can find the damage for each
weapon in the Weapons section in Chapter 2. For
certain weapons (such as bows), you add Perception

instead of Strength to the weapon’s damage.

Subtract the armor rating of your opponent’s armor
(unless it's penetrating damage, in which case skip
this step).

The result of steps 1 and 2 is your damage total.
You inflict this amount of Health damage on your
opponent. Note that if your opponent is well
armored, you may hit but inflict no damage at all.

ExAMPLE

The warrior Brigitte has just hit a cultist with a long-
sword. The longsword’s damage is 2d6, so Brigitte’s
player rolls 2d6 and gets an 8. She adds Brigitte’s
Strength of 3, and then subtracts the cultist’s armor
rating of 2. The damage total is 9 (8 + 3 —2), so the
Narrator deducts 9 from the cultist’s Health.

KiLLING CHARACTERS

As characters lose Health, they get closer to death. Player
characters whose Health reaches 0 are dying. They will die
after a number of rounds equal to 2 + their Constitution
unless they receive healing. Dying characters can talk but
can’t take any other actions. They die at the start of their turn
on their final round, so allies have until then to save them.

Most NPCs simply die when their Health reaches 0.
However, Narrators may choose to apply the player char-
acter rules to major NPCs as well.

Note that Health never goes below 0 (there is no nega-
tive