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Good evening. You're about to have
so much fun, it’s frightening,

You are about to enter the world of
CHILL, where unknown things sneak,
and crawl, and creep. and slither in
the darkness of a moonless night.
This is the world of horror, the world
of the vampire, ghost, and ghoul, the
world of things not known, and best
not dreamt of. CHILL is a role-playing
game of adventure into the Unknown,
and your first adventure is about to
begin.

WHO CAN PLAY?

Anyone who enjoys being scared can
enjoy CHILL. However, it is recom-
mended that players be at least 12
years old. CHILL can be played by a
group of two to nine players. A group
of four or five players usually has the
most fun.

WHAT IS
A ROLE-PLAYING GAME?

Remember when you used to play
“make believe” as a child? Youwere a
cowboy, an Indian princess, a pirate
or a nurse—anyone who appealed to
your fancy. In the world of imagination,
you became other characters, doing
what they did, feeling what they felt.

Sometimes, when other kids joined
in, problems came up. You'd shoot
the bad guy, but the bad guy wouldn’t
fall down; there were no rules, and
there was no referee to make sure
everybody had a good time.

Playing a role-playing game is a
more adult way to play make believe.
You pretend to be somebody else. In
your imagination, you act and feel
just like the character you pretend to
be. The rules of the game, some dice,
and a referee help decide whether
your character succeeds in what he or
she is trying to do. In a role-playing
game, the bad guys do fall down when
you shoot them; the referee makes
sure they play by the rules!

WHAT’S IN THE BOX?

As you begin your journey into the
realm of fear, let’s take a look at what
you’ll carry with you—the contents of

your CHILL game. Take a quick look
ateach item as you read the following
descriptions:

This eight-page folder. This folder
has four pages of introductory rules
and four pages with information
about some interesting people. Lift
out the four pages with the information
about the people, and cut out the
eight cards along the heavy black
lines. You should now have eight
character cards. Set these aside; you'll
be using them soon.

The 16-page adventure scenario,
“Terror In Warwick House.” This is the
adventure you're going to play in just
a few minutes. For now, set that booklet
aside, and don’t let anyone look
through it; seeing it ahead of time will
spoil the fun.

The big 64-page Campaign Book.
This book contains lots of information
foruse in later games. For now, turnit
over so the CHILL Action Table on the
back cover can be seen by everyone.

The 32-page Horrors from the
Unknown book. This book tells of
strange evil creatures and explains
their horrible powers. You'll be using
itin later games. There’s even a special
page for keeping track of creatures
during play; copy it for use in later
games. Right now, turn it over and
place it so everyone can see the
CHILL Action Table on the back
cover. You should now have two
copies of the Action Table in front of
you, so everyone can see one when
they need to during play.

The game map. Unfold the game
map and lay it out on the table. One
side is a map of The World of Chill,
showing lots of exciting places you'll
explore in future games. But for now,

. turn the map over to the black and.

white side. This side has the maps of
the three floors of Warwick House.
These maps are the game board for
your first CHILL adventure.

The counters. The 140 cardboard
playing pieces represent both your
characters and other characters,
animals and creatures you will meet
during the game. Notice that the
counters are also printed on the back:
the backs show items of furniture,
vehicles, doors, and stairs which you
can use during your first game and in
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later games. During play., move the
counters to show where the characters
are. For now, set the counters aside;
you'll be using them in just a few
minutes.

The dice. The three oddly shaped
dice are called ten-sided dice. Each
die has ten sides, numbered 0 through
9. The dice can be used in several
different ways; these are explained in
“Using The Dice.”

Additional equipment. Each player

* will need a sheet of scratch paper and

a pencil.
THE CHILLMASTER

One player in the group gets to play a
very special role in the game. This
player is called the CHILL Master (or
“CM?"). The CM does not pretend to
be a character in the same way the
other players do. Instead, the CM gets
to play all the creatures and people
that the other players’ characters
meet during the game. The CM is also
like a referee: he or she applies the
rules of the game and helps the other
players through their adventures.

Right now, pick one playertobe the
CM for your first CHILL game.
Normally, this will be the player who
bought the game. However, if someone
in your group has played a role-playing
game before, thatplayeris alsoa good
choice for CM.

Now that you have chosen your
CM, hand him or her this booklet.
The CM can begin learning to be a
CM right now, by leading the group
through the rest of these introductory

_ instructions!

By the way, from now on, when
these instructions talk about the
“players” of the game, they'll be talking
about all the players except the CM.
The CM will always be called “the
CcM.”

THE CHARACTERS

The characters the players pretend to
be, or “play,” during a CHILL game
are very special people indeed! The
characters belong to a secret organ-
ization dedicated to protecting the
world from horrible, evil creatéres.
This secret organization is named



“Societas Albae Viae Eternitata.”
which is Latin for “The Eternal Society
of the White Way.” The society is
usually just called “S.A.V.E."(the
abbreviation of its Latin name), or
sometimes simply “the society.”

All members of S.A.V.E. share one
great secret: many of the things the
civilized world regards as mere myths
or legends, things like the vampire,
ghost, and ghoul, really do exist. These
creatures dwell in another dimension
or world which SA.V.E. calls “the
Unknown.” The mission of S.A.V.E.
istolearn allitcan about the Unknown,
and to stop the creatures from the
Unknown when they enter the every-
day world of normal people and begin
using their horrible powers! In short,
the “White Way” of S.A V.E. stands
against the darkness of the creatures’
“Evil Way.”

Nowitis time to pick the characters
the players want to play in their first
CHILL adventure. Place the character
cards where everyone can see them
and let each player pick one character.
Each player will pretend to be the
character described on his or her
card. If more than one player wants
the same character, have each of
those players roll one of the ten-sided
dice. The player with the highest die
roll gets first choice of characters.

Have each player look at his or her
character card. The front of the card
shows a picture of the character, tells
thecharacter'sname, and then givesa
listing of the character's Basic Abilities.
Next to each Basic Ability is a number:
this numbertells the player how good
the character is in that Basic Ability.
The numbers themselves are called
Ability scores. The lowest possible score
a character can have in any Ability is
26; the highest possible score is 80.

Let's run through these Abilities
quickly. Strength, obviously. refers to
the character’'s muscle power. Dexterity
is hand-eye coordination, very impor-
tant when you want to fire a gun!
Agility is the ability to control your
whole body and move quickly. leaping,
jumping, and doing other difficult
things. Personality is how the character
gets along with others. Perception helps
characters notice important clues or
other things—like the hideous creature

waiting behind the door to jump.

them! Willpower is the character's
courage and determination. Luck is
just that; the random element in life.
Stamina is how much damage a
character can take before he or she is
knocked out or (gulp!) killed.

Each of the characters also has
several skills. Skills have scores just
like Basic Abilities do, but the range
of skill scores runs from 41 (the lowest)
to 135 (the highest). Skills help char-
acters do special things during a game;
for example, a character with Martial
Arts skill makes a terrific hand-to-
hand fighter, while a character with
Medicine skill can help that martial
arts expert heal up after he tries to
karate chop a vampire!

Finally, there are two special scores
on the character card: Unskilled Melee
and Sensing Unknown. Unskilled
Melee is the score a character uses

‘when he has to fight something hand-

to-hand and doesn’t have any other
skill to use! The character uses his
Sensing Unknown score to tell when
some evil thing from the Unknown,
such as an invisible ghost, is lurking
nearby. ‘

Don’t worry about trying to remem-
ber all these facts right now; as you
play your first CHILL adventure,
“Terror In Warwick House,” the use
of Abilities and skills will become
more and more familiar. Right now,
it's time to learn a little bit about how
to use the dice in the game!

USING THE DICE

Take a minute to look at the ten-sided
dice. There are three of them, each a
different color. They can be rolled
just like normal six-sided dice. but
they are much more useful! The dice
are used in several ways to determine
how successful the characters are at
doing what the players want them
todo. -

First, roll one of the dice. The
number that comes up on top is the
numberrolled. Ifthe numberrolled is
“0,” it is read as “10" instead.

Next, roll two or three of the dice
together, and add the results, remem-
bering that any “0” rolled counts as
“10.” During the game, rolls like this
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are called “rolls of d10.” The small-
letter “d” stands for “dice.” and the
*10" indicates that ten-sided dice are
used. Often, the abbreviation “d10”
will have another number in front of
it, such as “2d10” or *3d10.” These
abbreviations mean to roll two or
three of the ten-sided dice and add
the results together.

The dice can also be used to “roll
percents.” that is, numbers between 1
and 100. When percents are rolled.
the dice are read differently. One die
is always used to represent “tens,”
and another die is always used to
represent “ones”. The final result is
read as a two-digit number. When
rolling percents, a “0" is read as a “0.”
notasa“10.” A roll of “0” on both dice
is read as “100.”

Right now, the CM should decide
which die will be used as the “tens”
die in your game, and which will be
used as the “ones” die. Let’s say the
CM decides to make a red die the
“tens” die and a white die the “ones”
die. A roll of “5” onthe red die and “6”
onthe white die would then be read as
“56.” A roll of *“0” on the red die and
*5” on the white die would be read as
“05" orjust“5.” Arollof“5” on the red
die and “0” on the white die would be
read as “50.”

HOW TO PLAY CHILL

We're almost ready to start your first
CHILL adventure. But before we do.
let’s get a basic idea of the way the
game works. '

A CHILL game is a continual
conversation between the CM and
the players. The CM, based on the
information provided in the adventure
scenario, tells the players what their
characters can see, hear, and sense.
Then players tell the CM what actions
they want their characters to take.
Now the CM and the players roll dice
to see if those actions succeed.

Here's an example of what you
might hearif you were to stand beside
a table while a group of people were
playing a CHILL game:

CM: Okay, Bob, your character is
standing just outside the gate of the
cemetery. It's about haif past midnight.
The moon is full, but its light is weak



through the thick, yellowish fog clinging
to everything in sight. You know the
thing you were chasing is somewhere
on the otherside of thatgate. Jane and
Mary Beth, your characters are right
alongside Bob's.

Jane: Let's go inside. We know it's
in there. I have a pistol, so we should
be safe enough.

Bob: I'm not sure. What if it’s
something that bullets won't hurt?

Mary Beth: Oh, come on. Let’s at
least find out what it is. We can
always run away...

Bob: Well..I hope so. Okay, we
open the gate as quietly as possible
and move into the cemetery. Do we
see anything?

CM: Let's have everyone roll a
percent. (Each of the players rolls a
percent.) Too bad, Bob. You and Jane
both rolled higher than your Perception

scores. Mary Beth, you rolled lower

than your Perception score, so you
hear the low growling coming from
just behind the tombstone that's
about 10 feet off to your right. What
do you want to do?

Mary Beth: I'll tell the others, right
now! I'm shouting at them, telling them
there’s something right over there!

CM: Even as you begin shouting,
you behold the hideous form of the
largest wolf you have ever seen rise
slowly from behind the stone. Its
gleaming, burning red eyes seem to
be staring straight at you....

THE GENERAL CHECK

In our example, the characters rolled
a percent, trying to roll equal to or
lower than one of their Basic Ability
scores, in this case, Perception. Those
who rolled higher than the Ability
score failed to hear the wolf. Mary
Beth rolled equal to or less than her
character's Perception score, and thus
succeeded in hearing the wolf before
it moved to attack. (Lucky break for
the other characters!)

Rolling a percent and comparing it
to an Ability score (orin some cases a
skill score) is called making a general
check. Usually, the name of the
Ability score or skill score is mentioned
when a check is required: Mary Beth
made a “general Perception check.”

or “rolled a general check against her
Perception.” The general checkisone

of the two basic procedures used over

and over in a CHILL game.

SPECIFIC CHECKS ON THE
CHILL"™ ACTION TABLE

The second basic procedure used in
the game is called a specific check.
Specific checks are used when the
players need to find a very specific
result, such as how much damage a
gunshot does to a creature. For
example, let's suppose that Jane's
character decided to fire her pistol at
the wolf. She would make a specific
check using her Dexterity score. This
procedure is similar to a general check:

‘Step 1. The player rolls a percent

‘and compares the dice roll to the

character’s Ability score or skill score.

Step 2. If the dice roll is greater than
the Ability score or skill score, the
player's character has failed the
check. Ifthe dice roll is equal to or less
than the Ability score or skill score.
the character has made a successful
check, and the player should go to
Step 3.

Step 3. Subtract the number rolled
on the dice from the Ability score or
skill score against which it was being
checked.

Step4. Find the difference obtained
in Step 3 in one of the ranges of
numbers on the CHILL Action Table
under the heading “Attack Margin.”
These ranges of numbers are printed
in red. For example, let's say that
Jane's character's Dexterity score was
66. and that Jane's dice roll was a 35.
The difference between the score and
the dice rollis 31 (66-35=31). Looking
at the Attack Margin ranges on the
CHILL Action Table, we can see that
31 lies in the “30-49" range. Jane will
find the results of her shot in the *30-
49" row on the Action Table.

Step 5. Find the column to be used
on the Action Table. The game rules
will teach the CM which columns are
used for different specific checks. In
this example. we are dealing with a
pistol shot. The column to use for
resolving all gunfire is always found
by rolling one ten-sided die (1d10). So
inthis case.the CM would roll 1d10to

3

find the number of the column to use.
Let's suppose that in this case the CM
rolls a*“5.” The result will be found on
column 5, the column under the blue
“5™ at the top of the Action Table.

Step 6. Read across the row on the
table found in Step 4 and down the
column found in Step 5. This is called
cross-indexing. The box where the
column and the row meet contains
one or more letters. These letters are
codes for a specific result.

In the example we are using, the
CM cross-indexes the “30-49” row
with the “5” column, to find the letter
code “MK.”

~ Finally. the CM finds the meaning
of the letter code. Firing a pistol is
certainly “armed combat,” so the CM
would look at the “Armed Combat
Results” key printed beneath the
Action Table. There he would find
that the “M™ result means that the
shot has caused a medium wound to
the wolf, who loses 4 to 40 points of
Stamina! The CM rolls 2d10, adds
them together, and multiplies the
sum by 2. The resulting number is the
amount of Stamina the wolf loses. In
addition, the “K” result means that
the wolf is knocked back five feet by
the force of the bullet, and falls to
the ground!

Specific checks on the CHILL™
Action Table are used to find the
result of almost every major action in
the game. The Campaign Book and
the Horrors from the Unknown book
each contain many different result
keys for reading the letter codes on
the Action Table.

Don’t worry about understanding
all the codes right now. All you need
to know now is the basic procedure:
rolling a specific check and finding
the letter code result on the Action
Table.

THE ART

The "Art” is the ability to perceive or
use the energies of the Unknown
world. As you've been told. all players’
characters can sense “the Unknown.”
Creatures from the Unknown can
draw on the energies from the
Unknown World to cause special
effects during an adventure. The form



of the Art used by creatures is called
“the Evil Way.” The different effects of
the Evil Way are called “disciplines.”

OPEN THE DOOR....

We're about to begin your first
CHILL"™ adventure. Make sure each
player. including the CM. has a sheet
of scratch paper and pencil handy. Be
sure each player has his or her char-
acter card. Now, pick up the sheet of
playing pieces and punch out the
counter for each player's character.

These counters are in the upper left
cornerof the counter sheet. Give each
player his or her counter. Have each
player place his or her counter on the
game map in one of the squares
outside the front door of Warwick
House. Make sure there are no more
than two counters in a single square.

STEP INTO TERROR....

Open the booklet. “Terror In Warwick
House,"” and begin your first CHILL
game adventure.

If any of the parts of your CHILL
game are damaged or missing. or if
you have any questions about the
game. please write to:

PACESETTER. Ltd. of Wisconsin
P.O.B. 451

‘Delavan, WI 53115

Please enclose a self-addressed.

stamped envelope.

CHILL. CHILL: ADVENTURES INTO THE UNKNOWN, and ADVENTURES INTO THE UNKNOWN are trademarks owned by Pacesetter Limited of Wisconsin.

Copyright © 1984 All Rights Reserved. Printed in US.A.

This book is protected under the copyright laws of the United States of America. Any reproduction or unauthorized use of the material or artwork contained herein is
prohibited without the express written consent of Pacesetter. Ltd
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BASIC ABILITIES

Strength 62 Perception
Dexterity- 66 Willpower
Agility 60 Luck

Personality 54 Stamina

BASIC ABILITIES

Strength 40 Perception 64
Dexterity 52 Willpower 62
Agility 50 Luck 44
Personality 60 Stamina 54

Unskilled Sense Unskilled Sense

Melee 61 Unknown 10 W 2 Melee 45 Unknown 12
SKILLS /

Name Rank  Score . W%:WPM Rank Score
Thrown A Biology Teacher 93

Weapon: Javelin Teacher 96 Investigation Student 72
Contemporary

Language: Spanish Student 70

BASIC ABILITIES

Strength 68 Perception
Dexterity 60 Willpower
Agility 58 Luck

Personality 50 Stamina

BASIC ABILITIES

Strength 58 Perception 64
Dexterity 52 Willpower 60
Agility 44 Luck 38
Personality 54 Stamina 50

Unskilled Sense | \My, [€ —. Unskilled Sense

Melee 63 Unknown 15 [ ) Melee 51 Unknown 12

SKILLS SKILLS

Name Rank Score af | Name Rank  Score

Martial Arts Teacher 94 B =/ ~ Anthropology/

Outdoor Survival Student 79N v / Archaeology Teacher 22
\ \ Revolver Student 67

Antiques Student 66

Paul Wysocki Professor Ellsworth Smythe, III



Pablo “Bubba” Rodriguez

Nationality: American

WOUNDS PERSONAL DATA
Scratch () () Age: 21

Light () () Ht: 6’4
Medium ( ) () Wt: 220

Heavy () ) Hair: Black
Critical ) Eyes: Brown

Pablois an athletic Mexican-American who is finishing his senior
year at Severn College. He has made quite a name for himselfas an
athlete, and is starring quarterback on the college football team
Pablo was born in San Antonio, Texas. He speaks only a little
Spanish, but can understand the language quite well. His athletic
size and stature early earned him the nickname “Bubba.”

Pablo was contacted by S.A.V.E. and accepted as a member after
he had an inexplicable experience with a ghost while touring some
ancient ruins in Mexico.

Cindy Cohen

Nationality: American

WOUNDS PERSONAL DATA
Scratch () () Age: 22

Light () () Ht: 5°5”
Medium ( ) () Wwt: 120

Heavy () () Hair: Black
Critical () Eyes: Brown

Cindy is a graduate studentin the Department of Biology at Severn
College. She is currently putting the finishing touches on her
doctoral dissertation. .

Cindy usually wears her hair shoulder length, and is most
comfortable in skirt and sweater outfits.

Cindy joined S.A.V.E. after she unquestionably saw a mummy
track down and then strangle an archaeologist from Israel while
she was visiting that country. Of course. neither the Israeli nor the
American governments believed her account. SA.V.E. .n@:SQna
her immediately. and she is considered a very promising new
member.

Paul Wysocki

Professor Ellsworth Smythe, ITI

Nationality: American

WOUNDS PERSONAL DATA
Scratch () () Age: 24

Light () () Ht: 5°10”
Medium ( ) () Wit: 165
Heavy () () Hair: Brown
Critical () Eyes: Green

Paul wears a well-groomed moustache and has thick curly hair. He
prefers to wear blue-jeans and a T-shirt unless the situation
absolutely dictates other attire.

Paul is a Martial Arts instructor. He keeps his own small school,
and also teaches a few classes at Severn College. His friends know
him to be something of a solitary individual, but are certain he is

absolutely trustworthy.
Paul enjoys camping and all types of outdoor sports.

Weapon: revolver

Nationality: American

WOUNDS PERSONAL DATA
Scratch () () Age: 55

Light () () Hit: 5°9”
Medium ( ) () Wt: 155

Heavy () () Hair  Gray
Critical () Eyes: Gray

Smythe is a professor of Anthropology and Archaelogy at Severn
College. He is well known on campus for his goatee. wire-rimmed
glasses, and habit of wearing old, safari style clothes. The professor
smokes a pipe.

Smythe collects and knows how to use antique pistols of all
types. He enjoys telling friends the story of the Egyptian Pharoah’s
mummy which, through a bizarre set of circumstances. came to be
buried in the chapel cemetery at Middlebury College, where
Smythe did his undergraduate work.

Smythe took his doctorate from Harvard. He is currently
preparing to publish his second book. “Ancient Superstitions in
Modern Society.”



BASIC ABILITIES ,

Strength 62 Perception 50
Dexterity 48 Willpower 52
Agility 66 Luck 54
Personality 64 Stamina 62

BASIC ABILITIES

Strength 50 Perception 54
Dexterity 62 Willpower 50
Agility 60 Luck 52
Personality 78 Stamina 50

Unskilled Sense Unskilled Sense

Melee 55 Unknown 10 Melee 64 Unknown 10
SKILLS

W%Wﬁm Rank  Score Name Rank Score

Acting/Drama Teacher 91 Modeling Teacher 82

Disguise Student 85 Martial Arts Student 72

BASIC ABILITIES

Strength 54 Perception 74
Dexterity 66 Willpower 56
Agility 56 Luck 40
Personality 54 Stamina 56

BASIC ABILITIES

Strength 52 Perception 60
Dexterity 58 Willpower 50
Agility 52 Luck 54
Personality 62 Stamina 40

Unskilled Sense Unskilled Sense

Melee 55 Unknown 14 Melee 52 Unknown 12

SKILLS SKILLS

Name Rank Score Name Rank Score

Medicine Teacher 86 Journalism Teacher 86

Automatic pistol Student 81 Photography Student 74
Revolver Student 73

Dr. Robert Samuels, M.D.__ § Jamie O’Riley



' Teri Yih

| Nationality: American

WOUNDS PERSONAL DATA
Scratch () () Age: 32

Light () () Ht: 5°3”
Medium ( ) () Wt 115
Heavy () ) Hair: Black
Critical () Eyes: Brown

Teri Yih is a highly talented woman of Oriental background who
teaches Acting and Drama at Severn College. Her beauty and
extremely pleasant personality make her a favorite with the
students.

Miss Yih was contacted by S.A.V.E. after an encounter with a
legendary Oriental creature whose exact nature has still not been
determined. She now puts her skills as an actress and user of
disguises at the disposal of S.AVE.

Dr. Robert Samuels, M.D.

Nationality: American

Weapon: automatic pistol

WOUNDS PERSONAL DATA
Scratch () () Age: 32

Light () () Ht: 64”
Medium ( ) () Wt: 210

Heavy () () Hair:  Black
Critical () Eyes: Brown

Dr. Samuels is a prominent young Black surgeon. Born in
Washington, D.C., Dr. Samuels graduated from Georgetown
University and then pursued medical studies at Johns Hopkins,
where he graduated with honors.

The doctor sports a moustache and wears his hair stylishly long.
His temples are prematurely grey. Overall, his appearance is best
described as distinguised.

Dr. Samuels is skilled with the automatic pistol. His hobbies
include skiing and reading poetry.

i

i

i

Gina Diamond

Nationality: English

WOUNDS PERSONAL DATA
Scratch () () Age: 25

Light () () Ht: 5°8”
Medium ( ) () Wt 105

Heavy () () Hair: Brown
Critical () Eyes: Brown

Gina Diamond is a strikingly beautiful woman who has served asa
cover model for a number of glamor magazines. She has alsohad a
few film roles, although she as yet has no training in acting. Gina
stays in shape with daily Martial Arts exercises.

Gina was born in London, England, and has travelled a great
deal in Europe and the United States. :

Jamie O’Riley Weapon: revolver

Nationality: American

WOUNDS PERSONAL DATA
Scratch () () Age: 29

Light () () Ht: 5°3”
Medium () () Wit: 105
Heavy () ) Hair: Red
Critical () Eyes: Green

Jamie is an attractive woman of Irish-American descent. She tends
to wear her red hair in a “natural” style. and dresses conservatively.

Jamie first received acclaim as an investigative reporter while
working for an Indiana newspaper. Her expose on living oo.:.&-
tions of migrant workers caused quite a stir in local politics.
Nevertheless. Jamie was laughed out of town and out of her first job
when she tried to file a report about a vampire living near Elkhart,
Indiana. story came to the attention of SA.V.E. envoys in Chicago.
who confirmed the existence of the vampire and helpedJ amie find
her current job with the “Severn Villager.”

This active reporter is always within reach of a cup of coffee.
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PROLOGUE

Lord Boulton didn’t realize the risk he was taking. He had no room in his
mind for such thoughts; the THING he was pursuing had seen to that. As
Boulton followed IT into the long forgotten cemetery, his entire being centered
on a single goal: to find and destroy the nameless creature.

. IT was just ahead now, a dark shadow ﬂxttlng teasingly out of reach over
the brown waves of dead grass, between the ruins of marble stones. In his
mind Boulton could hear the THING'S feminine laughter mock him, as if
this graveyard meeting could actually end in a way that ke, the famous
nobleman and soldier of fortune, had not foreseen.
~ Boulton did not notice the full moon reflected in the dew drops on the
cold, glossed gray gravemarkers. Nor did he notice the upstanding wing of a
toppled marble angel lying just in front of him—not until it was too late.

As his shin smacked into the cold, hard stone, Boulton stumbled and fell.
Instinctively, his grip tightened on his single-shot flintlock pistol, his only
protection from the THING. He was in the middle of his fall before he
realized his mistake, but there was not time to correct his action; the pistol
discharged his only protection into the damp air.

" Boulton lay silently on the wet ground, listening intently for any
approaching sound. He heard only the pulse of his own blood beating
rapidly through his temples a small sound against the deep and utter silence.

Slowly, and with growing horror, the Englishman began to realize what
had happened to him. IT had lured him to'a place far from sight and
earshot—the place where IT controlled everything that took place! Boulton’s
blood ran as cold as the dew beneath him. IT had changed the rules. No
longer the hunter, Boulton was the prey, stalked by that taunting black
shadow. Suddenly, the rows of tombstones seemed to glitter like fangs the
air felt even colder.

The man scrambled to his feet and took one wild running step, only to
crash to the damp ground again. He spit the moist earth from his mouth
and raised his head, his eyes struggling to adjust to the utter darkness

" A hand touched his face. But he felt no warmth of human reassurance in
that other hand, no sense of comradeship against the dark foes of the night.
Boulton shrank from the touch. Then scrambled back. Then shouted. For
now he could see the hand, rising like a pale, icy plant, from the churning
soil of a grave.

Screaming in desperation, Boulton grabbed his pistol by the barrel and ~
hammered the relentless dead thing which held him captive and heiplf.tssg S
on the ground. The blows landed wetly, without effect; for the han¢_ A
dead, felt nothing but the commands of the tall shape, blacker than‘ n
shadow which began to form bes1de the struggling Lord Bouim
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PART I: INTRODUCTION

Heh, heh, heh. Scared yet? Notreally?
Ah, well, you’ve yet to see what else I
have in store for poor Lord Boulton,
and for you.

But forgive me. I haven'tintroduced
myself. Call me “Raven.” I'll be perched
onyourshoulderasyouwalk through
the world of your own worst fears, the
world of things that go bump in the
night or make other, more.. 1nterest1ng
sounds. This is the world of CHILL™:
Adventures into the Unknown, the
role-playing game where you get the
rare chance to share Lord Boulton’s
fate (or to avoid it—if you're smart
enough, quick enough, brave enough,
and lucky enough).

Ifyou've never played a role-playing
game before, or if you haven’t gone
through the 8-page introductory folder
and the 16-page adventure scenario,
“Terror In Warwick House,” you'd
better stop reading now. The introduc-
tory material makes it easier to under-
stand the information in this rulebook.
Stepping into the world of a CHILL
game without that knowledge could
be a grave mistake. If you've finished
the adventure scenario, you can begin
reading this book now.

Ah,Iseeyouve decided to proceed.
Excellent! This book contains all you
need to know about character creation,
skills, backgrounds, movement and
combat, interacting with men, animals,
and other creatures, the uses of the
Art which open men’s perceptions to
the world beyond, and ways to create
your own horrifying adventures. It’s
time to begin. You'll have so much
fun just reading this, it's frightening...
heh, heh, heh....

WHAT YOU ALREADY KNOW

From playing the adventure scenario
“Terror In Warwick House” you have
already learned a great deal about the
CHILL™ game, what it's all about,
and how it works. Let’s take a moment
to go over what you already know.
CHILL is a role-playing game.
Each of the players except one, the
CHILL Master (or “CM”), plays the
role of a character dedicated to invest-
igating and, when necessary, fighting
the evil forces of the Unknown. While
the game uses a few numbers, such as

Basic Ability scores and skill scores,
to help determine what a character
can and cannot do, each player
brings his or her.character to life by
pretending to be that character during
the adventure.

The CM has many roles and func-

tionsinthe game. Heorsheacts asthe

eyes and ears of the characters, by
telling the players what their char-
acters can see and hear. He or she
plays the make-believe roles of all the
creatures, animals, and people the
characters meet during their adven-
tures. The CM also interprets the
rules of the game and makes sure they
are used consistently and fairly. Even-
tually, most CMs start creating their
own adventure scenarios for their
players’ enjoyment. Above all else,
the CM seestoitthatthe gameis FUN
for each and every player.

In a CHILL™ game, each of the
players characters is a member of
S.A.V.E., a special, secret organization
dedlcated to fighting the evil creatures
that come from another world or
dimension called the “Unknown.”
S.AV.E. can provide information,
equipment, and support for the char-
acters in their struggle against terri-
fying evil. However, the organization
won’t rescue characters who blunder
into a dangerous situation through
their own foolishness!

The actual play of a CHILL game
is like a running conversation between
the CM and the players: the CM des-
cribes situations, and the players tell
the CM what actions they want their
characters to take. Both the CM and
the players often use the dice to figure
out whether the characters succeed at
the things they're trying to do.

Sometimes, the CM has the players
roll the dice and compare the number
rolled to one of their Basic Ability
scores or skill scores. If the number
rolled is higher than the appropriate
score, the character has failed the
attempted action. If the number rolled
is equal to or less than the score, the
character has succeeded. This pro-
cedure is used many times in a CHILL
Game; it’s called a general check. In
game lingo, the CM often asks a
player to “roll against” a particular
score. For example, if the CM says,
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“Roll a general check against your
Agility,” he means “Roll the dice and
try to roll a number equal to or less
than your character’s Agility score.”

Many times during play, the CM
and the players will want to know
more than just whether or not the
character succeeded ata given action;
they will want to know the specific

" .results of the action. It's not enough to

know your gunshot hit that poisonous
snake; you’d rather know whether the
snake died, or whether it’s only
scratched—coiled . in the high grass,
ready for revenge. That's where the
CHILL"™ Action Table comes in.
The Action Table helps to deter-
mine the specific outcomes of the
actions of characters, animals, and
creatures. In fact, the Action Table
resolves almost anything that can or
does happen in the game, from deter-
mining how much damage a character
did to the snake when he shot it to
what that nasty bat-thing in the attic
is doing while a character is asleep!
Using the Action Table calls for
another type of dice roll called a
specific check. A specific check is just
like a general check, butitincludesan
extra step. First, roll percentage dice
toseeif an action succeeds, just as you
would make a general check. (If the
dice roll is equal to or less than the
score being rolled against, the action
succeeds.) If successisindicated, sub-
tract the result of the roll from the
score. For example, if the roll is 50
and the score~your Agility score, let’s
say—is 70, then the final result is 20.
Now you're ready to use the Action
Table. Find the result of the specific
check (in our example it’s 20) in the
Attack Margin column. Then “cross-
index”: that means you follow the row
you just found until you reach a code
shared by the appropriate column.
The column varies according to the
action; you'll learn which column to
goto—and how to read the results—as
you continue to look over the rules.

A PREVIEW

The rest of this book is a detailed
guide to the world of a CHILL™
game. It's designed to be more than a
good set of rules; it should be pleasant



reading as well. I'll guide you through
the rules, and explain the things you'll
need to know:

PARTII: CHARACTERS—Every-
thing you’ll ever need to know about
how to create new characters, what
their abilities and skills can be, and
how characters can get better and
better at what they do during the play
of the game.

PART III: SKILLS—Here TIll
explain all the specific skills your
characters can have, along with how
they can use those skills in different
ways during play.

PART IV: CHARACTERS IN
ACTION—Here’s the meat of the
game: how your characters move, fist
fight, shoot, give and take damage,
and heal wounds when the fight is
OVET.

PART V: THE SUPPORTING
CAST—AIl about nonplayer char-
acters (or “NPCs”), which includes
every person in the world of your
CHILL"™ game who is not being
played by one of the players. This
section tells how all those other guys
are going to react to your character,
especially when he starts fooling
around with wooden stakes in strange
cemeteries. ‘

PART VI: THE ART—Here we
find out about some wonderful and
weird powers your character -can
acquire. Considering what some of
the creatures he’s going to meet can
do, these should come in pretty handy.
This part also contains a little history
ofthe S.A.V.E. organization—the good
guys who spend their time and energy
fighting those creatures.
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PART VII: RUNNING CHILL—
This part’s for the CM, full of tips on
how to run the scariest game in town.

You've probably noticed another
pretty booklet in your CHILL™ game,
called CHILL: Horrors from the
Unknown. In there you'll find a whole
world of information about the crea-
tures of the Unknown World and the
horrifying powers they can use against
your poor character. Better read that
booklet last, late at night. .. .Or better
yet, just let the CM read it; you'll have
more fun if your character finds out
about those things during play.

Well, enough of this preview. The
clouds are racing over the moon; the
night is growing black, and the crea-
tures are clawing their way up from the
depths. Let's step together out into the
darkness—into the world of CHILL"™.



PART II: CHARACTERS

So far, players have used the character
cards that come with the CHILL™
game. They can use the cards as long
asthey like; the folks at PACESETTER
like for players to use the things in the
game box. Sooner or later, though,
the players will want to create their
own characters. After all, the CHILL
world is a funny place: a monster lurks
in every alley, and a pitfall lies before
every step. Chances are, those char-
acters from the cards just won't ...last
that long. So in this section of the
rules, I'll explain how characters are
created.

As you should know from playing
your first CHILL adventure, “Terror
in Warwick House,” it's up to the
player to bring a character to life, to
decide what the character looks like,
what his or her interests and back-
ground are, and most importantly,
what he or she does in a given situa-
tion. But first, the player must detail
certain abilities and skills for the
character.

In a CHILL game, all player char-
acters possess eight Basic Abilities:
Strength, Dexterity, Agility, Willpower,
Personality, Perception, Stamina, and
Luck. Each of these is explained in
detail in the following sections.

In addition to the Basic Abilities,
each character can have several skills,
and each character will have his or
her own unique background.

A character’s relative talents in the
Basic Abilities, his skills, and his
unique background are kept in written
form on a piece of paper called a
character sheet. The last page of this
book contains a blank character sheet.
Players are hereby given permission
to copy this sheet for use during play.

HOWTO
CREATE A CHARACTER

To create a new CHILL character, get
some pencils and a pad of scratch
paper, then follow this simple, step-
by-step procedure:

1. Make a copy of the character
sheet on the back page of this book.

2. Using a pencil, fill in your own
name in the space provided. Always
use pencil when filling out a char-

acter sheet: many of the numbers
written on the sheet will change
during play.

3. Roll all three ten-sided dice
(3d10) and total the results (add up
the three numbers you rolled). Read
any zero as “10.” Now double the
sum, and add 20 to it. Jot down the
final sum on your scratch paper.
Repeat this process eight times. You
should now have eight numbers,
none lower than 26, and none higher
than 80.

4. Write one of the eight numbers
from Step 3 by each of the eight Basic
Abilities on the character sheet.
Assign these numbers as you wish.

‘The number beside each - Basic

Ability is the character’s Basic Ability
score.

5.Addthecharacter’sStrength and
Agility scores. Divide this sum by two,
rounding any fraction up, then write
the number obtained in the space
labelled “Unskilled Melee Score” on
the character sheet. The Unskilled
Melee score is the character’s base per-
cent chance to make a successful attack
in hand-to-hand combat. It also tells
which Action Table column the char-
acter normally uses when defending in
hand-to-hand combat. As you can see,
it's an important score when the
going gets tough.

6. Roll 1d10 to determine the num-
ber of skill points the character has,
referring to the chart below marked
“Skill Points.”

SKILL POINTS CHART

Die Roll Skill Points
1-3 2
4-6 3
7-9 4
10 5

7. Use the character’s skill points to
choose skills he or she will have. All
the available skills are listed and
explained in PART IIL That section
also tells how to figure out a char-
acter’s skill scores. A player should
read about a skill and its uses before
choosingitfor his character. Foreach
skill point, the character may take a
“Student” rank in one skill. Or a char-
acter may take a “Teacher” rank in a
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skill by spending two skill points (the
exception to this is Martial Arts, which
costs double points per rank). No char-
acter may ever be created with an initial
rating of Master in any skill. Write down
the chosen skills, the rank, and the
skill score on the character sheet.

8. If a character has a Perception
score of 60 or more, and a Willpower
score of 50 or more, the player should
choose one of the disciplines of the
Art he wants the character to have.
The Art is explained fully in PART
VI. Write down the chosen Art disci-
pline and the score for that discipline
on the character sheet.

9. Decide the character's back-
ground characteristics. These include
the character’s age, sex, height, weight,
hair color, eye color, education, pro-
fession, social status, economic status,
personal history, and finally, his or
her name. Choose all of these charac-
teristics freely; after all, each player
should be able to create the kind of
character he or she wants to play!
Write this information in the appro-
priate blanks on the character sheet,
or under “Notes” at the bottom of the
sheet.

If players have trouble deciding
background characteristics at first,
they may use the background notes
provided below as guidelines.

BACKGROUND NOTES

The following guidelines are intended
only to stimulate a player’s imagina-
tion. He isn’t limited to these choices
by any means, but they should give
him a start.

Age: Player characters can be any
age from 12 to 90, but it is best that
players make their character’s age
between 21 and 55. Of course, 200
years old is out of the question (at
least for anything human).

Height and Weight: The following
chart provides a good guideline for
normal character heights and weights:
(see table on next page):



HEIGHT WEIGHT
Male Female
4£10"—50" 110—140 90—120
51"—52" 120—140 100—130
53"—-54" 130—150 110—140
557—56" 140—160 120—150
57"—58" 150—170 130—160
58'—59” 155—175 140—160
510"—5'11" 165—185 150—170
60"—6’1" 175—195 155—175

Education: Players may choose the
highestlevel of their characters’ educ-
ation, but this decision must be con-
sistent with skills and profession. For
example, if a player wants his character
to be a college professor, he must
decide that the character has at least
the equivalent of a modern graduate
degree in his area of study; all medical
doctors must of course have a medical
degree (would you want surgery from
one who didn’t?). Players may even
want to decide the colleges or univer-
sities their characters attended (just
make sure that the college or university
existed at the time in which the adven-
ture is set!); this will add more “flavor”
to the character and the game.

Professions: Players may pick the
profession they prefer for their char-
acter, but that profession must match
the character’s skills. Characters who
have medical skill are doctors, for
example; those who have academic
skills are probably professors. Profes-
sions that characters might want to
choose from include medical doctor,
lawyer, college professor (specify sub-
ject), police officer, detective, journalist,
businessman, and skilled worker.

Social and Economic Status: All
playercharactersina CHILL™ Game
have enough income either from their
professions or from inheritances to
support themselves comfortably and
meet any minor expenses. S.A.V.E.
provides additional funds as needed
(and as the CM deems wise) for equip-
ment and other miscellaneous
expenses. Economic wealth plays a
very small role in a CHILL game.
Against most of the foes the characters
face, skill and imagination are of more
value than even the most expensive
tools of modern technology.

Player characters are also free
enough from work responsibilities to
goadventuring! This means that their
jobs do not consume a great deal of
their time. A doctor, for example,
probably has partnerswho can handle
his practice, and professors have plenty
of free time for “research.”

Socially, player characters can
move freely in circles like today’s
middle or upper middle class. Their
peers are other professionals. Char-
acters may have some difficulty

meeting people of high social or
political standing without using skills
that give them access to these levels,
such as journalism or high-fashion
modeling.

Experienced CMs who are running
campaigns setin a time otherthan the

present might decide to allow
player characters to be “Lords” and
“Ladies.” Such titles usually carry
certain advantages: for example, a
British Lord in the 1890s would be a
member of the House of Lords. Such
characters would normally have
access to society’s upper class. They
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should not, however, be granted access
to high government officials or royalty;
player characters must use skills to
meet with these people!

Nationalities: Players may choose
the national origin and ethnic back-
ground of their characters as they
please. Player characters born in the
United States and other English
speaking countries are automatically
fluent in English. Player characters
who were born and raised in non-
English speaking countries are assumed
to be fluent in their native language,
but must spend at least one of their
skill points to acquire skill in English
(Contemporary Language). Being a
native speaker of English is not always
an advantage for the player character,
since CHILL adventures take place
all over the world.

Personal History: The player
should take a little time to work up a
personal history for his or her char-
acter. This adds depth to the character
and makes the character easier to
play during the game. The personal
history could include any personal
likes or dislikes that the character
has, as well as how the character
came to join S.A.V.E.

Names: The character’'s name can
be anything the player chooses. The
best character names are those that
reflect the character’s nationality and
background.

EXAMPLE OF PLAYER
CHARACTER CREATION

Player Mike Davis is preparing to
play a CHILL game, and has decided
to create a new character for himself.
Mike begins with a clean character
sheet, scratch paper, and pencil. He
writes his own name in the appro-
priate space on the character sheet.
Next, Mike rolls 3d10, obtaininga 1, a
5, and a 9—for a total of 15. He doubles
this total, obtaining 30, and adds it to
20, for a final result of 50. Mike notes
this number on his sheet of scratch
paper, and repeats this process



until he has 8 such numbers: 50, 30,
46, 60, 54, 52, 32, and 60.

Mike begins by deciding that he
wants to have a character with very
high Strength and Stamina. He assigns
“60s” to each of these Basic Abilities.

Because he wants his character to
be very good in melee combat, Mike
decides to assign his next highest
score, a 54, to Agility .

After some consideration, Mike
decides how to assign his remaining
numbers and writes down all of his
Basic Ability scores:

Strength 60
Dexterity 30
Agility 54

Personality 32
Perception 52
Willpower 50
Luck 46
Stamina 60

Mike is now ready to determine his
Unskilled Melee score. He adds his
Strength and Agility and divides by 2,
obtaining a result of 57 (60+54=114;
114+2=57). He obviously has the
kind of character you'd want on your
side in a fight. Mike notes this num-
ber on his character sheet.

Now, Mike is ready to choose skills
for his character. He rolls 1d10 and
gets a result of 5. Consulting the Skill
Points Chart, Mike finds he has three
skill points for this character.

He decides to spend one point for
Boxing skill, and the second point to
raise his Boxing skill from Student to
Teacher rating. He notes on the char-
acter sheet that his character has
Boxing skill, Teacher rating. How
good a boxer is Mike? No heavyweight
champ, but not bad. Looking at
Boxing skill in PART III, Mike finds
that his skill score for Boxing at the
Teacher rank is equal to his Unskilled
Melee score + 30, for a total of 87.

Mike spends his third skill point to
acquire Student rank in Outdoor
Tracking. This skill is based on the
average of Perception and Luck.
For Mike’s character, this would be
the average of 52 and 60, or 56 (52 + 60
=112;112{2=156). To this Mike adds
15, as described in PART III: SKILLS,
to obtain his skill score of 71.

Finally, Mike is ready to decide on
some background for his character.
Mike decides his character is a brown-
haired, blue-eyed American, 35 years
old, 60", 175 pounds. The character is
a working man who inherited some
money from an aunt. He did some
boxing during his younger days and
became quite good at it. He has always
had an interest in things which go
beyond the normal understanding of
the world. Mike decides to name this
character Adam Payton.

THE EIGHT BASIC ABILITIES

Each character in a CHILL™ ‘Game
has eight Basic Abilities. A character’s
score in each-Basic Ability ranges
from 26, the minimum possible for a
normal human, to 80, the maximum
possible for a normal human. The
average score for a normal human in
any Basic Ability is 50. Some creatures
may well have scores which exceed
the maximum possible for normal
humans. This section explains the
use of each of the Basic Abilities in
the game.

Strength (STR)

Strength is a character’s physical
power—his or her ability toliftand/or.
hurl heavy objects, and perform other
feats involving physical muscle. A
character whose Strength is 26 is the
famous “98-pound weakling,” while a
character whose Strength is 80 could
qualify as an Olympic weight lifter.

Strength is used in the game in the
following ways:

1.A character may not lift or move any
object that weighs more than 5 times his
Strength score in pounds. Thus a char-
acterwith a Strength of 80 could lift or
move an object weighing up to 400
pounds (5x80=400).

2.A character’s Strength score is his or
her percent chance to perform an unusual

feat of strength. Strength checks cover
such actions as knocking down a
locked door or breaking a thick board.

3. A character’s Strength score is
averaged with his or her Agility score to
produce the character’s Unskilled Melee
score.

4. A character’s Strength score is a
Jactor in determining how well the char-
acter can perform certain combat skills.
See PART III

Dexterity (DEX)

Dexterity is a character’s nimbleness
of fingers and his hand-eye coordina-
tion. A character with a Dexterity of
26 is something of a fumbler. A char-
acter with a Dexterity of 80 could
become a highly skilled marksman or
locksmith.

Dexterity is used in the game in the
following ways:

1. A character’s Dexterity score is the
character’s base percent chance to per-
form some special action involving hand-
eye coordination .or manual dexterity.
Dexterity checks cover actions such
as catching a thrown object.

2. A character’s Dexterity score is his
base percent chance to hit his target
when using a firearm or other missile
weapon, or when using a thrown weapon.

3. A character’s Dexterity score is a
factor in determining how well the char-
acter can perform certain skills, such as
Lockpicking, Mechanics, and handling
missile weapons. See PART 111,

Agility (AGL)

Agility is a character’s ability to coord-
inate the movement of his or her
entire body. A character with an
Agility score of 26 is very clumsy; he
or she often falls when climbing, and
performs miserably in hand-to-hand
fighting (you've heard of people who
can’t walk and chew gum at the same
time?). A character with an Agility
score of 80 could qualify as a profes-
sional acrobat.

Agility is used in the game in the
following ways:

1. A character’s Agility score is the
character’s base percent chance to per-
form any type of difficult movement.
Agility checks cover actions such as
leaping from a second story window
into the back of a passing cart or
truck, swinging orclimbingon a rope,
or dodging falling debris.



2. A character’s Agility scoreis averaged
with the character’s Strength score to
produce the Unskilled Melee score.

3.4 character’s Agility score is a factor
in determining how well the character
can perform certain combat skills, See
PART IIL

Willpower (WPR)

Willpower is a character’s ability to
resist fear, pain, persuasion, and
special forms of attack by certain
creatures. A character whose Will-

power score is 26 is extremely wishy-
washy, easily persuaded, and very
likely to panic in the face of danger—a
lot of fun to have in your party when
you run into a werewolf! A character
whose Willpower score is 80 is the
type who could lead a cavalry charge
against a battery of roaring cannons,
ignore the pain from multiple wounds,
and never, ever buy anything from a
door-to-door flimflam man.

Willpower is used in the game in
the following ways:

1.4 character’s Willpowerscore deter-
mines which column on the CHILL™
Action Table the character uses when
defending against disciplines of the Evil
Way (used by certain creatures). See the
Horrors from the Unknown booklet.

2. A character uses Willpower in
making a fear check when he first sees a
creature. The higher the Willpower,
the lower the chance that the character
suffers from fear. See PART 1V,

3. A character whose Willpower score
is 50 or higher, and whose Perception
score is 60 or higher, can use at least

one discipline of the Art. See PART VI.
4. A character’s Willpower score helps
determine how well he can perform cer-
tain skills, particularly those with a
professional nature. See PART Il

Personality (PER)

Personality is the generalimpression a
character makes on’ others, both
humans and creatures. Itis his or her
general ability to get along, make
friends, persuade others of his or her
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opinions, and enlist cooperation. A
character whose Personality score is
26 should let others talk for him; he
isn’t likely to be much more popular
than the creature he's chasing! A
character whose Personality score is
80 is a great social success, gifted at
making others feel comfortable, con-
fident, and cooperative.

In the game, Personality is used in
the following ways:

1.A character’s Personality score is the
character’s base percent chance to influ-
ence or persuade a nonplayer character.
At many times in the game, player
characters may have to persuade or
encourage other people to offer assis-
tance or information. A player char-
acter whose Personality score is 80
can plead, bargain, manipulate, and
persuade as well as the best lawyer or
salesman. See PART V.,

2. A character’s Personality score helps
determine how well that character can
perform certain skills, including Disguise
and professional skills such as Journalism.
See PART IIL

Perception (PCN)

Perception is a character’s ability to
observe things which are different or
unusual about his surroundings, to
draw quick conclusions from small
details he observes, to understand a
general situation quickly, and to
respond to that situation. A character
whose Perception score is 26 seldom
notices anything unusual in his sur-
roundings (until it is too late!) and
may frequently be surprised. A char-
acter whose Perception score is 80
rivals Sherlock Holmes in his ability
to notice details and size up a situation
quickly.

In the game, Perception is used as
follows:

1.4 character’s Perception score is his
or her base percent chance to avoid
Surprise in combat. See PART IV.

2. A character’s Perception score is his
base percent chance to notice or find
unusual details and/or hidden clues or
items. Perception checks cover things
such as noticing a secret passage or
compartment in a room you are



searching, finding a key under a rug,
or noticing a suspicious character
slip into the alley ahead of you.

3. 4 character whose Perception score
is 60 or greater, and who also has a
Willpower score of 50 or greater, can use
one or more disciplines of the Art. See
PART VL

4.A character’s Perception score helps
determine how well he can perform cer-
tain skills. See PART III.

Luck (LUCK)

Luck represents the totally random
factor which can affect any character’s
life. A character whose Luck score is
26is notunlucky in game terms; he or
she is simply less lucky than a char-
acter whose Luck score is 80— the
kind of person whose gold pocketwatch
stops a near-fatal bullet! Come to
think of it, if he has a Luck score of 80,
the watch probably still runs.

Only playercharacters have a Luck
score; NPCs and creatures do not
have a Luck score and never receive
the benefits of one.

In the game, Luck is always used in
three ways:

1.4 character’s Luck score is the char-
acter’s base percent chance to avoid
death when the character would other-
wise be dead according to the rules.
Every player is allowed a “Luck check,”
a percent roll, when his or her char-
acter faces death. If the check is
successful, the character is not dead,
regardless of the situation. Instead,
the characteris assumed to be uncon-
scious or in a coma, depending upon
the situation. See PART 1V.

2. A character may spend one or two
Luck points to reduce his or her chance
of being hit by missiles or firearms.
Spending Luck in this way perma-
nently reduces the character’s Luck
score. See PART IV.

3. A character’s Luck score is a factor
in determining how well the character can
perform certain skills. See PART IIL

If the CM chooses, he or she may use
the Luck score in two other ways:

4.The CM may usethe Luck scoreasa
base percent chance that something

moderately favorable happens when a
character is in great danger of being
killed Mind you, CM, that I said
“moderately favorable”: the werewolf
isn’t going to decide that he’s tired of
fighting and wants to be friends.

5. The CM may decide that whenever
a player character makes a dice roll that
equals the player character’s Luck score,
something small but moderately lucky
will happen to that player character.
The player may find a minor clue or
lead, or discover a helpful item. The
luck should always be minor: remem-
ber, the sun is not going to rise at
midnight while the character is in
Dracula’s castle!

Stamina (STA)

Stamina is a character’s ability to
sustain damage and endure certain
types of strenuous activity over extended
periods of time. A character whose
Staminais 26 is extremely fragile fora
human; damage thatscarcely bothers
the average person could knock out
this pathetic weakling. A character
whose Stamina is 80 is the proverbial
ox; such a character can take damage
which would kill a normal human
and still continue to attack for several
rounds before dropping.

In the game, Stamina is used in the
following ways:

1. A character’s original Stamina score
is a measure of the exact number of total
points of damage he or she can take
before being killed or knocked uncon-
scious. See PART 1IV.

2. A character’s original Stamina score
controls the rate at which the character
can heal damage. See PART IV.

3. A character’s Stamina score helps
determine how well the character can
perform certain skills. See PART IIIL

HOW TO MAKE
ABILITY CHECKS

Many times during the game, players
will use their Basic Ability scores to
make an Ability check for their char-
acter. An Ability check is a percent
dice roll used to determine whether a
character succeeds at what he or she
is trying to do. The player rolls a

9

percentand compares it to the appro-
priate Basic Ability score (for example,
a character may have to make a
“Strength check” or an “Agility check”).
If the number rolled is higher than
the Ability score, the character’s
attempted action has failed. If the
dice roll is equal to or less than the
Ability score, the character’s attempted
action has succeeded to some degree.
The steps in making an Ability check
are very simple:

1. The player decides to do some-
thing a little out of the ordinary: lifta
heavy object, jump over a fence,
untangle a rope. The CM decides that
there is doubt as to the outcome of
that action.

2. The CM decides which Basic
Ability the action will test, using the
descriptions of the Basic Abilities as
guidelines.

3. The CM decides whether the
action is simple hit-or-miss (either
you find an object or you don’t), or
whether degrees of success are pos-
sible (do you clear the fence gracefully,
or clear it, then land in a heap and
twist your ankle?). If the action is hit-
or-miss, go to step 4; if the action per-
mits degrees of success, go to step 5.

4. If the action is hit-or-miss, the
CM or the player rolls percentage
dice against the appropriate Basic
Ability score. If the result of the roll is
less than or equal to the score, the char-
acter succeeds; if the result is greater
than the score, the character fails, This
is a general Ability check.

5. If the action permits degrees of
success, the CM rolls percentage dice
as in step 4, reading the results differ-
ently: again, if the result is greater
than the score, the action fails; if the
result is less than or equal to the score,
the CM follows the procedure explained
under “Specific Checks” below.

General Ability Check

The general Ability check is used
when the player character decides to
perform an unusual action that either
hits or misses: the character either
makes the jump across the bottomless
pit, or the player draws up a new
character. Let's go back to Mike



Davis’s player character Adam Payton:
it seems that Mike has put his char-
acterinto a tight spotright after filling
out the old character sheet!

Player character Adam Payton has
been trapped in a cavern after a land-
slide. A big rock blocks the exit. Adam
announces that he wants to try to push
the rock far enough out of the way to
allow himself to get out of the cave.
Obviously, this feat requires physical
strength. The CM checks Adam’s
Strength score, and notes that it is 60.
This means that Adam has a chance
to lift or move an object of up to 300
pounds (5x60=300). The CM decides
the boulder does not weigh more than
300 pounds, and allows Adam to
make a Strength Ability check, usually
simply called a Strength check. Adam’s
player rolls the dice and result is 58.
Adam has just barely succeeded; he
can roll the boulder aside enough to
get out of the cavern. Too bad: we
were just about to send in the bats!

Specific Checks

Often during play, the CM may decide
that there are several possible outcomes
to a character’s action. In these cases,
a general Ability check is notenough;
a specific check must be made. First,
the CM has the player roll the Ability
check as usual. If the check fails, then
the character has failed at whatever
he or she is attempting to do. If the
attempt succeeds, the CM can deter-
mine the degree of success by using
the CHILL™ Action Table and the
following procedure:

1. Subtract the player’s dice roll
from the Ability score being checked.

2. Go to the CHILL Action Table
and find the range of numbers under
the heading “Attack Margin” that con-
tains the value obtained in Step 1.

3. Read across the row from the
proper Attack Margin to the result
listed under column 2. Column 2 is
always used for Ability checks.

The listed result codes and their
meanings are:

L = Limited success. The PC just
barely succeeds at what he or she is
trying to do.

M = Medium success. The PC has
about average success at whatever he
or she is attempting.

H = High success. The PC’s action
is extremely successful.

C = Colossal success. The PC does
exactly what he or she was trying to
do, right down to the last detail. And
he or she does it remarkably well.

K = K results are ignored when
determining the degree of success of
an Ability check.

For example, let’s go back to player
character Adam Payton, who is in yet
another terrible spot:

Adam Payton is perched high up
on the roof of a castle turret, under
attack from a pack of blood-crazed
wolves! He knows he has no chance
to fight the wolves off. As luck would
have it, a cart carrying a load of hay is
passing on the road 30 feet below. In
desperation, Payton declares that he
will leap from the turret, attempting
to land on the hay as the cart rolls
by!

The CM has the player controlling
Payton roll an Agility check. Payton’s
Agility score is 56; the dice roll comes
up 51! Going to the Action Table, the
CM first finds the Attack Margin row
to use by subtracting 51 (the successful
dice roll) from 56 (Payton’s Agility
score). The difference is 5. The CM
crossindexes the “5-9” Attack Margin
row with the “2” column to obtain the
result “MK.” The “M” means that
Payton has had medium success;
remember that the “K” portion of the
result is ignored in Ability checks.

The CM now uses common sense
and reasoning to apply this result to
the specific situation. First of all, he
knows that Payton would normally
take damage from such a fall. (Falling
damage is explained fully in PART
IV.)) He reasons that an “L” success
result would mean Payton barely
managed to hit the cart, probably on
the side, and thus would take full
damage from the fall and end up
hanging by his hands from the sides
of the cart: all in all, he succeeds, but
it’s not too pretty. An “H” result would
mean Payton “hit the hay” but still
took a minimal amount of damage;
the CM decides that in such a case he
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would have Payton roll for falling
damage normally, but reduce the
resulting wound by one category—from
critical to heavy, heavy to medium,
and so on. A “C” result would mean
Payton landed on the hay like a well-
trained acrobat, avoiding any damage;
the CM would not require a falling
damage roll. The CM decides the “M”
result means that Payton first hit the
top edge of the side of the cart and
took normal falling damage, then
flopped to safety in the hay. The CM
accordingly has the player roll falling
damage for Payton.

Limits On Ability Checks:
Impossible Actions

Sometimes, the CM may decide it is
humanly impossible for a character
to do what the player wants the char-
acter to do. Sometimes he may have
to decide this, because some players
will try to get away with anything. In
such cases, the CM is perfectly within
his power to tell the player that what
the player wants the character to do is
impossible. The player then should
be given a brief time to decide upon a
new course of action for his character.
For example, during a game, Mike
Davis declaresthathe wants hischar-
acter, poor Adam Payton, to leap from
a 20-story window to the asphalt pave-
ment below, spinning in the air and
firing an automatic weapon as he
does so (Mike’s getting crazier all the
time, isn’'t he?). The CM points out
that any character who drops 20 stories

- to an asphalt pavement is going to be

dead, and that automatic weapon fire
could not be controlled under such
circumstances. The CM then asks
Mike (who should be ashamed of
himself) if he would like to try a
different action.

CHARACTER EQUIPMENT
AND ENCUMBRANCE

The CHILL role-playing game differs
from many other such games, in that
this game places very little emphasis
on weapons and equipment. Apart
from a few very well sharpened
wooden stakes, there isn’t a whole lot
of equipment that’s going to do



characters much good against crea-
tures from the Unknown! Since all
characters are S.A.V.E. envoys, they
may take along the standard equip-
ment pack supplied by the organization.
Characters should not be allowed to
have equipment that is not yet avail-
able in the year in which the specific
adventure is set: 19th century player
characters cannot take automatic rifles
on their search for Dracula, because
the guns do not exist in that century.
(Furthermore, they wouldn’t do the
characters any good, anyway!) Beyond
this simple restriction, as a general
rule, the CM should allow characters
to take along any common items they
want and can afford.

Weapons and machines are quite
limited in the CHILL"™ game. A listing
ofthe weapons allowed in the game is
included in the explanation of combat
in PART IV. The CM may allow
additional weapons as he or she
chooses. Almost no country in the
world will allow characters to march
about with heavy weaponry or roam
around in military vehicles! The CM
should use his or her judgement in
these matters, bearing in mind how
authorities of all nations view citizens
or foreign visitors that carry a private
arsenal.

Vehicles such as autos are assumed
to be privately owned by the player
characters; special vehicles for exotic
terrain can be rented by S.AVEE as
needed.

S.A\V.E.
Standard Equipment Pack

First aid kit (Bandages, carbolic acid
or antiseptic)

Lantern (Oil fuel, burns 4 hours)

Revolver and ammo (Optional)

Cane or walking stick

Wooden stake (Just in case...)

Silver bullets (Just in case...)

Camera and film (Only S A.V.E. will
believe it isn’t trick photography)

Tape recorder (After 1920)

Paper and pens

Portable typewriter (After 1930)

Reference books (For professional
skills)

Medical bag (For doctors)

Encumbrance

The CM must decide if a character is

trying to carry too many bulky items -
or too much weight to move effectively -

(some characters will try to slip by
with an entire hardware store on their
backs). Characters- the CM decides
are encumbered in any way must
spend at least one round putting down
their items and preparing for combat

when attacked. Such characters may

also suffer movement penalties, but
these are left entirely to the discretion
of the CM.

CHARACTER

ADVANCEMENT

As player characters participate in
adventures, they gain knowledge of
the Unknown, and become exper-
ienced. This knowledge and experience
is measured in Insight Points (IPs for
short).

Characters  use Insight Points to
improve their skill scores, gain new
skills and Art disciplines, and increase
their Basic Ability scores.

The CM awards Insight Points (IPs)
to the players in two instances: 1) At
the conclusion of each gaming session,
he or she can use IPs to reward good
role-playing. These are called bonus
Insight Points. 2) At the end of a
complete adventure scenario, the CM
awards IPs to reflect points the char-
acters earned by defeating or destroying
creatures from the Unknown. These
are called standard Insight Points.

Bonus Insight Points

The CM gives out bonus IPs at the
end of a gaming session to reward
players for running their characters
well. In this way, the CM encourages
the kind of play that makes the game
more fun for everyone. A character
may earn bonus points for comingup
with a particularly good idea or ingen-
ious plan that worked, for risking his
life on behalf of the party, and/or for
doing an outstanding job of role-
playing—for actually pretending to
be the character so well that the char-
acter comes to life for the CM and the
other players.
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Bonus Insight Points, when awarded,
should be given by 5’s or 10’s, up to-a

-maximum of 50 points for one gaming

session.
Awarding these points is entirely
up-to the CM’s’judgement.

-Standard Insight Points

Standard IPs are divided among the
player characters in a party at the
conclusion of a complete adventure
scenario. For example, the adventure
scenario in this boxed version of the
CHILL"™ Game, “Terror in Warwick
House,” is a single, complete adven-
ture scenario. (Of course, it may prove
especially complete for some—human
life can be so frail. . .)

Characters receive standard IPs as
follows:

1. For each creature from the Un-
known destroyed in an adventure, the
party receives a number of IPs equal
to the creature’s Evil Way score (EWS)
multiplied by the number of Evil Way
Disciplines it has. If the creature has
any unique disciplines, (or other unique
characteristics as judged by the CM)
its total IP value is doubled. IP values
have already been computed for the
creatures listed in the Horrors from the
Unknown booklet.

Example: A party of PCs destroys
two common ghosts. A common ghost
has an EWS of 135, and a total of four
disciplines, one of which is unique.
Its IP value is thus 1080 (135x4=540;
540 doubled is 1080). The party de-
stroyed two ghosts for a total of 2160
IPs. These IPs are divided equally
among the members of the party.
Thus, if there are five PCs in the party,
each character receives 2160-5=
432 IPs.

2. For each creature from the
Unknown thatis defeated or kept from
its intentions, but not destroyed, the
party receives one-half of the crea-
ture’s IP value.

3.Foreach major animal, or human
servant of a creature from the Unknown,
that the party overcomes, destroys,
drives away, or successfully avoids,
the party receives 50 Insight Points.
Major animals include large carnivores



and especially dangerous or poisonous
beasts. For example, wolves and
mambas are major animals; rats and
spiders normally are not. The party
receives points for avoiding major
animals and human servants only if
they actually see or hear them during
the course of play. For example, sup-
pose a werewolf lives in a castle and
has hired 30 guards. The party would
receive Insight Points only for those
guards actually encountered during
play.

4. Some creatures have no EWS,
but they're pretty nasty anyway! The
IP value of such a creatures is 100
times its Fear statistic. At the end of
the scenario, full IP value is awarded
for the destruction of such creatures;
one-half the IP value is awarded for
defeating the creature, thwarting its
intentions or driving it away.

USING INSIGHT POINTS

Players should record Insight on their
character sheets. At the end of each
adventure scenario, the player should

total up all bonus points and all stan-
dard points. This grand total of IPs is
the number of points the player can
spend toimprove his orhercharacter.
The character subtracts any IPs he
spends from this grand total, writing
down the remainder to include in the
grand total at the end of the next
adventure scenario. :

Characters can spend IPs in three
ways:

1. To buy new skills or to increase
onerankinskillsthey already have. A
character can attain Student rank in
asmany skills ashe orshe desiresand
can afford. Student rank in any skill
costs 500 IPs.

Raising a skill rank from Student
to Teacher costs 750 IPs, and raising a
skill rank from Teacher to Master
costs 1,000 IPs. A character cannot
gain more than one rank in any given
skill at the end of a single adventure
scenario. For example, a character
cannot spend 1,250 IPs for Teacher
rank in a skill he did not have before
the adventure; he can only attain
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Student rank. A character can raise
any number of existing skills one rank,
provided he or she can pay the IP cost.

2. To increase their Basic Ability
scores. It costs 500 IPs to raise any
single Basic Ability score one point. A
single Basic Ability score may not be
raised by more than 5 points at the
conclusion of any one adventure scen-
ario. Basic Ability scores can never be
increased above 80 (you don'’t really
want to take advantage of those poor
little creatures, do you?). Notice that
increasing a Basic Ability score by
one point can change many skill scores,
because the base for the skill score is
raised (see PART III). For example,
increasing the Strength and/or Agility
scores by one point will raise a
character’s Unskilled Melee score.

3. Tobuy newdisciplines of the Art.
(Remember, a character must have a
Perception score of at least 60 and a
Willpower score of atleast 50 to receive
disciplines.) Each new discipline
costs 1000 IPs.

Characters are free to spend their
IPs within these guidelines.



PART III: SKILLS

Hello again. Now that players have
begun to create their own CHILL™
characters, they're going to want to
make them a little more special than
the eight Basic Abilities permit. After
all, any normal human has the eight
Basic Abilities (and let’s hope that
player characters are normal humanst),
but people obviously differ quite a bit
in the types of special things they can
do. Some become professional acro-
bats while others are accountants;
some, perhaps, are both, although it’s
hard to figure out your income tax
from atop a trapeze. Special abilities
are represented in the CHILL game
by skills, and considering what the
CHILL world has in store for char-
acters, they'll need all the skills they
can get!

SKILL SCORES

A character’s score in each skill is
based on one or more of his or her
Basic Ability scores. If the base score
Jor a skill involves more than one Ability
score, the base skill score always equals
the average of the Ability scores. When
this average is computed, any fraction
is rounded up. The specific Basic
Ability scores that determine each
skill are given in the skill lists and
descriptions below. For example, a
character’s skill in Investigation is
based on the average of his Perception,
Willpower, and Luck scores. A char-
acter whose Perception score is 26 is
obviously not going to become the
world’s greatest detective!

That doesn’t mean training and
practice don’t count; they do. That’s
why a CHILL character can rise
through three ranks in each skill. He
or she starts using the skill at the
Student rank, then moves up to Teacher,
and finally to Master. When a char-
acter reaches each new rank in his
skill, he increases his chance to suc-
ceed in using that skill by adding a
number called a “modifier” to his
score. The updated total is called the
character’s skill score. Note that the
modifiers are cumulative; that is,
when you're a Student, you add 15 to
your base score, and when you become
aTeacher, you add another 15 points.

AtMaster rank, you add an additional
25 points, so your base score has been
increased by 55 points.

Skill Rank Modifiers

1. Student: +15
2. Teacher: +15
3. Master: 425

Example: Our friend Adam Payton
wants to acquire the skill Investigation.
His base for this skill is his Perception
score (52) plus his Willpower score
(50) plus his Luck score (46), divided
by 3—which equals 50 (52+50+46=148;
148-+-3=49.3, rounded up = 50). As a
character newly acquiring the skill,
Adam has only Student rank, so his
skill scoreis 65 (50+15=65). When he
reaches Teacher rank in this skill,
Adam can raise his score to 80
(65+15=80). Finally, at Master rank,
Adam will have a skill score of 105
(80+25=105).

In many cases a skill score can rise
above 100. This is perfectly all right;
the game system-plans for it. With a
little luck, you may even impress your
enemies!

Willpower and Stamina Loss

As you will discover in PART 1V,
characters sometimes lose points from
their current Willpower and Stamina
scores. Please note: these Willpower
and Stamina decreases do not affect
skill scores. However, disease and ill-
ness do sometimes affect skill scores.
PART IV describes all of these
modifications in detail.

USING SKILLS

Characters use skills just as they do
Basic Abilities. When a player wants
his character to use one or more skills,
he or she must roll a skill check: if the
player rolls a percent equal to or less
than the skill score, the characteruses
that skill successfully.

There are two types of skill checks,
just as there are two types of Basic
Ability checks. The first type of check,
called a “general skill check,” deter-
mines whether the character succeeds
at what he is trying, The second type
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of check, called a “specific skill check,”
uses the CHILL Action Table to deter-
mine a degree of success. The descrip-
tion of each skill states which type of
check it requires (two “common”
skills—Long-distance running and
Swimming—require no check at all,
however). If a specific skill check is
called for, the skill description also
explains the degrees of success in that
skill.

Characters may attempt to “call a
shot” when using a skill. That is, they
can declare the exact result they want
to achieve when using that skill: they
can specify the exact place they want
their gunshots to hit, a particular
piece of evidence they want to find
through investigation, or a particular

“detail about the animal or creature

they are tracking, Characters may
achieve these “called” effects by rolling
a “C” result on the Action Table. Of
course, they can do this only if the
result they want— known as the “called
shot”—is possible: no amount of “C”
results will discover evidence that
isn’tthere, or help a characterto follow
the trail of a creature who leaves no
tracks!

One important difference separates
specific skill checks from Basic Ability
checks: Basic Ability checks are read
in the column under the blue “2” on
the CHILL Action Table; specific
skill checks are read in the column
under the blue “3.”

Skill Use Restrictions

Normally, characters can use their
skills any time they want to during
play, over and over again. However,
the CM should use his or her common
sense to limit some skill use. The
research skills explained below (such
as History or Biology) should be used
only once to acquire immediate know-
ledge or to do research about a part-
icular subject. If the character fails in
the use of the skill, he cannot try to use
thatskill to obtain information on the
same subject for the rest of the
adventure scenario.

Of course, other skills (such as
combat skills) can be used over and
over again, regardless of failure results.



Combat Skills

Combat skills are a special type of
skill requiring a specific skill check.
Combat skills differ from the others:
PART IV explains how to make specific
checks for combat skills. (Look under
the section marked “Combat.”)

UNSKILLED ATTEMPTS
TO PERFORM SKILLS

In some cases, a player will want his
or her character to attempt an action
which applies to an established skill,
even though the character does not
have the skill in question. Normally,
the CM should not allow this: for
example, surgery could be most
uncomfortable in the hands of a char-
acter who has no medical skills!
However, the CM may permit the
following exceptions: .

1. Player characters can use weapons
with which they have no skill. In such
cases, the characters use their Unskilled
Melee score or Dexterity score, as
explained fully in PART IV.

2. The CM may leta charactertryto
use a skill he or she does not possess,
but with a very small chance of success.
The CM should allow such an excep-
tion only in cases which involve
extreme danger to the player character.
The CM calculates the character’s
base score for the skill in question,
without adding any modifier for
Student, Teacher, or Master rating.
He then divides this base by 10, and
drops all fractions. The result is the
character’s percent chance to perform
an action requiring the skill. If the
action requires a specific check, a
successful roll indicates the character
has achieved an “L” result, regardless
of the outcome indicated on the
Action Table.

USING THE SKILLS LIST

The CM must be familiar with the list
of skills below. In this way, he or she
can prevent PCs from using simple
Ability checks to perform an action
that requires a skill.

A character’s base score in any skill
isthe average of the character’s scores

in the Basic Abilities listed next to
that skill. (The actual skill score is
obtained by adding the appropriate
rank modifier to the base score—you’ll
learn about that shortly.)

An asterisk (*) indicates thata char-
acter can have this skill only if he
already has another particular skill.
Specifically, characters cannot acquire
Police Forensic Pathology or Psych-
iatry without first having attained a
certain rank in Medicine, and cannot
acquire Legend/Lore without first
attaining Master rank in either History
or Anthropology/Archaeology and
Teacher rank in the other of these two
skills. These requirements are explained
in the specific skill descriptions.

The double asterisk (**) indicates
that this skill costs twice the normal
amount of IPs to acquire.

COMBAT SKILLS

Unarmed Melee Skills
Boxing (STR+AGL)~+2
Wrestling (STR+AGL)+2

Special Melee Skills
Martial Arts** (STR+AGL+
DEX+WPR)+4

Armed Melee Skills

Blackjack (STR+AGL)+2
Dagger/Knife (STR+AGL)+2
Longsword (STR+AGL)+2
Mace/Club (STR+AGL)+2
Polearm (STR+AGL)+2
Rapier (STR+AGL)+2
Shortsword (STR+AGL)+2
Spear (STR+AGL)+2

Sword, 2-handed (STR+AGL)+2

Missile Weapon Skills: Guns

Musket DEX

Pistol
Antique DEX
Automatic DEX
Revolver DEX
Rifle/Shotgun DEX
Automatic DEX

Missile Weapon Skills: Bows
Crossbow DEX
Longbow DEX
Shortbow DEX
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Missile Weapon Skills: Thrown Weapons
Axe/Tomahawk DEX

Boomerang DEX

Dagger/Knife DEX

Javelin DEX

Spear DEX

PROFESSIONAL SKILLS

Acting/Drama (PCN+
WPR+PER)+3
Anthropology/Archaeology (PCN+
WPR)+2
Antiques (PCN+LUCK)-+2
Art criticism (PCN+WPR)=+2
Biology (PCN+WPR)=+2
Geography/Cartography (PCN+
WPR)+2
History (PCN+WPR)=+-2
Hypnotism (PCN+PER)-+2
Investigation (PCN+WPR+
LUCK)+3
Journalism (PER+WPR+
LUCK)=+3
Language, Contemporary (PCN+
WPR)+2
Language, Ancient (PCN+
WPR)+2
*Legend/Lore (PCN+WPR)--2
Mechanics (PCN+DEX)+2
Medicine (PCN+WPR+PER+
LUCK)+4
Modeling (PER+WPR+LUCK)+3
Photography (PCN+DEX)-+2
*Police Forensic Pathology (PCN+
WPR+PER+LUCK)+4
*Psychiatry (PCN+WPR+PER+
LUCK)+4
Outdoor Survival (PCN+WPR+
LUCK)+3
Tracking (PCN+LUCK)~+2

COMMON SKILLS

Disguise (PER+DEX)+2
Explosives (PCN+DEX)+2
Filching (PCN+DEX)-2
Gambling (PCN+LUCK)~+2
Graphology/Forgery (PCN+
DEX)+2
Lockpicking (PCN+DEX)+2
Long-distance running (current STA)
Swimming (current STA)



COMBAT SKILLS

Combat skills fall into four main
categories: unarmed melee, armed
melee, special melee, and missile
weapons. Specific skills are given
within each category—characters have
a great deal to choose from!

Unarmed Melee Skills

Unarmed melee skills are, quite simply,
skills that characters can use in
unarmed combat. With such skills,
characters can maneuver with a little
more polish and pizzazz than the
everyday bar-room brawler. When
characters use an unarmed melee skill,
all normal combat results are applied
in addition to any effects of the skill,
except as noted otherwise in the skill
description.

Boxing: Base = (STR+AGL)+2.
Specific check. A character using
boxing skill can make one additional
melee attack per round for each rank
he has in the skill: a character with
Student rank in Boxing receives two

attacks per round when using this-

skill; a character whose skill is Teacher
rank receives three atacks per round,
and a character whose skill is Master
rank receives four attacks per round.

In addition, any “K” result obtained

by a character using Boxing skill indi-
cates that the defender may have
been knocked out. The defender must
make an immedijate general check
against-current Stamina. Failure of
the check means the defender is
immediately knocked out for 1 to 100
minutes (the CM rolls percentage dice
to determine how long the defenderis
unconscious); when unconscious, the
defender’s current Stamina drops-to
zero immediately.

Wrestling: Base = (STR+AGL)+2.
Specific check. A character. using
Wrestling skill and getting an “H”
result catches his opponent in a par-
tial hold. This hold inflicts normal
“H” unarmed combat result damage
each round until one of two conditions
are met: 1) the defender wins initiative
and makes a successful melee attack,
thereby breaking the hold, or 2) a

third fighter—human or otherwise—
successfully melee-attacks the aggressor,
thereby forcing him to break the hold.
Note: Aslong as he is held, the defender
can make no action except trying to
break the hold. When he tries to do
so0, he attacks with a -20 modifier (in
addition to any other modifiers in
effect). As for the aggressor, he doesn’t
have to make a new attack each round
to maintain the hold; until it is broken,
the hold stays in effect automatically.
A “C” result has the same effect, only
better: now all attack rolls of the held

opponent are at=40. (Of course, a “C”
result could also be interpreted as a
called shot instead.) All “K” results
inflicted by a character using Wrestling
skill indicate that both he and his
opponent have tumbled to the ground
and rolled 5 feet in the direction he
faced when he made the attack.
Characters using the Wrestling skill
may make strangling their opponent a
called shot. The “C” result above applies,
along with the strangling result explained
in PartIV. (Of course; some creatures
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are impossible to strangle—they have
no necks, and simply never breath in a
way average humans can understand.)

Special Melee Skill

Martial Arts is a special melee skill
which can be used unarmed at Student
rank, and eitherunarmed or armed at
Teacher and Master rank.

Martial Arts: Base = (STR+AGL+
DEX+WPR)-+4. Specific check. A char-
acter who has Martial Arts skill can
make one additonal melee attack per
round for each rank attained: a Mar-
tial Arts Student can attack twice per
round, a Teacher three times per round,
and a Master four times per round.
Further, a character with Martial Arts
skill may make a called shot to achieve
any type of wound damage, and inflict
such a wound on any “C” result. This
wound damage takes the place of the
“crushing damage” normally inflicted
by an unarmed combat “C” result.

At Teacher rank, a character may
elect to enter melee armed with nun-
chakus. Of course, all such attacks are
treated as armed melee attacks for
reading combat results.

AtMaster rank, a character can use
shurikens as a thrown weaponuptoa
range of 30 feet. This usage is an excep-
tion to the general rule which prohibits
a character from using both missile
and melee attacks in the same round.
Each shuriken thrown counts as one
attack. Shurikens can be thrown during
the missile attack step of the round or
during the defensive missile fire step.
Results of strikes with shurikins are
read as armed combat results.

The cost in Insight Points to acquire
Martial Arts skill is double the cost of
all other skills. When creating a new
character who has Martial Arts skill,
the player must spend two skill points
per skill rank. (Remember that newly
created characters cannot begin their
careers with Master ranking.)

Armed Melee Skills

Base = (STR+ AGL)~-2. Specific check.
Armed melee skills are skills with
hand-to-hand weapons—very reas-
suring in some of the dark alleys of a



CHILL™ adventure. All armed melee
skills except Blackjack work identically.
Skill with a melee weapon simply
increases the character’s percent
chance to strike with that weapon (see
PART1V).Thefollowing are separate
armed melee skills:

Blackjack (see below)
Dagger/Knife
Longsword
Mace/Club

Polearm

Rapier

Shortsword

Spear

Sword, two-handed

Blackjack: All armed combatresults
apply normally when a character
uses this skill. However, a character
skilled in this weapon may make
knocking the defenderunconscious a
called shot. On a “C” result, the char-
acter makes the called shot, and the
defender immediately falls to zero
current Stamina.

Missile Weapon Skills

Base=DEX. Specific check.Considering
what they're up against, I can’t blame
characters for wanting to fight from a
distance. That's where missile weapons
skills come in handy. There are three
types of missile weapon skills: fire-
arms skills, bow skills, and thrown
weapon skills.Within each of these
categories, there are several separate
skills. For example, there are six types
of firearms in a CHILL game, and
skill with each type counts as a
separate skill.

All missile weapon skills increase
the base percent chance to strike with
the specific weapon when the skill is
used. Skill with a firearm or bow does
not give a character skill in using the
firearm or bow as a thrown or melee
weapon!

All missile weapon skills are based
on the character's Dexterity score.
Add the appropriate rank modifier to
the Dexterity score to obtain the skill
score.

Firearms: Each rank in a firearms
skill allows the character one addi-

tional missile attack per round, up to
the maximum rate of fire allowed for
the weapon. Forexample, a character
who has a Master rank skill in Revol-
ver could fire up to four shots in a
single round. Each of the following is
a separate firearms skill:

Musket

Automatic pistol

Antique pistol

Revolver

Automatic Rifle/Submachine Gun
Rifle/Shotgun

Bows and Arrows: There are three
separate bow and arrow skills:

Crossbow
Longbow
Shortbow

In addition to increasing accuracy,
the skill increases the rate at which
the character can reload the weapon
and be ready-to fire again. Note that
all these weapons can be fired only
once in a single round; multiple rounds
are needed for reloading,

BOW RELOADING TABLE
Rounds to Reload Bow
Rank Long Short Cross
Unskilled ) 5 12
Student 4 4 10
Teacher 3 3 8
Master 2 2 6

Thrown Missiles: Each weapon
chosen represents an additional skill.
A skilled character may use any avail-
able small, shaped objects as missiles—
for example, small rocks. In addition,
he may choose one weapon from the
following list:

Axe or Tomahawk
Boomerang
Dagger/Knife
Javelin

Spear

PROFESSIONAL SKILLS

A character uses professional skillsin
the practice of his or her profession.
Professional skills possessed by a




newly created character help deter-
mine his or her personal history and
background. Characters can always
gain new professional skills as they
gain. Insight Points; these newly
acquired skills represent the char-
acter’s experience in dealing with the
Unknown and his or her efforts at
self-education.

Research Skills

Certain professional skills are desig-
nated as research skillsin the descrip-
tions below. Each research skill has two
uses:

1. Knowledge: what the character
already knows about the subject in
question, and

2. Research: the character’s know-
ledge of where to look for more
information and the knowledge he
can gain by such research.

Whenever a player checks for “know-
ledge” or “research,” he must make a
specific check; both research skill
uses require it. The two keys below
explain how to interpret the results of
each check on the Action Table.

Knowledge Results Key

L = Limited knowledge. The char-
acter knows one characteristic, or
important point about the item or
event in question.

M = Medium knowledge. The char-
acter knows two important things
about the item or event in question.

H = High knowledge. The character
knows three important things about
the item or event in question, and
knows its general background.

C = Comprehensive knowledge. The
character knows the full background
and all particulars about the item or
event—everything that could be known
by a careful study of the subject.
Additional information could still be
obtained, but only from unknown or
undiscovered sources.

A “K” result has no bearing.

Research Results Key

L = Limited knowledge. The char-
acter knows of only one place to gather
additional information. Eight hours

of uninterrupted study produces only
one important piece of information.

M = Medium knowledge. The char-
acter knows of only two- places to
gather additional information—both
containing the same resource material.
Four hours of uninterrupted study at
either of these places produces one
important piece of information; eight
hours produces two items of impor-
tant information. Additional research
at-the second location simply dupli-
cates the information found at the
first location.

H = High knowledge. The character
knows three different places to gather
additional information—each con-
taining the same material. Research
in any one of these places produces
one item of important information
per two hours of research, up to a
maximum of three items in six hours.
Additional research at the other two
places simply duplicates the infor-
mation found in the first location.

C = Comprehensive knowledge. The

character knows every place to gather

additional information, and the specific
location where the best information
can be found. Research at any location
produces one item of information per
hour, up to all that may be known
about the subject. Research at the
best location discovers all that may
be known about the subject in only
three hours of research.
“K” results have no bearing.

Using Research in the Game

When research skills are used in the
game, the CM should make the skill
check secretly and record the result,
giving out information as appropriate
during play.

Before the game begins, the CM
should prepare information which is
useful to the scenario and can be
gathered by scholarly research, and
note the locations where such infor-
mation can be obtained. Usually these
locations are libraries or archives in
universities or government offices.
These need not be located near the
PCs; they could be anywhere in the
world which is logically consistent,
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given the subject matter. Private
collections of books and documents
are also possible research locations.

The CM should also define the
limits of research. First of all, the

" information a scholar might know or

discover should be useful in the game.
For example, the character who has
Archaeology skill will use it to learn
something about the mummy that is
attacking his party in the scenario—
not about various artifacts around a
tomb (unless, of course, one of those

" artifacts can tell him something about

his enemy?!). :
Furthermore, even a “C” result
could at best let the character discover
that there is some long-lost hidden
tome, inscribed stone, or other item
which contains the ultimate solution
to the problem under study. These
can be used as devices to keep the
characters on the right track in an
adventure, or to keep them moving
from place to place. The search for
such an item might well be a com-
plete adventure in itself. Finally, even
the best dice roll cannot uncover
information that does not exist!
Example: Player character Prof.
Donald Carson is investigating a
series of weird events that center on
anold house in a village in Germany’s
Black Forest. Prof. Carson has a
Teacher rating in the research skill
History. Carson declares he wants to
use his skill forimmediate knowledge
and makes a specific skill check,
obtaining an “H” result: he is entitled
to three useful pieces of information.
The CM informs Prof. Carson: 1)
that the village was first inhabited in
the 1350s by peasants fleeing the
major cities to avoid the Plague; 2)
that houses of the type under investi-
gation were first built in the late 1500s;
3) that the village was devastated
during the Thirty Year's War in 1648.
These are three specific facts which
all have a bearing on the ultimate
solution to the problem confronting
the party. The CM also gives Carson
any general background information
about the village which would
commonly be obtained by study.
Now Prof. Carson wishes to find
out where he could do more research
on the subject. A specific skill check



produces a “C” result. The CM tells
Carson that the best information lies
in the archives of a small city only
thirty miles from the village, and
names several other libraries where
information might be obtained. Car-
son goes to the archives to do research;
because of the “C” result, he is entitled
to any other available information.
The documents in the archives show
that a minor nobleman built the house
on top of a graveyard after murdering
the protesting village priest. There is
even an old plan of the original house,
made before it was burned in 1648,
showing thatthere was a secret tunnel
leading to a series of cavern rooms
beneath the foundation. Professor
Carson may get to the bottom of the
mystery—and maybe even a little
below the bottom.

Professional Skill Descriptions
Acting/Drama: Base = (PCN+WPR

+PER)=3. Research skill. Specific check.
This skill has three uses:

1. Knowledge of drama and theatre;
uses the Knowledge Results Key.

2. The ability to research subjects
such as history of the theatre and
dramatic literature; uses the Research
Results Key.

3. Actual acting ability.

The skilled character can “play the
part” of another character; how con-
vincing the act is depends on the
character’s specific skill check. The
first time the character pretends to be
someone else, he or she must roll a
specific skill check. A new check should
be rolled at least once every four
hours of continuous use of the skill,
or whenever the CMs judges that the
specific situation involves great dan-
ger, stress, or anything that might
throw the actor “out of character.”
Check results are:

L = Limited success. Those observing
the character begin to have doubts as
to his or her authenticity. Those who
make a successful general Perception
check realize that the character is not
the person he or she claims to be.
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M = Moderate success. Same as “L”
result, but the observing characters
must make their Perception check
with a -20 modifier.

H = High success. Observing char-
acters have a few doubts, but must
make a general Perception check
with a -40 modifier.

C = Complete success. Observing
characters completely believe the
acting character’s “performance.”

Anthropology/Archaeology: Base
= (PCN+WPR)=2. Research skill.
Specific check. A character using this
skill can date and identify the pro-
ducts and locations of primitive
human cultures and make some
intelligent guesses about the use of
strange items such as talismans, statu-
ettes, etc. The character can also
identify most types of fossils. In addi-
tion, the character knows the techniques
of archaeology: how to conduct a
“dig” for artifacts, and how they should
be stored, preserved, and transported
safely. The skill also includes limited
knowledge of legends, myths, folktales,



and lore. However, this knowledge is
strictly limited to knowing that “the
such-and-such tribe has a legend
about such-and-such a creature, which
says that the creature can be destroyed
by this or that.” This skill use should
not be confused with the Legend/Lore
skill. Each use of Anthropology/Archae-
ology skill requires a specific skill
check, with results taken from the
Knowledge or Research Results Keys.

Antiques: Base = (PCN+LUCK)--2.
Research skill. Specific check. Char-
acters using this skill can identify
antique items such as jewelry, furn-
iture, clothing, household objects,
and other common things. Use of the
skill requires a specific skill check.
The type of information obtained
includes the place and date the object
was created, and whether the object is
typical or unique in some way.

Art Criticism: Base = (PCN+WPR)+2.
Research skill. Specific check. Char-
acters can use this skill to determine
the age and probable place or origin
of paintings, statues, musical comp-
ositions, illuminated manuscripts,
and architectural plans. The character
can often determine the name of the
artist and detect attempts at fraud.
Each use of the skill requires a specific
skill check, following an examination
of the object in question. Results are
read as appropriate from the Know-
ledge or Research Results Keys.

Biology: Base = (PCN+WPR)-2,
Research skill. Specific check. Char-
acters can use this skill to identify,
classify, and know major character-
istics of plants and animals, predict
normal animal behavior, and have
practical knowledge of the uses to
which plants and animal products
may be put. Each use of the skill
requires a specific skill check; results
are read as appropriate from the
Knowledge and Research Results Keys.

Geography/Cartography: Base =
(PCN+WPR)-=2. Research skill. Specific
check. Use of this skill enables a char-
acter to have immediate knowledge
or obtain research concerning the
land, major terrain features, normal

weather, native crops and animals,
means of travel, and general cultural
level of an area. The skill can also be
used to read maps of any complexity.
Use requires a specific skill check;
results are read as appropriate from the
Knowledge and Research Results Keys.

History: Base = (PCN+WPR)=-2.
Research skill. Specific check. History
is the study of the story of man, from
the earliest civilizations to the present.
In the game, historical knowledge
includes knowledge of specific events
and famous individuals, the major
beliefs of major civilizations, the pat-
terns of daily life, and the develop-
mentsin politics, science, technology,
education, religion, and other factors
that influence or change life from era
to era. Historians can evaluate docu-
ments from the past, determining
how accurate and authentic they are
{(when these documents deal with the
Known World). Each use of the skill
requires a specific check; results are
read as appropriate from the Know-
ledge and Research Results Keys.

Hypnotism: Base = (PCN+PER)-2.
General check. Use of this skill enables
acharacter to hypnotize another nor-
mal, living human character. The
character to be hypnotized must agree
and go along with the hypnosis attempt;
no character can ever be hypnotized
against his or her will. A hypnotized
character is under the direct control
of the character using the hypnotism
skill. This character can cause the
hypnotized character to:

1. Remember anything which has
happened at any time in their life.
This use of the skill is a counter to the
Steal Memory discipline of the Evil
Way (see the Horrors from the Unknown
booklet). Upon awakening, hypno-
tized characters forget what they
remembered during hypnosis;

2. Act as though he or she feels, or
does not feel, any specific emotion or
pain;

3. Reveal the name (if known) and
general nature of any creature using
the Influence discipline of the Evil
Way (see the Horrors from the Unknown
booklet) againstthe hypnotized char-
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acter. If the CM chooses, the hypnotist
may contact the creature using the
Influence discipline through the mind
of the hypnotized character. The
creature itself, however, will not be
hypnotized;

4. Act upon a suggestion planted
during hypnosis which can be trig-
gered by a later event. For example, a
hypnotist may suggest to a character
that whén he next encounters a partic-
ularcreature, he will report the sighting
to the nearest S.A.V.E. headquarters
immediately. The hypnotist should
never use the suggestion to endanger
or humiliate a character;

5. Forget some specific event.

Hypnotism can never, under any circum-
stances, force a character to do something
that he or she would find unethical or
self-destructive. S.A.V.E. regards hyp-
nosis as a weapon to be used against
the creatures of the Unknown. Any
player character who abuses this skill
will be dismissed from S.A.V.E.

Investigation: Base = (PCN+WPR+-
LUCK)-3. Specific check. A character
using this skill has practical know-
ledge of the techniques commonly
used by police and detectives to con-
duct normal investigations. This
knowledge includes only the tech-
niques common to the time of the
adventure scenario: for example, if
the scenario takes place before 1925,
use of fingerprints to identify culprits
would not be known. After 1925, a
character using this skill can dust for
fingerprints and check those printsin
police records (assuming those records
could be made available!). Use of this
skill requires that the character state
the general topic under investigation:
for example, the way a crime was
committed, the possible motive of a
suspect, or the presence of witnesses.
Then the CM rolls a secret specific
skill check for the character, reading
the results as follows:

Failure = The character wastes 12
hours and fails to learn anything
significant.

L = Limited success. The character
learns one major fact or finds one major
witness in 1d10 hours of investigation.



M = Moderate success. The char-
acter can uncover two major facts or
witnesses in 1d10 hours.

H = High success. The character
can uncover three major facts or
witnesses in 1-5 hours of investigation
(1d10-+2, round up).

C = Complete success. The character
can uncover four or more (CM’s judge-
ment) major facts or witnesses, and
many details as well, in 1-5 hours.

Use this same results key to deter-
mine the results of specific investigative
techniques the character may think
to use, such as fingerprinting a room
or tracing license plates. The result
key can indicate the number of impor-
tant facts discovered, if, of course,
there are facts to be discovered! This
skill is of little use in finding out the
nature of creatures from the Unknown,
and cannot be used as a substitute for
Legend/Lore. It can be very valuable,
however, in piecing together NPC
movements, determining when events
took place, or what witnesses saw (or
think they saw).

The CM should never reveal the
results of the check rolled for this skill
until the investigator has spent the
indicated amount of time. This investi-
gation time may be interrupted, but
must be spent before the character
gets any results at all. Of course, any
success result assumes that some suc-
cess is possible; no witnesses can
testify or give evidence if there were
no witnesses to the event!

Journalism: Base = (PER+WPR+
LUCK)+3. Research skill. General and
specific checks. A character using this
skill can know about contemporary
events as they would be reported in
the major news media of the period of
the adventure scenario; he also can
conduct research in the files of news
media of all types. This knowledge
can save player characters a great
deal of time; for example, a character
who has Journalism skill uses his or
her skill score as a percent chance to
know the names of key officials in a
foreign government, or the details of
some recent mysterious event as
reported in the press. Using the skill in
this way requires only a general check.

Using this skill also gives the char-
acter at least a loose affiliation with
some newspaper or news organization
(including TV or radio, when existing).
The character also receives the proper
press credentials. A character who
shows his press credentials gains a
+10 modifier to Personality when
dealing with law enforcement officials,
political figures, and the like.

Finally, this skill can be used in a
manner similar to Investigation, but
only to conduct interviews with local
people concerning recent mysterious
happenings. These interviews require
a specific skill check, and produce the
same results as those given under Inves-

tigation. However, the time required

to get results doubles in all cases,
because characters must talk to dozens
of people to gain useful information.

To add flavor to the game, player
characters who have this skill can
also use their skill score as a base
percentchance to have their adventures
published as-a novel, or as an article
in some magazine, journal, or news-
paper (provided S.AV.E.'s rules of
secrecy are not violated). Of course no
important NPC will believe these
accounts!

Language, Contemporary: Base =
(PCN+WPR)-+2. Specific check. Char-
acters who wish to read, write, speak,
or converse in any language other
than their native tongue need this
skill. Each specific contemporary lan-
guage counts as a separate skill. For
example, a character who has skill in
Spanish and French has two Contem-
porary Language skills. The character
may choose any specific language,
but should note the chosen language
on his or her character sheet.

A character who has any rank in
this skill does not need to make a dice
roll to carry on a normal conversation
in the language, nor is any check
required to read a newspaper or simple
popular novel, etc. A specific check is
required for any conversations invol-
vingtechnical subjects(especially the
Unknown), or for reading, writing, or
conversing in a dialect or non-contem-
porary form of the language. For
example, a character with German
language skill could get along almost
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anywhere in Germany without making
a check, but would still have great
difficulty even with a simple conver-
sation in sections of Austria where the
language is pronounced differently
from “standard” German. This skill
does not enable a character to read,
write, or converse in any ancient form
of the language. As a rule of thumb,
the CM should assume that manu-
scripts more than 500 years old are
written in an ancient form. Forexample,
Shakespeare’s plays are barely 400
years old, and most contemporary
speakers of English need a glossary to
read them with understanding.

When rolling specific checks for
Contemporary Language skills, inter-
pret the results according to the fol-
lowing key:

L = Limited understanding. The
character can pick out less than ¥ of
the words in the document or conver-
sation, and gains only a few, single
words as clues to the meaning.

M = Medium understanding. The
character recognizes about % of the
words or phrases in the document or
conversation, and can understand
bits and pieces—a few sentences and
phrases.

H = High understanding. The char-
acter recognizes % of the words or
phrases being used and gains a general
understanding of the topic discussed
and the speakers’ attitude toward it.
The character does not understand
details and specific points.

C = Comprehensive understanding.
The character fully understands and
can translate the language being used.

Language, Ancient: Base = (PCN+
WPR)-+2. Specific check. Characters
who have this skill can automatically
read and translate Latin, Greek,
Egyptian hieroglyphics, and Hebrew;
no percent roll is needed. In addition,
the skilled character can often tran-
slate obscure ancient writings. Initial
attempts to read an unknown ancient
language on sight are resolved by
rolling a specific skill check and con-
sulting the language skill results given
above under Language, Contemporary.



If the character fails this on-sight
translation, he or she must study the
results for eight hours in order to try
the translation again.

Legend/Lore: Base =(PCN+WPR)=2.
Research skill. Specific check. Char-
acters cannot have this skill unless
they rank high in History and Anthro-
pology/Archaeology; they must have
Teacher rank in one and Master rank
in the other.

Legend/lore enables a character to
have the same immediate information
and research capability concerning
myths, legends, and folklore that
Anthropology/Archaeology provides.
However, Legend/Lore is much more
powerful, for it also allows a char-
acter to determine how much of a
given legend, myth, or piece of lore
contains actual factual material about
creatures from the Unknown or prac-
tices of the Evil Way. In essence, this
skill enables the character to “see
through” the legend to the kernel of
truth behind it, if there is any truth
behind it at all. Each use of this skill
requires a specific check, either for
immediate knowledge or research.
The results of research, however, are
modified as follows:

Failure = The character cannot
determine how much of the legend is
fact.

L = Limited success. The character
can determine one definite factin the
legend.

M = Moderate success. The char-
acter can determine two definite facts
from the legend, or one definite fact
plus the knowledge that one specific
major part of the legend is false.

H = High success. The character
can determine three definite facts
from the legend, or two definite facts
plus the knowledge that one specific
major part of the legend is false.

C = Complete success. The char-
acter can determine exactly what is
true and false in the entire legend.

The CM will have to create legends
for his or her adventure; these legends
should have both true and false infor-
mation. When interpreting these
results, the CM should concern him-

self with major facts or aspects of a
legend. He should not count unimpor-
tant details among the definite facts
learned by use of the skill.

Mechanics: Base = (PCN+DEX)—2.
Specific check. Use of this skill lets a
character repair machinery and
mechanical devices as complex as an
automobile. The character can also
make minor repairs on complex items,
including simple electronics. He or
she can build simple devices like pulley
assemblies or simple traps, if materials
are available. Each use requires a spec-
ific check on the following key:

Failure = The character wastes
1d10 hours and is unable to repair or
make the desired device.

L = Limited success. The repair or
construction takes 1d10 hours to com-
plete, and the device functions properly
for an additional 2d10 hours (in the
case of most machinery) or for 1 use
(in the case of constructed traps, or
mechanisms triggered or sprung in
some way).
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M = Moderate success. The repair or
construction takes 1-5 hours (1d10--2,
rounded up). The device functions pro-
perly for 3d10 hours or for 1-5 uses.

H = High success. The repair or
construction takes 1-5 hours. The
device functions properly for 2d10x2
hours of use or for 1d10 uses.

C = Complete success. The repair or
construction takes only 3d10x2 minutes.
The device is completely repaired. A
constructed device works normally
for as long as desired.

The CM must use his judgement in
limiting the types of devices which
can be built, and deciding the time it
takes to repair a device. Some simple
repairs require at most a few minutes
and may not even require Mechanic
skill at all; for example, any player
character should be able to change a
lightbulb or change a flat tire. The
results given in the key above are
general guidelines for the CM, not
hard and fast rules.



Medicine: - Base = (PCN+WPR+
PER+LUCK)+4. Genergl. check. A
character who has this skill is a
medical doctor—a vital member in
any group of PCs! This skill enables
the character to do the following:

1. Treat wounds—no skill check
needed.

2. Diagnose and treat diseases—
general skill check required to succeed.

3. Diagnose and provide antidotes
for poisons—general skill check
required.

4. Promote healing of Stamina lost
to wounds at double the normal rate
(as explained in PART IV)—no skill
check required.

5. Determine whether characters
are dead or alive, and determine the
approximate time and cause of death
if within one full week—general skill
check required. Not to be confused
with the skill Police Forensic
Pathology.

In addition, characters with Teacher
rank in Medicine can acquire the
skill Psychiatry, and characters with
Master rank in Medicine can acquire
Police Forensic Pathology.

Modeling: Base = (PER+WPR+
LUCK)-+3. General and specific
checks. Characters can use this skill
in a variety of ways to improve their
chances at interacting with NPCs,
The skill represents not only modeling,
but skill in improving one’s own
appearance and that of others, good
taste in clothing, knowledge of proper,
polite behavior in formal settings,
and the general ability to be socially
charming. Specific game uses of the
skill are:

1. The character may use this skill
score rather than the Personality Basic
Ability score when rolling reaction
checks for NPCs (see PART V).

2. A character who has this skill can
make a general skill check to obtain
appointments or interviews with
important NPCs whom the party
could not otherwise normally contact.
These NPCs include celebrities, heads
of state, and important NPCs as
defined below.

3. The character may make a spec-
ific check against this score to deter-
mine the reaction ‘of a group of
important NPCs to the party as a
whole, if the character using this skill
acts as a “spokesman” for the party.
This check is used to determine initial
reactions and general attitudes only.
This check can replace any previous
attitude determined by a situation
check as described in PART V. When
making such a check, results are inter-
preted according to the following key:

Failure = Use the normal situation
and reaction check process in PART
V instead.

L = Limited success. The group finds
the party of characters, and especially
the character using this skill, to be
charming and pleasant, but exercises
normal caution in dealing with them.

M = Moderate success. The group
finds the character and the party
charming, and agrees or cooperates
with any normal requests that don’t
seem illegal or unusual.

H = High success. The group finds

- thecharacter and the party charming,

and goes out of the way to take actions
that are helpful to them, provided such
actions are not unusual or illegal.

C = Complete success: The group
will “bend the rules” to do anything
they can, short of obvious lawbreaking,
to help the character and the party.
For purposes of using this skill, “impor-
tant” NPCs hold high political power,
control great wealth, head major
companies, etc.

Photography: Base = (PCN+
DEX)-+2. General and specific checks.
This skill has two major uses:

1. A character who has this skill can
take photographs or make films.
These photos and films will be of
great value to S.A.V.E., but of course
will be proclaimed fakes by the rest of
the world if they involve creatures
from the Unknown or uses of the Evil
Way. Such photos often provide
important clues, however, to PCswho
study them. Using the skill to take
photos or make films requires only a
general skill check. Failure means
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that the character did something
wrong: the lighting was wrong, the
development process used wasn't cor-
rect, etc.

2. The skill can provide immediate
knowledge of how a given photograph
was taken, approximately how old it
is, what type of camera, film, and
print paper was used—plus whether
the photo or film incorporates fake
special effects or is actually a genuine
photo or film of some remarkable
occurrence. This use of Photography
skill requires a specific check, which
isread just like an information check
for a research skill. Use the Knowledge
Results Key.

Police Forensic Pathology: Base =
(PCN+WPR~+PER+LUCK)+4.
Research skill. Specific check. A char-
acter must have Medicine skill at
Master level before acquiring Student
level in this skill.

A character can use this skill to
perform an autopsy on a body and
determine the physical cause of death,
if any. The character can also recog-
nize any physical evidence which
may be left on the body concerning
the murder or death. The skill can be
used both for immediate knowledge
after a mere ten minutes spent exam-
ining the body, usually on the site,
and as a research skill for the actual
autopsy. When the skill is used for
research, the research check deter-
mines how much information the
autopsyyields, as well asthe howlong
the autopsy takes.

The following evidence might come
from an autopsy: the time of death; an
unusual chemical in a character’s
bloodstream; wounds too small to be
seen by the naked eye; microscopic
bits of cloth or thread on the body
which did not come from the victim’s
own clothing; whether or not the
body was moved after death (and how
long after death); the nature of any
blows or weapons used against the
person before or after death, and the
general direction from which they
were struck. This skill may determine
that the cause of death is “unknown”:
a sure clue that “the Unknown” is
involved!



Psychiatry: Base = (PCN+WPR+
PER+LUCK)~+4. General check. A
character must have Medicine skill at
Teacher rank before acquiring Student
rank in this skill.

This skill can be used to diagnose
NPCs who are apparently insane—
telling wild stories, hallucinating, or
simply babbling what seems to be
nonsense. The psychiatrist must spend
1-5 hours (1d10+2, round up) with
the “insane” character in order to
make a general check, which the CM
rolls secretly. If the psychiatrist fails
the check, he sees no evidence that
the patient is anything but insane.
Success in the check reveals whether
the NPC has had contactwith orbeen
affected by a creature from the
Unknown, or is just insane, or both.

If a player character has this skill,
the CM can flavor the plotof the adven-
ture by creating a madman or two:
whether completely insane or terrified
by some evil from the Unknown.

Outdoor Survival: Base = (PCN+
WPR+LUCK)~3. Specific check. Using
this skill, a character can find fresh
food and water in hostile environ-
ments, avoid poisonous or spoiled
foods outdoors, construct primitive
shelters, make fires and take other
steps to avoid freezing, and perform
other tasks involved with surviving
outdoors when normal supplies and
comforts are gone. Use requires a
specific skill check, interpreted as
follows:

Failure = The skilled character and
all with him suffer full exposure
damage (see PART IV).

L = Limited success. The skilled
character finds enough food, water, and
shelter for one character for one day.

M = Moderate success. The skilled
character finds enough food, water,
and shelterto serve two characters for
one day.

H = High success. The skilled char-
acter finds enough food, water, and
shelter to serve four characters for
one day.

C = Complete success. The skilled
character finds enough food, water,
and shelter to serve all members of
the party for one day.

Roll a specific check for this skill no
more than once per day.

Tracking: Base = (PCN+LUCK)--2.
Specific check. Use of this skill lets a
character follow the tracks or trail of
an animal or creature outdoors, if, of
course (in the case of creatures), there
is a trail to follow. The skill requires a
specific check when the tracking
begins, and a new specific check each
time the trail is interrupted, as
explained below:

Failure = The character cannot
pick up the trail; the trail is covered,
or else carefully and cleverly hidden.

L = Limited success. The character
can follow the trail for up to 1 mile, at
which point the trail is interrupted. If
the character searches for an inter-
rupted trail, he will find it again in
1d10 hours.

M = Medium success. The character
can follow the trail forup to 2 miles, at
which point the trail is interrupted. If
the character searches for an interrupted
trail, he will find it again in 1-5 hours.

H = High success. The character
can follow the trail for up to 10 miles,
atwhich point the trail is interrupted.
If a character searches for an inter-
rupted trail, he will find it again in
1d10 minutes.

C = Complete success. Despite bad
weather and any clever efforts by the
animal or creature, the character can
follow the trail to its ultimate end.

The CM should roll these checks and
give the results to the tracking char-
acteronly as they occur. Rain or other
bad weather may, if the CM judges,
cancel any successful result except a
“C:’

COMMON SKILLS

Common skills include skills that
don’t fit in any other category, but all
of them can be very useful to a party!
Each common skill has its own
special results key, in case special
checks are needed.

Disguise: Base = (PER+DEX)-+2.
Specific check. A skilled character can
use make-up, clever masks, and other
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techniques to disguise himself as
someone else. The skill does not
include acting ability, but can be very
powerfully combined with Acting
skill! A character using Disguise can
pass for another specific person, if he
doesn’t have to say more than a few
words. Any extensive impersonation
involving conversation or speech
making requires Acting skill as well
as Disguise. Use of this skill requires
a specific check interpreted as follows:

Failure = The disguise fails com-
pletely: perhapsthe make-up or mask
has started to melt, the wig has slipped,
the phoney moustache hangs askew,
or someone has simply seen through
the disguise. The CM should not
reveal failure results until the disguised
character has been noticed as an
imposter by an NPC.

L = Limited success. The character
is disguised well enough to pass for
another person, but observers have
some doubts and are allowed a general
Perception check to see through the
disguise.

M = Moderate success. Same as “L”
result, but the Perception check is
made with a -20 modifier.

H = High success. Same as “M”
result, but the Perception check is
made with a -40 modifier.

C = Complete success. The disguise
is completely successful, fooling all
observers.

The CM should make a new check at
least once every four hours while a
character continues to use Disguise.
The CM should roll these checks
secretly, only informing the character
of the results as they become obvious
during play.

Explosives: Base = (PCN+DEX)+2.
Specific check. This skill allows a char-
acter to handle, transport and use
materials such as black powder, dyna-
mite, nitroglycerin, and other common
explosives safely. Characters will
usually use explosives for demolitions,
for gaining access to caved-in caverns
or mine shafts, or for other similar
uses. Explosives should not be used
as a common weapon; doing so may
result in the gravest possible legal



consequences for the PCs! Each
demolition set by a skilled character
demands a specific check. All explo-
sions create catastrophic damage
within a radius of the blast (see PART
IV); the skilled character must specify
exactly the radius and any special
effect he desires before the skill check
is rolled. Interpret results according
to the following key:

Failure = One of two outcomes,
depending upon dice rolls. A roll of
01-50 indicates thatthe charge simply
does not go off; the charge should be
considered unstable—it may go off
any round after attempted detonation
(10% chance per round, rolled secretly
by the CM). A roll of 51-00 indicates
that the charge goes off, but that much
too much explosive has been used.
PCs within 150 feet of the blast suffer
catastrophic damage, as explained in
Part IV. Other negative effects might
include damage to neighboring
buildings, fires started by the explosion,
making a cave-in worse instead of
better—all at the CM’s judgement.

L = Limited success. The explosion
goes off as planned, but too much
explosive was used. The radius of the
area subjected to catastrophic damage
is extended 100 feet.

M = Moderate success. The explosion
goes off as planned, but the radius of
the area subjected to catastrophic
damage is 50 ft. greater than intended.

H = High success. The explosion
goes off as planned, and the radius of
the area subjected to catastrophic
damage is 25 ft. greater than intended.

C = Complete success. The explosion
goes off as planned, and creates exactly
the desired effect.

Filching: Base = (PCN+DEX)-+2.
Specific check. A skilled “filcher” can
pick pockets, snatch a small object
from a table or mantle without anyone
noticing—and do other sneaky things.
S.A.V.E. forbids Filching unless its
use furthers a crucial investigation,
helps save lives, or accomplishes some
other task needed for the good of
mankind. Use of the skill requires a
specific skill check. When a character
uses the skill to remove an item which is
held, carried by, or in the pocket of an
NPC, read the results column that lies

below the Perception score of the NPC.
In all other cases, just make the usual
check, consulting column 3. Results
of checks for this skill are:

Failure = The character is seen
attempting to take the item, or the
pickpocket victim notices the attempt
and grabs the item, along with the
pickpocket’s hand.

L = Limited success. The character
takes the item, but NPCs notice it
missing within 1d10 minutes. All
involved NPCs immediately suspect
the character.

M = Moderate success. The char-
acter takes the item, but NPCs notice
it missing within 2d10 minutes. All
involved NPCs immediately suspect
the character.

H = High success. The character
takes the item, but NPCs notice it
missing in 3d10 minutes. The char-
acter is not a suspect.

C = Complete success. The char-
acter takes the item; it won’t be missed
for 1d10 hours unless circumstances
of play dictate otherwise. The character
is not a suspect.

The above results are guidelines for
the CM; he or she must interpret
specific results to suit the situation in
the game.

Gambling: Base = (PCN+LUCK)-+2.
Specific check. This skill can be used
by PCs in situations where gambling
is appropriate or useful, especially to
gather information; S.A.V.E. knows
that creatures from the Unknown
sometimes seek the aid of criminals
to accomplish their objectives, and
those who can take human form are
often attracted to places that promote
vices such as gambling. The skill is
intended to lessen a character’s gam-
bling loss, not to promote gambling
as a means to increase wealth in the
game. Remember, wealth is largely
irrelevant in a CHILL™ Game!

A skilled character who wishes to
gamble must declare the amount of
the stakes he or she will risk. Stakes
must be declared in $10’s, $100’s or
$1,000’s (or the equivalent in the cur-
rency of the adventure’s setting). The
character must then make a specific
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check for each 30 minutes (or shorter
period) spent gambling. The results
of this specific check are interpreted
as follows:

Failure = The character loses 10
times the stated stakes.

L = Limited success. The character
loses only 5 times the stated stakes.

M = Moderate success. The character
wins 2 times the stakes.

H = High success. The character
wins 5 times the stakes.

C = Complete success. The character
wins 10 times the stakes.

Graphology/Forgery: Base = (PCN+
DEX)—2. Specific check. A skilled char-
acter can compare two or more samples
of handwriting and determine whether
they were written by the same person.
In addition, the character might obtain
additional information as detailed in
the results key below. Furthermore,
the character can forge the handwriting
of the person whose sample he studies.
Each use of the skill requires a specific
check. Use of the skill to obtain infor-
mation requires 3d10 minutes of game
time before the check is made; use of
the skill for forgery requires 1d10
hours before the check is made. Skill
checks are interpreted as follows:

Failure = The character learns
nothing from the handwriting; any
forgery attempt is so bad thatitdoesn’t
fool anyone.

L = Limited success. The character
can determine if the handwriting
sample is genuine or a forgery. If the
character attempts a forgery, those
who read the forged document must
make a general Perception check to
detect the forgery.

M = Moderate success. The char-
acter can determine whether a docu-
ment is genuine or forged, and can
further determine the age of the writer
within 10 years and the sex of the
writer. If the character attempts a
forgery, those who read the forged
document are allowed a general Per-
ception check with a -20 modifier to
detect the forgery.

H = High success. Same as an “M”
result, but the character can also
determine the writer’s general state of



- i g

v

mind at the time the document was
written; for example, the character
would know if the writer was calm,
excited, angry, afraid, tense, or ex-
hausted at the time he wrote the docu-
ment, If the character attempts a forgery,
those who read the document must
make a general Perception check with
a -40 modifier to detect the forgery.

C = Complete success. The character
can determine everything included in
the “H” result, and form a general
idea about the personality of the writer;
forexample, the character could tell if
the writer was usually a calm, gentle,
kind person, a tense person who was
extremely busy, or an evil person filled
with hatred. If the character attempts
a forgery, the forgery is a complete
success.

Other characters who have Graph-
ology/Forgery skill can always detect
a skilled character’s forgery by suc-
cessful use of the skill.

Lockpicking: Base = (PCN+DEX)+2.
General check. The skilled character
can pick and open locks and simple
safes using combinations or keys.
Use of the skill requires only a general
check. Failure indicates that the char-
acter cannotopen that particularlock
until he or she has increased his or
her rank in this skill.

Long-Distance Running: Base =
current STA. No player character can
run longer than 30 minutes without
this skill.

The skill does not require a skill
check: instead, find the range of scores
containing the character's Long-
distance running score at the top of
the CHILL™ Action Table (the score
equals current Stamina plus modi-
fiers). The column number below
equals the number of hours the char-
acter can keep running and the speed
in miles per hour which the character
can run for that amount of time. To
find out how the character can run,
just square the column number
(multiply the column number by
itself). For example, a character whose
running skill scoreis 73 could run ata
speed of 5 miles per hour for 5 hours,
covering a total of 25 miles.

A character who has run the
maximum number hours allowed by
his or her skill score cannot run any
further (except for short runs during
combat) until he or she gets a good
eight hours’ sleep.

Swimming: Base = current Stamina.
Swimming skill enables a character
to swim long distances. Characters do
not need to have Swimming skill in
order to swim distances up to one
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mile, although longer distances require
it. Swimming does not require a skill
check: locate the character’s Swimming
skill score'in the ranges of numbers at
the top of the columns on the CHILL™
Action Table. Find the number of the
column beneath the score and multiply
by three. The result equals the number
of miles the character can swim in 24
hours, if no storms or strong opposing
currents hamper his progress.

Characters cannot swim for more
than 24 hours without rest; those
forced to do so must make a Luck
check. A successful Luck check
indicates that the character finds some
means of support (for example, a
floating board or log). Failure means
the character can only float or drift
for an additional 24 hours. At the end
of this period, the character must
make a successful Luck check Suc-
cess indicates the character finds a
floating object or drifts ashore; failure
indicates the character drowns. Char-
acters need at least eight hours of rest
on land before attempting a second
long-distance swim.



PART IV: CHARACTERS IN ACTION_____

Now it’s time for the basics: the char-
acters are all dressed up in their new

skills, and they have someplace par-

ticularly nasty to go, right? So here,
the hardy (or should I say the fool-
hardy?) will learn the basics of fime,
rounds, combat, and healing—the
backbone of the entire CHILL™ game.
The CM should be thoroughly familiar
with these four basic concepts; players
will be very concerned with them all
(especially. . .healing, Heh, heh, heh).

GAME TIME

Just as time passes for people in the
real world, so it passes for characters
in the world of a CHILL game. The
CM must keep track of two different
kinds of time: real time and game
time. The time that passes in the real
world for the players and the CM is
real time. The time that passes for the
characters in the game is called game
time.

Quite often, the amount of real
time that passes is different from the
amount of game time that passes. Let’s
say a party of characters encounters a
vampire and a few zombies. It might
take 30 minutes of real time for the
players to make a battle plan and put
the plan into action. But only a few
minutes of game time pass for the
characters during the fight An
encounter that takes half an hour to
resolve in real time might represent
only a few minutes (or seconds) of
game time.

The CM controls the passage of
game time, depending upon what the
characters are doing. When characters
are involved in typical things like
travelling, research, and so forth, game
time passes quickly. When they are
searching a room, fighting a creature,
or vainly struggling to escape from it
(accidents do happen, and sometimes
to the nicest people), game time passes
more slowly.

It's usually best for the CM to
handle game time in day-long sections,
assumingthe characters aren’tinvolved
in an activity requiring precise mea-
surement of time (such as combat).
Generally, characters should be allowed
only two or three major activities (such
as travelling to a distant location or

researching a particular problem).
- during a twelve-hour period.. If they
are allowed more than this, the pace
of the game may be too slow to hold ..

the interest of some players. -

Given these guidelines, it becomes’. -
easy to- keep track of evénts in-an
adventure, from gaming session to -

gamingsession. For example, theCM

might start a session by saying, “The

last time we played, it was Thursday
night in game time. Your party had
just defeated three zombies. Well,
nowit'sFriday morning. What doyou
want your characters to do today?”

Time and Distance Guidelines

Players will find many occasions to

travel lengthy distances. Quite often,

their travel time has a bearing on the
outcome of the adventure. The table
below provides some guidelines on
normal travel times. Use travel tables

only when the distance is considerable;

~don’t use them to determine move-

ment - during combat. Movement

durmg combat is discussed in

“Combat Procedure.”

Remeémber that travel often. &takes
longer than indicated on the chart
below. Players may run into délays
purchasing tickets, missing scheduled
departutes, finding fuel, etc.

Both weather and terrain may affect
travel times (there’s nothing more fun
than driving through a dense fog, is

= there?). The CM controls the weather

as he or she chooses. Terrain is
determined by the place where the
characters decide to journey (you
can’t put mountains in Nebraska).
Use common sense when dealing
with potential difficulties affecting
travel. For example, in a dense fog, a
car might travel at a very slow rate,
while a plane would be grounded due
to limited visibility.

NORMAL TRAVEL TIMES

Method M.P.H. Miles/Day Comments

Walking 3 24 Assumes 8 hours/day
with time for rest each
day

Running ——see skills——

Horseback 5 40 Assumes § hours/day

Horse Carriage 2-5 30 Assumes decent roads

Tramp Steamer 10 240 Assumes  continuous
travel; speeds vary from
1—12 miles per hour

Modern Ships 12 280 Assumes  continuous
travel; speeds vary from
1—20 miles per hour,
with 8—15 miles per hour
being average

Modern Cars 50 400 Assumes good roads and
8 hours travel. Two or
more characters can drive
continuously.

Small airplane 100 800 Assumes 8 hours with
refueling available

Commercial planes:

Prop planes 250 2000 Maximum nonstop flight
Jet liners 500 4000 Maximum nonstop flight
Supersonic 2000 8000 Maximum nonstop flight
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The tables below outline possible
modifications to travel times according
to the terrain and weather. Weather
and terrain effects are cumulative; if
travel time is doubled due to bad
weather and tripled due to terrain, the
trip will take five times as long.

ROUNDS

When the characters meet a creature,
search an area containing a creature,
or do anything else that requires
careful measurement of game time,
the CM must use a precise unit of
game time. This unit is called the
round.

A round of game time equals 5 seconds
of time for the characters. You must use
rounds when the characters are fighting
something. You must also use rounds
when they flee from a fight, whether
it’s potential or already in progress.

One minute equals 12 rounds. When
the characters are doing something
that requires precise measurement of
game time, but is not either a fight or
potentially a fight, use minutes to
measure game time. For example, if
the characters are trying to follow a
creature to its lair (or doing some
other foolish thing), you might use
minutes until they actually confront
the creature. :

Shift from minutes to rounds as the
situation demands during play.

SEQUENCE OF PLAY
DURING A ROUND

A lot of things can happen in five
seconds of a CHILL game (most of
them delightfully horrible): terrorized
characters flee their companions’
sides, others stand frozen in surprise,
and a few fire their weapons. Char-
acters, animals, and creatures “call
shots,” declaring the effect they want
their attack to have. Everyone quakes
in the face of the Unknown, and crea-
tures use the Evil Way, their partic-
ularly nasty form of the Art. The
Sequence of Play controls the order in
which all these things occur.

If you faithfully follow the Sequence
of Play, you will be able to determine
the outcome of each action in the
round quickly. Additionally, the

WEATHER AND TRAVEL TIME

Weather Type

Heavy Rains

Heavy Snow (6” or more)

Blizzard Conditions

Dense Fog

players will focus their attention on
the ghastly situation they face, instead
of worrying about rules questions.

Sequence of Play

All activities during a round must
occur in this order:

1. CM Declaration: As CM, use
common sense and game circum-
stances to determine the actions of
creatures, animals, and NPCs under
your control. Then state out loud any
physical actions players can see.
Remember to declare any “called
shots” (called shots are explained
below, under the section on combat
procedure). Roll situation or reaction
checks (see PART V) to determine
what a creature, animal, or NPC will
do, if its behavior is in doubt.

Do not declare any actions the players
cannot see or otherwise sense, especially
a creature’s use of the Evil Way. If a
creature is going to use the Evil Way
during the round, make a note of this
fact, but do not reveal it to the players.
A good CM will not take advantage of
this situation to change a creature or
animal’s intended = action later in
the round. :
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Effect on Travel

Double travel time while rains
continue; affects most ground vehicles,
but not aircraft

Triple travel time while the snow is
falling; double travel time while snow
ison the ground unless the characters
have special equipment for travelling
on snow

Normal travel not possible; characters
outdoors may suffer damage from
exposure to cold and winds; aircraft
grounded

Most normal travel not possible; foot
or vehicle travel time is quadrupled;
aircraft not in flight grounded

2. PC Declaration: The players
now declare all actions (including
resting, treating wounds, or...running
away) that their characters will take
during the round. Players controlling
NPCs also announce the actions of
the NPCs. “Called shots” must be
declared during this step.

Once a player declares an action, it
cannot be changed later in the round.
A character may be unable to com-
plete an action because of a combat
result, but any declared action must
be attempted-if at all possible.

Characters allowed multiple attacks
need only declare the first attack. The
following attacks, and “called shots”
for those attacks, may be declared
after the results of the prior attack are
determined.

3. Initiative: Simply put, initiative
means “who gets to go first”’—in this
case, it can mean which side gets to go
first. The CM rolls 1d10 for the crea-
ture(s) opposing the PCs. One player
(chosen by the other players) rolls
1d10 for the party. The side rolling the
highest number wins initiative for the
round. (If both sides. roll the same
number, roll again.) In the steps that
follow, the side winning initiative is
called Side A. The side which lost
initiative is called Side B.



Certain creatures always win initia-
tive, and certain creatures always lose
initiative (see Creature Descriptions).
In these cases, the CM can simply
declare who has initiative without
requiring any die rolls.

4, Side A Uses Art: Side A—the
side thatwon initiative—now resolves
all uses of the Art (or the Evil Way)
that it declared (or noted) in the
beginning of the round. This occurs
in any order the CM wishes. Should
any dispute arise about which char-
acter (or creature) can use the Art (or
the Evil Way) first, the CM may
declare that the character (or creature)
with the highest Willpower score
resolves its use of the Art first. A
simple die roll can be used to resolve
any ties. Results of Art (or Evil Way)
use are applied immediately, including
any damage or wounds caused. Players
record any damage and wounds to their
characters on the character sheets.

PCs using the Art are prohibited from
any other action this round. Creatures
allowed multiple attacks can use the
Evil Way and make other attacks in
the same round.

5. Side A Fires Missiles: Side A
resolves any missile attacks it declared.
Missile attacks are resolved one at a
time in any order the CM wishes.
Again, in case of disagreement, resolve
attacks according to the highest
Willpower score.

Any character (or creature) with
multiple missile attacks should resolve
all its missile attacks at once, before
another character’s missile attacks
are resolved. A character or creature
on Side A may voluntarily hold back
one (and only one) missile attack for
use during “Side A Defensive Missile
Fire.” Wounds and damage are applied
and recorded immediately. (Wounds
and damage will be explained later.)

6. Side A Moves: Side A moves.
The counters or figures representing
Side A’s characters, animals, and/or
creatures are moved on the map or
table accordingly.

7. Side B Defensive Missile Fire:
Characters (or creatures) on Side B
who declared missile attacks this round
may make one (and only one) missile
attack each. This attack counts against
the number of missile attacks the

character (or creature) is allowed
during the round. Wounds and damage
are applied and recorded immediately.

8. Side A Melees: Melee is hand-
to-hand fighting, with or without
weapons (€.g., knives or clubs). Side A
resolves all of its declared melee
attacks in any order the CM wishes.
Again, disputes may be resolved by
having the highest Willpower score
go first. Each character, animal, or
creature resolves all of its melee attacks
before the next one begins. Wounds
and damage are applied and recorded
immediately.

9. Side B Uses the Art: Side B
repeats Step 4 above. (It is now the
active side, taking the place of Side
A)) Effects, wounds, and damage are
applied and recorded immediately.

10. Side B Fires Missiles: Side B
repeats Step 5 above. Any missile
attacks characters (or creatures) on
Side B made in Step 7 are counted
against the number of missile attacks
allowed in this step. Wounds and
damage are recorded immediately.

11. Side B Moves: Side B repeats
Step 6 above.

12. Side A Defensive Fire: Side A
repeats Step 7 above. A character (or
creature) on Side A may fire a missile
during this step only if it held back
one of its missile attacks during Step
5. Wounds and damage are recorded
immediately.

13. Side B Melees: Side B repeats
Step 8. It is the active side. Wounds
and damage are recorded immediately.

14, Stamina Loss and Recovery:
All players note any Stamina recov-
ered by rest. Any additional Stamina
loss required by wound results is rolled
and recorded. Other notes are made
as needed.
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Play continues with a new round, or
combat ends. Combat ends when all
the members of one side are killed,
unconscious, or driven off. When
combeat is over, play reverts to minutes
or days for keeping game time.

VISIBILITY

Several things can happen to change
a character’s declaration for a round:
one of these is obviously a combat
result that stops a declared move-
ment, attack, or use of the Art. Two
other situations can change a char-
acter’s declared action in a round:
fear checks and surprise checks. Both
of these situations depend largely
upon visibility.

Visibility refers to the distance a
character, animal, or creature can
see. Visibility is an important factor
in determining when certain checks
(such as fear and surprise) are neces-
sary, and when combat with missile
weapons Occurs.

Visibility depends upon the weather,
the terrain, and the availability of
light. Adverse weather conditions,
poor lighting, and certain types of
terrain all affect what the character
can see. The tables on the next page
provide a few guidelines for visibility,
but the CM’s judgement is final.

Visibility for Animals and Creatures.
Many animals depend upon senses
other than sight, such as hearing and
smell (they're also much more sensible

than humans, if you want this
Raven’s opinion!). Animals are not
always affected the same way as char-
acters. By the same token, they may
be affected by unseen things, such as
loud noises or overpowering odors.
The CM should use his or her discretion
in these matters.

Creatures from the Unknown do
not normally suffer the same restric-
tions of the senses that affect humans
and animals.. (They’re not afraid of
the dark!) In general, creatures can
see or sense normally under any
conditions.



LIGHT AND VISIBILITY

Light Source Range of Illumination or Visibility

Candle or Torch One room or 30 feet outdoors; illumin-
ation will be shadowy and flickering,
subject to being blown out by the wind
One room or up to 60 feet outdoors;
illumination will be steady but shadowy;
some lanterns may be hooded to
provide a beam of light; in this case
only the area to the front of the lantern
is illuminated

Lantern, oil

Campfire 30 foot radius outdoors

Flashlight A large flashlight with good batteries
will provide a beam of illumination to
75 feet

Auto lights Auto lights set on bright will provide a

(modern) loose beam of light to 300 feet

Moonlit night 300 feet outdoors

Cloudy or moon- 30 feet outdoors
less night
Unlit house, night 5 feet

TERRAIN AND TRAVEL TIME

Terrain Type Effect on Travel

Clear No effect on travel time

Moderate Double travel time

Heavy Triple travel time

Rough Quadruple travel time

Blocked Not passable without heavy
or special equipment

Notes:

Clear: Clear terrain includes areas such as good roads
and open plains.

Moderate: Moderate terrain includes bushlands, light
forests, broken or plowed fields, muddy ground, and poor
roads

Heavy: Heavy terrain includes full forests, hills, streams,

and deep muck

Blocked: Blocked terrain includes cliffsides, high

mountains, glaciers, deserts, and polar regions.

Rough: Rough terrain includes jungles, badlands,
mountains below the snow line, and swamps.
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WEATHER AND VISIBILITY

Type of Weather Effect on Visibility

Clear Visibility to horizon; human-sized
objects recognizable at 1 mile; indiv-
iduals at about 900 feet

Light Precipitation = Cuts range of light sources at night by
one-third

Heavy Precipitation Cuts range oflight sources at night by

two thirds; outdoor vision in normal
daylight is cut by one-half

Blizzard or Visibility cut to 45 feet in daylight, 10

Monsoon feet at night; light sources worthless
at night

Light Fog Outdoor daylight vision limited to
600 feet; night vision limited to 50 feet
regardless of light

Heavy Fog Outdoor daylight vision limited to
300 feet; night vision limited to 25 feet
regardless of light

Dense Fog All visibility cut to 5 feet

TERRAIN AND VISIBILITY

Type of Ground Cover Normal Visibility

Light Forest 300 feet

Full Forest 100 feet

Dense Forest 50 feet

Dense Jungle 10 feet

Notes:

Outdoors, terrain may affect visibility by blocking the
line of vision; characters can’t see through hills and
mountains, etc. In addition, vegetation may affect visi-
bility as shown above.

Under no circumstances will visibility ever drop below 5
feet. Visibility modifiers are not additive; if two or more
modifiers apply, use the modifier which results in the
smallest range of visibility.



Fields of Vision. Normally, a char-
acter can see anything directly in front
of him, as the accompanying diagrams
show. As the diagrams illustrate, a
character may turn during movement,
thus seeing something he or she could
not see before.

Characters can inform the CM that
they are “watching behind” as they
move, increasing their field of vision
to 360 degrees (full circle). Those who

do this are essentially moving ahead -

one or two steps, turning around and
looking, then moving ahead a few
more steps, etc. Characters watching
behind must deduct 10 feet from the
distance they can walk, and are not
allowed to run. Allow “watching
behind” only whén the characters
(not just the players) have reason to
keep a careful watch on their sur-
roundings. Use a general Perception
check to resolve any question about
whether a character has reason to keep
a careful watch on the environment.

CURRENT STAMINA
AND WILLPOWER

Stamina and Willpower are two special
Abilities: unlike the other six, they can
be depleted and regenerated during
game play.

For instance, when a character is
wounded during combat, he loses
Stamina (his Stamina score becomes
lower). And when a character is afraid,
he loses Willpower. In both cases, the
character may eventually regain the lost
points, but the Ability value will never
rise above his original base score.

The term “current” is used before
“Stamina” or “Willpower” to refer to

the up-to-date Ability score. Do not
confuse current values with the base

values for either Ability. Current

Stamina and Willpower do not affect
skill scores, except for Long-distance
Running and Swimming. Please niote,
however, that whenever you make a
check for Willpower or Stamina, you
must use the current Ability score.
Keep track of current Stamina and
Wilipower in the places especially
marked for them on the character
sheet. Do not keep track of a current
score by eérasing the base score,
which you should have recorded on
top, next to the other Basic Abilities.

FEAR CHECKS

A fear check is a specific Willpower
check required of both player char-
acters and NPCs when they meet or
sense creatures of the Unknown. In
some cases, characters must also
make a fear check when they meet
animals. Fear checks are always rolled

.againstcurrent Willpower. A fear check

must be made at the instant it is
required, regardless of the Sequence
of Play. If a character is moving, he or
she must halt until the fear check
is resolved.

A character must make a fear check
instantly when:

1. The character sees or otherwise
definitely senses the presence of a
creature or potentially hostile animal.
For purposes of this rule, animals are
not considered potentially hostile as
long as they present no threat to the
characters. A squirrel will not normally
cause a character any alarm; a snarling
wolf will cause a character to make a
fear check.

2. The character (or player) reacts
fearfully to some unexpected or dan-
gerous circumstance in the game.
This check is entirely at the CM’s
option. For example, a player that
screams in fright during an encounter
might have to make a fear check for
his or her character. Or, if the CM
mentions that a door créaks upstairs
in a haunted house, and the player
reacts with fear, he or she might have
to make a fear check for the character.
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Be careful not to abuse this last
rule. Don’t require a fear check when
there is noindication that the players
or their characters are concerned.

Characters are required to make a
fear check only once during an encoun-
ter for seeing or sensing a specific
type of creature.

Animals do not make fear checks;
instead, roll their reactions as normal

animal reactions (explained in
PART V).
Which Column

Applies to Fear Checks?

When a character must check for fear
after seeing a creature or hostile
animal, consult the Action Table
column indicated by the creature or
animal’s Fear statistic. (See the Horrors
Sfrom the Unknown booklet) Resolve
fear checks of unknown origins (such
aswhen a player reacts to a mysterious
noise or odor, not recognizing the
source of that noise or odor) on
column 3.

When characters encounter more
than one type of creature at the same
instant, the characters make their
fear check on the column that gives
them the least advantage.

The number of identical creatures
or hostile animals may demand a
column adjustment when making a
fear check (“the more the scarier,” I
always say). Consult the table below
when characters make fear checks
involving large numbers of creatures
or animals. These modifiers only
apply if there are sufficient numbers
of the same type of creatures; large
numbers of creatures which are not
similar to each other have no effect
on fear checks.

No. Creatures  Modifiers

Less than twice Usual Columnon
the number of CHILL Action
party members  Table
Twice, but less All characters
than three, times must make checks
the number of onecolumn higher
party members than wusual on
CHILL Table
Three, but less All characters
than four, times must make check

the number of two columns
party members  higher than usual
' onCHILL Table



If there are four times as many crea-
tures as party members, they must
make their check three columns higher
than normal, and so on. Column 10 s
as high as these adjustments go.
Characters receive helpful modi-
fiers when they make fear checks
against creatures they have encoun-
tered before. If a character has
encountered a creature already, he or
she makes the fear check one column
lower than the creature’s Fear statistic.
A character does not need to make a fear
check when facing a type of creature he

orshe has helped destroy or drive off. On
the back of their character sheets,
players should record the creatures
they have encountered, and which of
those creatures they have defeated.

Fear Check Results

Failure. The characterimmediately
loses 2d10 points of current Will-
power and flees in panic. This loss is
recorded by adjusting the “current

Willpower” on the character sheet.
The character must flee immediately;
if the character fails a fear check
during movement, the character must
flee for the rest of his or her move-
ment. The character must flee at
sprinting speed if possible. In some
cases (if a character is trapped in a
room or on a rooftop), the CM may
decide a characterwould more logically
hide or take some other action. After
one round, the character may act as
the player desires. Willpower lost to
fear check failure is regenerated

normally as explained later under
“Damage and Healing,”

S = Scared. The character loses
1d10 points of Willpower and flees
for one round, as above.

L= Lily-livered. The characterloses
1d10-+2 points of Willpower and flees
for one round, as above.

M = Mildly frightened. The char-
acter loses 1d10-+2 points of Willpower,
but does not flee.

H, or C = Courageous. The character
suffers no adverse result from the fear
check.
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SURPRISE CHECKS

A surprise check is a general Perception
check used to determine whether a
character can respond immediately
to an unexpected attack or situation.
When a surprise check is required,
the character must make it immed-
iately. If the check is required during
movement, the movement must be
halted until the surprise check is
resolved. A character must make a
surprise check the instant:

1. The character sees or otherwise
senses the immediate presence of a
character, animal, or creature he or
she did not expect. (See “Multiple
Checks,” below.)

2. The character is attacked from
ambush or concealment.

3. Under any other circumstance
the CM decides requires a surprise
check, according to the CM.

Generally, players should check for
surprise only in threatening circum-
stances. Characters shouldn’t have to
make surprise checks every time they
see another character on the street!
The surprise check itselfis a simple
general Perception check. Characters
who pass the check may continue
their declared actions for the round.
Characters who fail the check may
take no further action that round;
they remain stationary for the rest of
the round in the location at which
they made the check. A surprised
character has an Unskilled Melee
score of 0 while surprise lasts, and can
use neither combat skill northe Art. A
surprised character still makes a defense
roll when attacked by missile fire, and
may use Luck to modify that roll.
Note: creatures normally make
surprise checks the same way and
with the same results as characters.

MULTIPLE CHECKS

Often characters may have to make
both a fear check and a surprise check.
These checks may be made in any
order the CM desires. If a character
Jails both the fear and the surprise checks,
he follows the effects of the fear check.



In unusual circumstances, char-
acters may have to make more than
one fear and/or surprise check in a
single round. Characters who have
failed a surprise check, or who are
fleeing as a result of a fear check, are
simply frozen in place in sheer terror
for one round when forced to make a
second check. Treat them as surprised
characters for all purposes. In addition,
these characters immediately lose
1d10 points from current Willpower.
These points may be regenerated
normally.

DISTRACTIONS

In extreme circumstances, player
characters may attempt to trick or
distract an opponent during combat.
Most creatures from the Unknown
are much too intelligent to be fooled
by human trickery. On rare occasions,
however, tricks or distractions may
work. When players become desperate
or foolish enough to resort to trickery,
apply these rules:

1. The PC attempting the distraction
mustdeductone point from his or her
Luck score point immediately. It cannot
be regenerated or replaced.

2. The PC then describes the nature
of the distraction exactly: throwing
an item to the side of the creature,
making a distracting noise, or using
some other strategy. This must be done
during the Declaration step of the
round, before rolling initiative. The
CM must agree that the distraction
stands some chance of working; if the
CM feels the player's idea has no
chance of working, he or she doesn’t
have to allow the action.

3. The distraction takes place during
the appropriate step of the round. The
creature must make a surprise check
to determine the effect. All results of a
surprise check apply normally.

4. NPC’s, animals, and creatures
never attempt distractions; this clever
device is for player characters only.

COMBAT PROCEDURE

All forms of physical attack are called
combat. The basic procedure used to
determine whether or not an attack

succeeds is called the Combat Procedure.
Use the Combat Procedure each time a
character, animal, or creature attempts
any type of physical attack during a
missile fire or melee step in a round
(see Sequence of Play).

Combat Procedure Steps

1. Attack Declaration: The attacker
specifies exactly what he, she, or it is
attacking, and states the method of
attack. The attacker must also declare
any “called shots.” Called shots are
explained below.

Note that all attackers must specify
their first attack during the Declaration
step of the round. They can wait until
they have seen the results of the first
attack to declare any more attacks
they might be entitled to. Defensive
fire attacks can be declared at the
beginning of the Defensive Missile
Fire step. :

2. Base Chance Determination:
Determine the attacker’s base chance
to make the attack successfully:

Missile attacks. The base chance
equals the attacker’s skill score with
the weapon being used. If the attacker
does not have skill with the weapon,
the base chance equals the attacker’s
Dexterity score. o

Melee atrtacks. The base chance
equals the attacker’s skill score with
the melee weapon (or attack form)
being used. If the attacker is fighting
without the benefit of a melee skill,
the base chance equals the attacker’s
Unskilled Melee score. The base
chance for a creature or animal’s
attack is listed as the Attack Number
in its description (see Horrors from the
Unknown booklet).

3. Strike Number Determination:
Determine the attacker’s Strike Num-
ber(the attacker’s exact percent chance
of success). To determine the Strike
Number, add (or subtract) any mod-
ifiers called for by the situation to the
attacker’s base chance determined in
Step 2. Modifiers reflect special circum-
stances which may apply in the combat.
They are explained below.

4. Defender Luck Use: If thisis a
missile attack and the defender is a
player character, the player may state
aloud that he or she wants to use up to
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two points from the character’s Luck

score to modify the results of the
attack. In the excitement of combat,
the player may forget that his or her
character has this option; it is perfectly
all right for the CM to remind the
player. Add the number of Luck points
spent to the character’s die roll when
determining his or her defense column
(see Step 7: Defense Column Deter-
mination). Again, the 10 column is as
high as this adjustment can go. Any
Luck points the character spends are
immediately and permanently sub-

_tracted from the PC’s Luck score.

Only player characters may use this
option, and they may never spend
more than two Luck points in this
fashion.

5. Roll To Strike: The attacker
rolls a percent. If the number is greater
than the Strike Number, the attack
fails. If it is equal to or less than the
Strike Number, the attack succeeds
and play proceeds to the next step.

6. Attack Margin Determination:
Subtract the number rolled on the
dice from the Strike Number.. The
difference is called the “Attack Mar-
gin.” Find the Attack Margin in the
ranges of numb