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Hexicon is a fantasy role-playing game designedone die designated as the tens, one as the units. Dice only
to produce a satisfyingly realistic gaming experience.used to have six sides anyway because the Romans were
Frankly, it's complicated (that's the trade-off you get for square and didn’t have the luxury of moulded plastic. This
realistic game play). This game was not intended to prois the 21st century, it has better dice.
vide an introduction to role-playing; if you've never done
it before, you'll probably want to start with something sim- PCs - Player CharactersThis is you, and your
pler. That said, a few introductory comments about thefine colleagues. You are a PC, essentially a set of num-
way things work may help to set the scene... bers, but we'll get to that later. En-masse, the PCs are
referred to as the Party, which is about as misleading as
you can get. But then I've never been to a party where

What is role-playing? Foreword from 3 everyone died.

player. NON (N) PCs — Non-Player Characterghis

is everyone else you will meet. These are the movers and
shakers in your world. The lord who hires you, the myste-

. . . : X .~ rious woman who helps you out in times of need. Obvi-
is a little like me trying to tell you what a night out with ously, they are all products of the diseased brain of your
your friends is like. I've never met them, | never will, and GM E)ut if he's good you'll get to know these people as
how could | know that you always enq up having to CoOaX\yell as your best friends (and probably hate them just as
Dave Ol.Jt of the garden W'.th Fhe. promise of some Ch'”'es‘much). What NPCs aren'tis the hordes of Orcs, city watch,
and a nice dress. The pointis, it's you and the other P€ired goons and bloody Trolls you'll have to wade through

ple in the room that can make role-playing one of the MOSfith your instruments of death on your way to the prize.
laugh ‘til it hurts, creepy and downright essential experi—We call these bastards

ences you will have or, as 99% of the civilised world would
have it, a bunch of spods sitting around pretending to be
goblins.

Trying to describe what role-playing is actually like

Bastards See above.

Stats - Statistics Okay, we're getting technical
here, and most of this is best left in the rulebook, so a few
words should suffice. These are a list of what are basi-
cally your physical and mental limitations. For example,
if you have a strength of 5, you are really not very strong.

person in the room, and it's unlikely he’ll let you forget it.
. . .Sorry. They show where you excel and where your body
The GM is your eyes and ears, he is everyone you wil 2 .
or your mind just let you down. They are the essential

meet, he is your best allies and your worst enemies. The o . . .
GM runs the adventure, knows what is happening everyyou’ anq its only through.staymg alive and developing
where, and everything you try to do goes through him Y4 skills that you can rse aboye the wretched body
Basically, what the GM says goes, he has the final say o4 Ve been lumbered with. A lotlike life, really.
anything. He gives structure and limitation to the game . . :
by making sure that the rules are adhered to. Imagine how Garlge Time ThedamOﬁnt ,Of tlm,e taIT(en l;p in the

boring Tekken would be if everyone you fought died first 9aMe world, as oppose to the t|me IS taken for you to
time, and you completed the game without ever having tFOVer it in the real wor!d. Essenhally, because th.'s IS a
do more than press the punch button a few times. Itis thgme-based game, certgln thmgs (mamly combat) will take
GM:'s job to challenge and stretch you by pitting you againsla lot longer to happen in real time than in the game. Let's

the toughest enemies and the most mind-shafting puzzle%?y there are fgl.ur of you fig_hting seven goblins (there arent
This is how he gets his kicks, he is trying to kill you all. 'at many goblins, I promise). Now, as you may or may

This is also how he gets to enjoy the game, so don’t com™ot know, physical combat is a swift and brutal thing, and

plain if the going gets tough. For one thing, he has everg;very;hing s likely to.happen. all:at once in a blur of sev-
right to enjoy himself any way he can. For another, youered limbs and laughing goblins. Because the GM has to

will find that the harder the challenge, the more smug an&iea! With, ealch comblat ihn tur_lr;,daltr;ou.gﬁ thinr?s fare h"?‘p‘
exhilarated you'll feel when you come running out of the pening simultaneously, he will deal with each of you in

other end with the Sword of Throg finally in your grasp, turn (wh|c|h_|s vr\]/hat AttackT'rr]{me s for, but :;" let the ex-
having foiled all his attempts to put you under. perts explain that one). IS can mean that tv_venty Sec-
onds of messy combat (game time) can take a little longer

to resolve in actual playing time. Don’t worry, though,

D6, D4, D8, etc.These are dice with different ou won't get bored. The feeling of dread you feel whilst
numbers of sides. The D stands for die, the number stangs 9 ) Y y

for the number of sides the die has. You see what they V(\évamng to see if the Tro.II IS going tp take your arm off is
. ) ) -7 " actually heightened whilst you wait for your turn, rather
done? Games like this one often work with percentiles 7
. . . X . . ) - ~than diminished.
using two ten-sided dice (you'll be doing this a lot in this

game) is the best way of achieving a 1 to 100 value, with

Firstly, let's go through a few of the more arcane
terms and words you may find:

GM - Games MasterThis is the most important
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All of which covers most of the relevant lingo, and strength of the party is greater than the sum of its parts.
we move on to the proper stuff; a few dos and don’ts toYou have, to some degree at least, to trust your fellow party
help you get the most out of the experience. members. Try and keep them alive, because they keep

you alive. If you decided to play an evil character, then

1. The more you put in, the more you'll get out. | you must be evil. Your GM will call you on it if you de-
feel like a brown owl, but it needs saying. Play your char-cide to rescue a weak colleague from certain death because
acter, get into scrapes, ask questions and make the mostloé bought you a pint last night and you feel bad. When
the other players and the situations. The more you inyou're in character, you're in character, and you have to
volve yourself, the more real it'll become, and the morethink about how a character’s alignment is going to affect
‘in character’ you'll feel. The more you immerse yourself his role within the party. The same applies to playing saintly
in the world, the more you will experience the highs andcharacters. You will often find yourself needing to bend
lows of the games with a real intensity. You must let whatthe rules and even be a bit of a bastard in order to get the
happens matter to you. Otherwise what's the point? results you want, even if the cause is a noble one. Any

extreme character can upset the balance of a party, so bear

2. Don't try to make your precious character runitin mind. Then play a darkblood assassin and watch the
before it can walk. When rolling up a new character, wesuckers burn.
all want it to be cool, to come with the right clothes, the
right attitude. This is all as is should be, but you must
remember that new characters are generally rather pitiful, Foreword to the rules
weak creatures. There is nothing more heartbreaking (or
entertaining, depending on where you’re standing) than
watching someone roll a character, do a perfect drawing What follows are the mechanics of the

of them, design _th(_a livery and family history and write a Hexicon role-playing system; the rules. They are substan-
page-long description of how great the character looks Mial because they cover all manner of situations, and they

its special hat, only to see the poor thing fall down a hc)Iemay at first seem daunting. At this point it seems worth

half an hour into the flr_st game. Characters, like peopleSpending few paragraphs explaining why they're there, so
become more cool and interesting the more they go througl?hat the process of reading them seems worthwhile.
so have patience. Your character will evolve in more inter-

esting ways than you can imagine at the outset. Starter Role-playing is fun, first and foremost. It's

characters are wet—b'ehind-the-ears young hOPEf,UIS' I‘erEaIIy about play-acting and interacting, and enjoying the
the".‘ stay that way. Itstruer.to the game, and they'l thanl%itua\tions which can arise from this process. You don't
you in the long run. If they live long enough. really need rules to role-play, but it's a bit chaotic without

them. The GM imposes order on the chaos of players’

3. Playasateam. Thisis funfjamental, and COVeEnoices by describing events and determining outcomes.
several aspects of the game, so we’ll splash out on some,, example:

subheadings.

. , _ Player: “I'm going to run across the street
a) Choosing a character. When you're flicking towards the man in the blue robes.”

through the character generation chapter, trying to decide
whether you want to be a Half-.Orc LT. .con_.c,ultant O Ayowards you and begins to chuckle. You can see other
Sverian wayfarer (whatever that is), bear in mind the othe lue robed figures off to your left.”

people in the room. It's like this: if your party already has
a wizard, a nice big fighter, a priest (basically a walking
first-aid kit, but don’t mention it, or they might not heal
you) and a gnome juggler (there’s always one), then th

party probably needs a thief, someone who can sne nd so forth. However, it is almost inevitable in role-play-

groubnd and unp|ckh!ocks. This Ent a hard ar;)d_fast rUIeing that actions made by characters will at some point bring
ut be generous. It your new character can bring SOMeg oy jntg conflict, either with one another, or NPCs, or

thing to the party that's missir_lg, then you'll be. appreci-some aspect of the physical game world, and that the GM
ated and protected. And nothing keeps you alive like th%vill have to work out what happens. Our player might

protection of your party members. attack the blue robed man, or try to outrun his comrades
approaching up the road for example.

GM: “Okay. As you sprint towards him, he turns

Most of role-playing will be like this: play-
ers chatting with one another “in character”, the GM de-
cribing events in the game world, players reacting to them,

b) Which brings us to our next point. Alignment.
This is basically whether you are an evil sonofabitch, or a Now the GM might just decide the outcome, and

go_og sdargaritanc.j !t ng)?y Ili)oklgooddon paper, ‘Harr](jan tﬂeft’s perfectly legitimate for him to do this, especially if the
Wicked dressed in black, slipped away, snatching the, ;.me seems clear cut. However, making arbitrary de-

goIden clog whilst his foollsh comrades fell one by ON€ isions in this manner is problematic for a number of rea-
agams't the dragon f.“’f“ Wh'?h he along had secretly €%ons. If the player desires one outcome and the GM rules
caped’, pUt the fact 1S 't. wont.happen like that. Hf”‘rdanfor another, it can seem unfair. Similarly, it's difficult for
(no pun intended) will either die trying to escape W'thOUta GM to remain consistent in his rulings. Perhaps most
anyone else alive to help him, or his party will survive andimportantly of all, characters are mortal, and a lot of the

probably have something to say about his “attitude prObfun of role-playing is derived from pitting a character
lem’. The pointis, and | can't believe I'm saying this, the
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against difficult circumstances and coming out on top.
That's no fun if there’s no chance of failing. It's a lot of
pressure on a GM to rule someone’s character dead, but
it's equally no fun to role-play when the GM just lets char-
acters do whatever they want, regardless of the likely con-
sequences.

Role-playing rules, then, are really a set of guide-
lines and conventions to help the GM determine outcomes
in a fair and consistent manner. He doesn’t need to simply
declare that our player strikes and kills the blue-robed man,
or vice versa, because he can refer to the rules on hand-to-
hand combat to determine the outcome with the assistance
of the chance element (dice rolling). Rules are there to
add consistency and fairness when resolving difficult situ-
ations. They are tools for the GM to assist him in a tricky
job. They must always be viewed in this manner, as rules
should only be referred to when the GM needs them. Be-
coming a slave to the rules takes the magic out of role-
playing, so use them with care!

A final aside: In the remainder of this text, the mas-
culine form will be used as a standard when describing an
individual of unresolved gender. This usage is not intended
to suggest that everyone involved in role-playing, be they
player, character, or GM, is male. It just saves time and
looks more elegant than writing he/she everywhere. Now
have fun.







Chapter 1 Character Generation

1. Character Generation

The character is at the heart of any role-playing -—————————————————
game. A player needs to be able to experience the game{ 1 A s’cep by S’(GP guide to character
world through the eyes of their character, and to take an .
active interest in their character’s development. For this generatlon‘
process to be a satisfying one a player needs to know ex-
actly where their character’s strengths and weaknesses lie.

In essence, the way in which any role-playing game mod- 1.1.1 Star sign

els a character is an exercise in psychology. All of a char-

acter’s abilities must be described in a manner that allows The basic system does not provide a detailed
the outcomes of their interactions with the game world tocosmological framework, although GMs with an interest
be accurately determined. are of course free to develop one. It does, however, pre-

The process of generating a character can usefullgcribe eight basic star signs, with all characters belonging
be broken down into a number of steps. The approacho a single sign, or falling into the “cusp” between two
taken here will be to proceed in a step by step mannesgigns. A character’s star sign is an accident of his time/
without overloading the reader with detail. Many stepsplace of birth. It is determined by rolling 1d100 and ap-
will refer the reader to the more detailed sections providedlying the result to the following table. Star sign has an
later in the chapter; players can then look through theseffect on two of the character’s stats, and also on his per-
sections at their leisure, rather than having to skip passonality. For each sign, a number of personality traits are
them when initially learning the character generation prociisted; the character must choose two from the relevant
ess. For example, in the section on choosing a professiokist. Stat mods are listed alongside the personality traits,
players are referred to section 1.3, which gives a detailednd should be noted down on the character sheet (page 1)
description of all the professions available for each raceunderModsin the statistics section. For single star sign
A blank character sheet is provided in the TABLES book-characters, one positive and one negative stat mod are
let, and may be photocopied for personal use. Play aiddisted. Characters who fall on the cusp between star signs
including free character generation software, are availablenay choose either of the positive mods and either of the
to download at http://www.hexicon.co.uk. negative mods from the two signs they straddle, such that

Table of Star Signs

Star Sign Stat Mods Season Personality Traits

111 Diametres the Lion S’treng’ch, +1 su ) Brave, loyal, hot-tempered, proud, untamed, wilful, violent,
Warrior Sou[—s’crength, 1 mme over-confident, arrogant, honourable.
12-13 Summer cusp
Agility, +1 Outgoing, lighthearted, confident, open, unfaithful,
14-24 | Perus the Dancer Will, =1 Summer quickwitted, untamed, seductive, sarcastic, sly.
25 Su/Au cusp
) ) Dextekl”cy, +1 Secretive, deceptive, cool, assured, inquisitive, quiet, cowakd]y,
26-36 | Bellasia the Vixen Strength, - Autumn wilful, disloyal, concise.
37-38 Autumn cusp
Will, +1 Moody, untamed, unpredictable, fluctuating, obsessive,
39-49 | Daraccus the Hydra ln’ce][igence, 1 Autumn twofaced, wilful, secretive, self-contained, driven.
50 Au/Wi cusp
. Soul—s’treng’th, +1 . Paranoid, secretive, untrusting, patema[, malicious, meek,
51-61 Olix the Crone Agili’ty, 1 Winter begrudging, self-contained, caring, warped.
62-63 Winter cusp
) S’creng’ch, +1 ) Constant, reliable, determined, overbearing, noble, rigid,
64-74 | Calcassa the Pillar Dexterity, -1 Winter unbending, cool, level-headed, thoughtful.
75 Wi/Sp cusp
76-86 Absolonia the Wise lnte”igence, +1 Spri Well-mannered, deceptive, pushy, confident, inquisitive,
Man Sou[—s‘creng’ch, 1 pring authoritative, casual, wilful, charming, quiet.
87-88 Spring cusp
) Constitution, +1 . Subtle, diplomatic, down-to-earth, calm, sly, individualistic,
89-99 | Illina the Huntress Soul-strength, -1 Spring self-sufficient, ill-mannered, brave.
100 Sp/Su cusp
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they still have one positive and one negative mod. Simi- Example2d10 are rolled and summed for each base
larly, rather than choosing two personality traits from astat. Two sets of seven stats are generated, and noted down
single sign, they choose one trait from each of their twoon some rough paper. The rolls are: 8, 15, 12, 18,16,11,7
signs. (first set), 19, 12, 4, 10, 9, 13, 9 (second set). Next, one set
is discarded. In this case, the second set is removed; al-
Example:A roll is initially made to determine star though it contains a 19, the first set has three high stats.
sign. 1d100 is rolled, yielding a 07. From the star sign Note: A whole set is chosen, not the best seven from all
table, this results in the character having been born undefourteen stats!
the sign of Diametres the Lion Warrior. The stat mods for
Diametres are +1 strength and —1 soul-strength, and these
are duly entered on the character sheet. Two personality| | ™"
traits are then selected from those available and entered | -
in the appropriate box. e

Sing
Initiative

Character Record (2)

Cost Statmod EP.mod Othermod  Total

quipment Weight

Encumbrance
Strike level

Character Record (1)

Name:
Race:

Height
Weight:

Experience points total
Experience points to spend:

Deity worshipped:

Exhaustion points total:

Current.

Speak

Sex: Luck poin

Occupation Star :xg
Father's occ.: Spell points

Homeland: No. of resurrections

Statistic Initial Total
Strength
Agility

Dexterity
Constitution

Red magic

Intelligence
Soul-strength Cle
will Blue magic

Size Brown magic
Sight
Hearing
Smell/taste
Touch Double encumbrance

Strike level Encumbrance

Appearance Trsonality:

- Exhaustion mod. Armour Values.

CAM Action Pace Cost Location Cut  Chop  Thrust Impact
Walk Skull

Jog Face

Sprint Neck

Strike/dodge

Brave, loyal,

Combat trait ~ Cost ~ Basic E.Pmod Total

Damage

Shoulder
Attack time

Upper arm
Resistance no.

Appearance: Elbow
Forearm
Hand

Wound description Injury points  Index

Thorax
Abdomen
Hip
Groin
Thigh
Knee
Calf
Foot

Total:

Weapons...

Damage
Max
Damage
A.T. mod
Attack
time
Weapon
strike +
Total
strike +
Max.
attacks
Weapon
Init. +
Total init.
Attack
type
Weapon
type
Strength
Break

Having generated some statistics, a race should now
be chosen. Choice of race is an important decision; it will
have a powerful impact on how a character is treated/per-
ceived in different cultures, and places limits on the pro-
fessions that can be followed. Humans are the most flex-
ible race, in terms of choosing an occupation, and have no
severe weaknesses or limitations, but can suffer as jacks
of all trades and masters of none. Other races tend to be
more specialised. A detailed description of each race is
given in section 1.2 of this chapter and can be studied at

The next step in character generation is to roll a sef€iSure. However, for ease of reference, Table 1 in t,he
of stats. This is an important time in the development of a ABLES booklet provides an overview of each race’s
character, as stats have an impact on virtually all skills angtrengths and weaknesses. For each stat, a modifier is listed,
abilities and will only change during game play under eX_modmers above 1 will increase stats, those below 1 will
traordinary circumstances. Initially, two sets of seven stat§€crease them.
should be rolled. Each statis rolled on 2d10, summingthe  Afterarace hasbeen selected, the set of seven rolled
two scores. Hence, a roll of a 5 and an 8 would yield dQrumbers should be assigned to the first seven St.a'[IStICS listed
base stat of 13. If two 10s are rolled, for a base stat of 262N the character sheet (these aretieary statistics). In
an additional d10 is rolled and added to the stat. Anothefach case, the chosen number should be multiplied by the
10 allows the rolling of yet another d10, and so on (noté®PPropriate stat mod (listed in Table 1) and the rounded
that in practice there is only a one in a hundred chance gESult entered in thiaitial column of the statistics box.
getting an exceptional stat above 20 and a one in a thod"€ number that is assigned to strength should be noted
sand chance of exceeding 30). The two sets of seven std{8Wn On some rough paper (in its original, unmodified
must be kept separate; once all fourteen stats are rollefP™) as it will be used in the calculation of size later.

the player selects the better set of seven to retain, discarB€f0re assigning stats, itis best to have some idea of what
ing the other set. sort of occupation the character will pursue. In this way,

appropriate (high) numbers can be assigned to the statis-

1.1.2 Rolling statistics and choosing a race

2
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tics that are most important. Optional stat mods for female characterSe-
males and males differ in a variety of ways and GMs may

Strength. Strength represents raw physical power, wish to reflect this in their games. One easy option is to
the size and efficiency of a character’s muscles. Itis closelynodify female characters’ stats by adding a point to agil-
related to physical size, and is perhaps the primary statisty and intelligence and subtracting two points from
tic of the warrior, having an impact on combat skills, the
quantity of armour that can be worn and the damage in- Character Record (1)
flicted by blows. e

Exhaustion points total

Current....

Agility. Agility represents a character’s ability to
manoeuvre the whole body in a rapid, co-ordinated and
graceful fashion. It encompasses litheness and flexibility, | [o...
and affects virtually all physical skills, as well as rapidity | [
of response and dodging capacity in combat. Itis a valu-
able asset to adventurers of all persuasions, from assassing:
to warrior monks.

Dexterity. Dexterity represents the manipulative
capacity of the hands and arms. It quantifies the ability to
delicately manipulate fine objects, making it essential to
the thief, trickster and artisan, but also covers broader
movements of the hands and arms, having an effect on
virtually all weapon skills.

Constitution. Constitution represents a character’s
general level of toughness and fitness. It determines the
amount of physical damage that can be sustained and afi weapons...
fects a character’s ability to fight off disease, poison and
magic.

Damage
Max
Damage
AT. mod
Attack
time
Weapon
strike
Total

Total init
Attack
type
Weapon
type
Strength
Break

Intelligence. Intelligence represents what a char-
acter’s got upstairs, his ability to reason in a quick and
efficient manner. It affects many skills, particularly those
involving study of a more academic nature, and is of constrength (which in turn affects size; see later). These modi-
siderable benefit to the scholar, mage and priest. fications should be madgrior to racial mods being ap-

plied. In our example, the Dwarf’s strength would become

Soul-strength. Soul-strength is quite simply the 18-2=16x1.15=18.4=18. Asimilar process would be
raw capacity to use and control magic. It is vital to all followed for agility and intelligence, and the resultant num-
practitioners of the mystic arts, from shaman to psionicbers entered in thiaitial column in the stats box.
and affects both the abilities to use and resist magical en- ~ Once the primary stats have been assigned/calcu-
ergies. lated, it's time to roll the remaining séecondarystatis-

tics. These are rolled directly, rather than being assigned,

Will. Will represents a character’s strength of mind SO there are no complicated decisions to be made. How-
and determination. It affects a character’s ability to with-8Ver, Size is calculated in a special manner, due to its rela-
stand all manner of oppressive conditions and is of imporlion to a character’s strength. Rather than rolling 2d10,

tance to all those who value mental focus and unbendin§d8 is rolled. The result is applied to the following table
intent. to determine the character’s base size.

ExampleOur character is beginning to take shape.
It is to be a Dwarf, and will take up a fighting profession .
of some description. With this in mind, the seven stats that D8 roll Size equals. ..
were rolled will be assigned as follows: 18 to strength, Base Streng’ch -3
yielding a value of 18 x 1.15 = 20.7 = 21; 16 to dexterity, ~
yielding a value of 16 x 1 = 16; 15 to constitution, yielding Base S’clfeng‘ch 2
a value of 15 x 1.8 = 27; 12 to intelligence, yielding a Base strength - 1
value of 12 x 1 = 12; 11 to agility, yielding a value of 11 x 4 Base Stlfer)chh
0.7 =7.7 = 8; 8 to will, yielding a value of 8 x 1.1 = 8.8 =
9; and 7 to soul-strength, yielding a value of 7 x 0.5 = 3.5 Base S’crength +1
Base strength +2
Base strength + 3

Table of size values

= 4. These values are entered under “initial” in the stats
box of the character sheet. The modifiers from our char-
acter’s star sign are then added to yield total values.

00\10\9 WIN|—
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Chapter 1 Character Generation

This base size score is multiplied by the racial modmultiplied by the racial stat mod. This yields a sight of 12
to determine the value to be entered inittigal column  x 1.2 =14.4 = 14, a hearing of 5 x1 =5, a smell/taste of 9
of the stats box. Note that it is thasestrength that is x1.1=9.9=10, atouch of 13 x 1 =13 and an appearance
being used, not the value that has been racially modifiedf 3 x 0.8 = 2.4 = 2. The additional “bonus” roll is a 10.
(remember that we noted this down earlier). Also, it shouldOur Dwarf doesnt want to be hideous, so his appearance
be noted that Table 1 lists a minimum size for each race (irs replaced with a 10 x 0.8 = 8. These are all fairly aver-
brackets, after the modifier in the size column). Valuesage, with the exception of hearing, which indicates a fairly
below this level should be replaced with the racial mini-degraded sense (perhaps partial deafness on one side).
mum.

Character Record (1)

Example:To determine size, a d8 is rolled, with the | |~
result 3. Checking against the size table, we see that the
base size is “base strength — 1", in this case, 18 — 1 = 17.
This value is then multiplied by the Dwarf racial size mod
to yield a size of 17 x 0.8 = 13.6 = 14. Had the Dwarf
been female, we would have used the modified base strengt
of 16, applied the size table result to give a base size of 15
then multiplied by the dwarf racial mod to give a size of 15
x 0.8 = 12. This size value is entered in the “initial” col-
umn of the stats box.

tal Exhaustion points total
spend:

Experience points tof
Experience points to

Current.

=

The remaining secondary stats (sight, hearing, smell/
taste, touch and appearance) are rolled in turn. In each|».
case, 2d10 are rolled, summed and multiplied by the racial
mod. These values are entered intoittiteal column of
the stats box. Having rolled for each secondary stat, one
additional roll can be made, replacing any one secondary
statistic (applying the standard racial modifier). The sec-
ondary stats represent:

Weapons...

A.T. mod.

Damage
Max
Damage
Attack
time
Weapon
strike
Total
strike +
Max
attacks
Weapon
Init. +
Total init.
+

Attack
type
Weapon
Break

Size.Size models physical bulk. Itis an indication
of mass, but should not be taken too literally (it is possible
for different races to share the same size, but this does not
imply that they will literally be the same height/weight!)

Sight. Sight represents visual acuity (deviation from
20/20 vision) but also visual attentiveness and to some
extent hand/eye co-ordination. Sights of below 5 indicate
fairly severe short/long sightedness.

1.1.3 Personal data and occupation

Hearing. Hearing incorporates both the ability to The next step in the generation of a character is to

detect very low threshold noise and the capacity to acClyesh it out with some personal data and choose an occu-
rately differentiate different sound sources/frequencies. Apation. The choice of occupation is fundamental to the
value of below 5 indicates partial deafness. type of character that will emerge; by this stage, players
will probably have a fair idea of what occupation they want
Smell/taste. Smellitaste represents the ability to their character to be. There is a wide selection of occupa-
distinguish chemical constituents of an odour or solid/lig-tions to choose from and they are all described in detail in
uid. Values of below 5 indicate extreme insenSitiVity. section 1.3 of this Chapter. They are also Convenienﬂy
summarised in Table 2 of the TABLES booklet. Note that
Touch. Touch is tactile awareness. It can affectwhile Table 2 has a section for human occupations and a
fine manipulation skills and rapidity of response to bodily section for non-human ones, many of the human occupa-
contact with noxious stimuli. tions are also available to specific non-human races. For a
summary of precisely which occupations are available to
Appearance.Appearance is a measure of beauty; each race, section 1.3 of this chapter must be consulted.
the degree of conformity to a physical ideal. It encom- Occupations are listed by race in Table 2. These are
passes related aspects such as the musicality of a chardased on the types of cultures/societies in existence in the
ter’s voice, but does not directly touch upon charisma omexicon system’s home world of Korin-Thar. The type of
personality (beyond the impact looks can have on our pereulture from which each occupation is derived is outlined
ceptions/actions). in the detailed descriptions in section 1.3. Available occu-
pations are also listed for each society in the Korin-Thar
Exampleit’s time to roll the Dwarf’s remaining sec- WORLD ATLAS. Players will note that human societies
ondary stats. In each case, 2d10 are rolled, summed andllow the widest range of occupations, including some

4



Chapter 1 Character Generation

exclusive categories (such as warrior monk). This wideispecify that the character’s father followed the same pro-
choice is intentional, and is meant to counterbalance théession; in these cases, no additional skills are inherited
lack of specialisation provided by human stat mods (a disfrom the father. If a character rolls his father’s occupation
advantage). GMs may choose to allow other races to hawvandomly and obtains one that is identical to his own, he
been raised in human society and therefore select from exvill not inherit any additional skills, but will get reim-
clusive human occupations (and vice versa), but this shouldursed with some additional experience points; this proc-
not be typical as it will tend to unbalance the game in fa-ess is detailed later on.

vour of the more specialised races. Similarly, those using

their own game worlds should obviously adjust the occu- Homeland and Deity.Detailed cultural and reli-
pations available to their players accordingly, but shouldgious information for the Hexicon system’s home world
remember that humans will be disadvantaged if other racesf Korin-Thar is available in the WORLD ATLAS, and
receive a very wide choice of occupations. Obviously,can be used to determine a character’s homeland and the
half-races (Half Orcs and Half Elves) can choose to haveleities that might be worshipped. GMs using their own
been brought up in either parent’s society and must choosgorlds or other fantasy environments should help deter-
an occupation accordingly. Many occupations are listednine homeland and deity for their players.

for the sake of completeness and to help detail skills a char-

acter may inherit from his father, rather than because they Luck points. Luck points are a starter character’s

are really viable adventuring careers. Hence, while it isjcket to surviving the rigours of the adventuring world.
quite permissible for a player to choose to play a fisherThey are a one-off store of good luck that is spent in the
man or weapon-smith, it is recognised that these will Nokourse of play to keep a character alive. The uses of luck
be typical or popular choices. However, for players keerpoints during play are described in later sections. For now,
to experiment with these occupations, they can be comhey need simply to be rolled. The number of luck points
bined with a period in a city militia (conscription training) available is determined by rolling dice; the number of dice
in order to gain some basic weapons training. In this casgg|led is detailed for each race in Table 1 (where a 0.5
the costs filled in for militia in the detailed occupational 4100 is indicated, simply roll a d100 and divide by 2).

descriptions, or summary Table 2, replace those of the maifote that Humans receive the most luck points, with more
occupation, and the character additionally gains the extrapecialised races receiving less.

skills listed for the militia occupation. However, they must
add 50 to the cost of the additional skills they gained from Number of resurrectionszero for starter char-

their primary occupation. Only occupations marked with 5cters. Resurrection can have permanently disabling ef-

an asterisk in Table 2 and described as being compatibl@cts, so a record must be kept of how many times a char-
with militia training in the detailed occupational descrip- gcter has risen from the dead.

tions (section 1.3 of this chapter) can gain militia training

in this manner. Stat totals.If not already completed, the total col-

bH?;lnndg_seIﬁ_cr:ed ﬁn occupat_ll?)nl, othder Eersonal da_t]flmn in the stats box should be filled in at this point. This
can be filled in. ec ‘.”aCter V\{' already have a sex Ihg simply the sum of the initial value and any relevant mods
gender stat mods are being used; otherwise, one should 9. star sign mods). Note that certain magic using occu-

selected nNOW. .Similarly, aname can be chosen-at this poi fations (e.g. druid) provide additional stat mods, as de-
(although this is often one of the most challenging aspec iled in the relevant section in the chapter on magic.
of character generation!). A number of other details must

also be determined. Spell points. Spell points are used when feats of

. . , . magic are performed and are replenished after a good
. He!ght and weight A chargctgrs helghF and night's sleep (this process is detailed in the chapter on
weight will to some extent reflect his size statistic. Formagic). Initially, a character has a number of spell points

each race, some broad guidelines for selecting a helgrétqual to his (soul-strength - 10). Characters with a soul-

and weight are provided in the detailed description (sec—Strength below 10 do not have negative spell points; they
tion 1.2 of this chapter). Additionally, the relationship simply receive none '

between size and strength is important, as it will affect
physique. Characters who had their sizes modified down- Exhaustion points Exhaustion points are used

wards relative to their strengths (ie. rolled 3, 2, or 1 on the( . . .

i ) . optionally) during play to model the effects of fatigue on
d8) will tend tpwqrds the ”?‘!SCU""“ and.deflned, while thgsea character. Characters begin with exhaustion points equal
who had their sizes modified up (rolling 6, 7, or 8) will to twice their constitution
tend to be somewhat overweight, or perhaps lanky (this '
should be borne in mind when filling in a character’s ap-

pearance section, later). Constitutional age modifier (CAM) (optional).

The CAM is used to determine the age at which a charac-

ter will begin to suffer losses dependent on the ageing proc-

Father’s occupation. Table 3 in the TABLES : ) . ;
. . . . ess and, ultimately, die from old age. Its use is described
booklet lists occupations for various typical cultures. To. o i .
detail in the chapter on the gaming environment. To

determine a character’s father’s occupation, a d100 is rolleg

and Table 3 consulted. Characters gain skills from their etermine a characters C_:AM‘ roll a d6 and apply the re-
) S . . sult to the following table:
fathers, as detailed later in this section, so this roll can bé

important. Note that some occupations (e.g. Knight)
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Table of CAM modifiers 11.4 Skills and saving throws

Mod: | 075 | 085 | 095 | 1.05 | 115 1.5 Hexicon is a skill based role-playing system. Most
of the actions a character takes in the game world will have

The obtained mod should be multiplied by the char-their outcome determined by a skill roll of some descrip-
acter’s ([constitution + 10]/2). The resulting value is thetion. All characters begin their adventuring careers with a
character's CAM. Note that the CAM will change if a number of basic skills, those that are typed on the charac-
character’s constitution changes, so both the initial d6 r0|ter sheet. In addition, characters gain skills dependent on
and the current CAM should be recorded. their occupation and inherit skills from their father depend-
ent upon his.

Occupational skills are listed in the detailed descrip-
tions provided in section 1.3 of this chapter, alongside their
costs and any special modifiers (summaries are provided
in Table 2). They can be copied into the skills box on the
character sheet, with their costs. The costs for all the basic
skills are also listed and should be filled in at this point
(costs are important when developing a skill through ex-
perience; a lower cost indicates that learning will be
quicker). Special modifiers (primarily for language skills)

i " ° should be entered in tlother modcolumn. Note that all
characters begin play with a speak skill for their native
tongue. This skill has a special +25 modifier, recorded in
theother modccolumn of the character sheet.

For weapon skills, the particular skill is often not
specified (the mercenary, for example, gets five weapon
skills, each at a cost of 500). Unspecified weapon skills
can then be freely chosen from those available (listed in
the chapter on skills and actions, section 2.2.3, and sum-
marised in Table 4a). The specific weapons that can be
used with a particular weapon skill are listed in the de-
tailed skill descriptions in the chapter on skills and ac-
tions. The weapons section of the WEAPONS, ARMOUR
& EQUIPMENT booklet also indicates which skill a par-
ticular weapon requires to be used effectively. Note that
each weapon skill covers a broad range of specific weap-
ons. One-handed sword, for example, can be used to fight
with daggers, foils or longswords, among others.

Each weapon skill also has a number of specialist

Exampleits time to flesh out our Dwarf a bit. From  skills attached to it, again listed in the detailed skill de-
the available Dwarven professions, heavy footman is choscriptions and summarised in Table 4a. Specialist skills
sen. We already know he’s a male, so we'll give him theeflect expert tuition in a particular weapon; they can only
appropriately macho and Dwarven name of Nori Strong-pe obtained during the character generation process, and
in-the-arm. Nori is big for a Dwarf, and of muscular phy- cannot be purchased at a later date, except in exceptional
sique (with a size that is a little diminutive given his greatcircumstances (such as when a character retires from ad-
strength); he will be 4’9" tall, and weigh 13 and a half venturing for a prolonged period to undertake tuition with
stone. Rolling 1d100 for his father's occupation we get aan expert trainer). Most specialist skills simply confer a
100, making Nori's dad a woodcrafter. We'll be playing in special +5 mod (entered in tither modcolumn of the
the world of Korin-Thar and decide to have Nori come skills box) when using that weapon. Some do not confer
from the Thanedom of Abusark. As a Dwarf, Nori will such a mod, but rather actually allow a particularly spe-
take Throndor as his God. Nori gets 2d100 luck points; acjalised weapon to be used properly (such as the longbow
45 and a 68 are rolled, for a total of 113. We quickly total specialist). The effect of each specialist skill is detailed in
his stats (only strength and soul-strength are adjusted) anghe skill descriptions provided in the chapter on skills and
determine that Nori will have O spell points (his actions. Specialist skills are recorded in the skills box, but
soulstrength is well below 10). His constitution of 27 givesdo not have entries in the stat mod or E.P. mod columns.
him an impressive 54 exhaustion points. Finally, we roll aThey affect other skills (such as the weapon skill of which
d6 for CAM, getting a 5 for a mod of 1.15. Nori's CAM is they are a subsidiary) rather than being developed in their
therefore (1.15 x ((27+10)/2)) = 1.15 x 37/2=1.15 X 18.5 own right. Some occupations place limitations on the
=21.275 = 21. We record this alongside the initial dice humber of specialist skills that can be selected; see the
roll of 5. individual occupation descriptions for details.

Additionally, characters get to choose two of their
father’s skills, based on his occupation. Any two of the
additional skills listed for the character’s father’s occupa-

Character Record (1)

ape€ Nori Strong-in-the-arm Ex
ce: rf X
eigh

n: Heavy footman

Qther's occ.: Woodcrafter <
Hweland Thanedomo/Abusark/ N

Weapons...

AT. mod.
Attack
type
Weapon
type
Strength
Break

Damage
Max.
Damage
Attack
time
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strike +
Total
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Max.
attacks
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Init. +
Total init.
+
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tion can be taken, at the specified cost. If a character shar@sant to develop these skills as easily as possible, so takes
his father’s occupation because this is specified in the odthem at the cheaper cost of 400. He already has the shield
cupational description (e.g. Knight) no additional skills skill for a parrying weapon. Deciding that some situa-
are gained. If he shares his father’s occupation, but rolletlons may call for a seriously devastating weapon, Nori
for it, no further skills are gained, but the character gets aalso selects the two-handed hafted skill, but at the more
additional 1000 adolescent experience points. This poingéxpensive cost of 550. This will allow him to use a two-
is returned to in the later section on spending experienchanded axe (or sword, or warhammer for that matter)
points. should the need arise. Finally, Nori decides to take his
Having determined what skills the character pos-final weapon skill as a specialist, in this case in one-handed
sesses, it's time to calculate how good he is atthem. Oveaxe. The cost is irrelevant for specialist skills, so he is
all competence with a skill is composed of two parts: awise to use the more expensive weapon skill option in this
basic talent, based on the character’s statistics, and the eftanner.
fects of training and experience. The former component Nori also gets to choose two of his father’s occupa-
is entered onto the character sheet irstaemodcolumn  tional skills. His father was a woodcrafter, offering Nori
of the skills box and is calculated as follows. Table 4a inthe choice of carpentry, woodcarving, metal-working, and
the tables booklet lists every available skill. All skills have hide-working. Although they are more expensive, Nori con-
one or more statistics listed as their primary, secondarysiders that metal-working and hide-working will be of more
tertiary and/or negative modifiers. For primary modifiers, use to him in his adventuring career. He therefore selects
every point in that statist@bove 10yields a +2 mod and these skills, at a cost of 750 and 1000 respectively.
every pointbelow 10yields a —2. Hence, a stat of 13 listed
as a primary mod would yield a +6 stat mod. For second- Sggrcter Rocord
ary modifiers, every point above 10 yields a +1 and every
point below 10 yields a —1. A stat of 8 would therefore
yield a —2 stat mod. For tertiary modifiers, the values are
+/- 0.5 for each point above/below 10. A stat of 13 would
therefore yield a + 1.5 stat mod. Negative modifiers only/|| :
have an effect for a stat of above 10. In these cases, evearny

Cost  Statmod E.P.mod NQther mod

Total Equipment Weight

‘o

500 +16
500 -8
700 +6
500 +6
500

Foragmg 600 +10
point above 10 yields a —1 stat mod. A stat of 6 would || 7 it
yield no mod, while a stat of 16 would yield a =6. To \|| 2t 550 a1

Specialist: 1H axe -

Shield 500 +31
Metalcraft 750 +13
Hideworking

summarise:

* Primary mods give +/- 2 for each point
above/below 10

* Secondary mods give +/- 1 for each point
above/below 10

* Tertiary mods give +/- 0.5 for each point
above/below 10

* Negative mods give — 1 for each point
above 10

Personality

Brave, loyal,

The overall stat mod for a given skill is the sum of
all the primary, secondary, tertiary and negative stat mods;
where more than one stat is listed under a given category, "
simply sum the mods from each of those stats. Summed | &
modifiers should be rounded to the nearest whole number
before entering them on the character sheet.

It should be noted that there is one important cave:
to this process. A strength stat of over 25 should be treat:
as if it were 25 when calculating skill mods, with the ex-

Having selected Nori's skills and filled in the costs
for his occupational, parentally inherited and basic skills,
) : - i it is now time to calculate his stat mods (note that Nori
ception of the encumbrance skill. For this skill, the true,, . have Dwarven as his first language, having been

strength value can be used. Hen_ce, a strength pf 32 wol brought up in Dwarven society: this will be at cost 500).
only yield a + 30 stat mod as a primary mod (being treate tne first skill to be calculated is climbing. Consulting
as a 25) unless it was for the encumbrance skill, where a6 45 itis found that the climbing skill has Str (strength),
would yield a +44. Agi (agility) and Dex (dexterity), all as secondary mods.
Nori has a strength of 22, giving a + 12, a dexterity of 16,
giving a +6, and an agility of 8, giving a —2. Summing
these mods gives a total stat mod of +16 for climbing. The

: o > “ next skill is Balance, which has agility as a primary mod
400 and two at 550. Being a traditional Dwarven soldier, and size as a negative mod. Noris agility of 8 therefore

Nori selects one-handed hafted as his first weapon ski gives him a —4, while his size of 14 gives him a further —4

(he wants to use an axe) and bow as his second (Dwarv {5 5 hajance skill stat mod of —8. This process is repeated
soldiers typically carry crossbows into battle). He will

Example:Nori is a heavy footman, so in addition to
the basic skills he gets foraging, at a cost of 600, surviva
also at a cost of 600, shield at 500, two weapon skills ¢
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to calculate a stat mod for each of Nori’s skills.

Character Record (1)

Having calculated the stat mods for a character’s | |w< o """ s po o end P
skills, it's time to follow the same process for their saving | | s s '
throws. Saving throws are used in game situations when a|*
character must resist some non-physical attack, such as @
spell or an infection. They are not usually made by choice,
but rather at the GM’s request in response to NPCs or threat
ening environments. Like skills, they can be built up
through experience; also like skills, they contain a compo- |
nent dependent upon a character’s statistics. There aress
eight saving throws and all characters have scores for al
of them. Saving throw costs are shown in the individual
occupation descriptions and can be copied directly onto| —
the character sheet. The stat mod for a saving throw is|!
calculated in a manner identical to that used for calculat-| [
ing skill stat mods. Table 4b lists primary and secondary | [semcsiion
mods for the saving throws (there are no tertiary or nega-
tive mods). Stat mods can hence be calculated using Ta;
ble 4b and entered in tlstat modcolumn of the saving
throw box.
Table 4b lists only one general set of magic saving | | Weapons..
throw mods. The resultant stat mod should be entered fo
all six magical saves (the different colours refer to differ-
ent types of magical attack; this will be detailed in the chap-
ter on magic). However, characters do not start their ad-
venturing careers with an equal degree of resistance to all

types of magic. A special mod is applied to the different . . . .
saves based on the season in which a character was b&ﬂa'nSt poison/disease and (irom Table 4b) has constitu-

(see the star sign table, above). There is no such mod fSP” as a primary mod and will as a secondary mod. Noris

black and white magic. For the other four types 1dlo|mpressive constitution of 27 yields a +34, while his will

should be rolled. The following table should then be con-Of dives a -1, fpr a §tat e EF e T insaniW{fgar
ave has will as its primary and secondary mods, giving

sulted to find out what colours of magic are the character’ . .

major and minor strengths and weaknesses. The result 0”._2 and ,_1 TSR, o7 & S .mod elf =i Th?
the d10 roll is added to a character’s major strength an{'ad!C saves (HOES &2 soul-strength ITIED EE| GOy
subtracted from their major weakness. Half of the resulfqt',on apd il secoqdary. l\.lon. T ) soyl-s'trength of 3,
(rounding up) should be added to their minor strength and'V'Ng e _1.4' i copstltuthn e V\f'" give h'"? yL’
subtracted from their minor weakness. These mods ar@nd — respe(‘:tlvely, S0 h'S. magic ;yaves SEE RS +.2'
recorded in thether moctcolumn of the saving throw box. N were ready 1 ) i '\.IO”S e 'S
Note that two-season cusp characters gain a slight advanc 250N CIFIEITit, NI B | SXeri 1) s ST L (T g

tage here, in that they have two major strengths and tw Fefi) 17 IDTETTETES 1 (Helr Wil He rol]s a 7 N 2
minor weaknesses. 10, and consults the above table to find his major and

minor strengths/weaknesses. His major strength is red,;

he therefore gets a +7 in his save against red magic. His
Major Minor Minor Major minor strength is clear, giving him a +3.5 = +4 in that

Strength  Strength ~ Weakness ~ Weakness save. His minor weakness is brown, for a —4 save, while

ipped: Throndor

e 54

Diametres the lion warrior

cupation: Heavy footman
tl occ.: Woodcrafter
nd:  Thanedom of Abusark

CAM: 21
(rolled a 5)

Action Pace Cost
Walk

Basic E.P.mod Total Q;\,
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Table of star sigh mods for saving throws

Spring Brown Red Clear his major weakness is blue, for a—7. These get recorded
5P~SS: Red/brown Cleat/blue under “other mod”.
cu
Summer Red Clear Brown Blue
Su-au
i Red/clear Brown/blue 1.1.5 Equipment, armour and weapons
Autumn|  Clear Red Blue Brown
Au-wi Clear/blue Red/brown New characters do not enter the adventuring world
cusp d naked and unarmed. As a guideline, a new character should
Winter Blue Brown Clear Red be allowed to begin play with a suit of armour or a set of
Wi-sp Blue/brown Clear/red clothes suitable to thglr background, along with appropri-
cusp ate weapons and 1 piece of gold. Characters from a par-

ticularly wealthy background may be allowed more initial
Example:The costs for Nori's saving throws are money, at the GM's discretion, but it should be noted that
copied from the detailed description for a heavy footman:g gold piece is actually a fairly generous provisioning.
in fact, they are all 250. To calculate the stat mods fory|timately, what a character begins with is up to the GM.
Nori's saving throws, we follow a process identical to that The occupational descriptions and example suits of armour
used when calculating his skill stat mods. The first save igil| give an indication of what might be suitable, as will
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the more detailed descriptions of Korin-Thar’s variousfirst is the armour’s full armour value (AV) while the sec-
cultures found in the WORLD ATLAS, but the GM has ond value is known as tlieree-quarters valuédetails of
the final word. Characters can buy any further initial equip-how armour protects a character are given in the chapter
ment out of their gold piece. The basic monetary systenon combat and movement, but basically, high numbers are
follows a very straightforward decimal system, with 10 good).
silver pieces to the gold, 10 bronze to the silver, 10 copper For custom suits of armour and/or clothing, the AV
to the bronze, and 10 tin to the copper. Note that this syder each location is calculated by summing the AVs of all
tem is provided for player convenience more than a realisthe component garments that cover that particular body
tic medieval monetary feel. location (note that many items of clothing, such as boots,
The WEAPONS, ARMOUR & EQUIPMENT offer some protection as armour). For example, a charac-
booklet provides summary tables for weapons, armour anter wearing a tough leather jacket and soft leather trousers
a great deal of general equipment, along with more dewould find the AVs for his hips and groin locations by
tailed descriptions for many items. Where a particularlysumming the tough leather and soft leather AVs. These
unusual item is required and not listed, GMs must exergarments overlap at the hips/groin; the resulting AVs would
cise judgement in setting an appropriate cost and weighbe 8 for cut, 5 for chop, 5 for thrust and 10 for impact.
All equipment should be recorded in the equipment box oHaving summed all relevant AVs, the three-quarters value
the character sheet (although weapons and armour will bier a given location/attack type is calculated by multiply-
repeated in their respective sections) so that a track can lieg the overall AV by 0.75 and rounding to the nearest
kept of the amount of weight that a character is carryingwhole number. A quick conversion table is provided in
Typically, the equipment that a character will carry on theirthe armour section of the WEAPONS, ARMOUR &
person when entering combat is recorded first, then th&€QUIPMENT booklet.
kind of stuff they might keep in a travel bag, to be dropped The weapons summary table gives details for a wide
in action situations. The weight a character is carryingvariety of weapons from which players can select. Weap-
has important effects on their manoeuvrability and shouldns should be recorded in the equipment box, with their
be carefully recorded. weight, and also in the weapons box, with many of their
By far the easiest way to equip a character with ardetails. At this stagé.T. mod, weapon strike +, weapon
mour is to select one of the many example, pre-designenhitiative +, attack type, weapon typadbreakshould be
suits from the WEAPONS, ARMOUR & EQUIPMENT filled in. Damageand strengthshould be left blank, as
booklet and, where necessary, augment it with additionathese values are modified by a character’s damage mod,
items of clothing. These suits are fully detailed, givingwhich has not yet been determined. Note that the weapon
overall cost and weights alongside a breakdown of inditype refers to the skill that is used when fighting with that
vidual components and armour values for the sixteen bodweapon.
locations. However, players of Hexicon are not limited to
a set of template armour types. Personalised suits of ar- Example While Nori's not the bashful sort, he could
mour can be designed, from scratch or by adjusting predo with some clothing. In fact, Nori is a warrior and will
designed suits. Each type of armour is listed with a “cosbe wearing heavy armour (his fighting style will therefore
per %" and “weight per %" value. The schematic tend to sacrifice speed and manoeuvrability in favour of
armourer’s mannequin presented alongside the armour lissolid protection). Nori is to be equipped with one of the
ings shows the percentage of the body that a given locaxample, pre designed suits of armour. Specifically, he
tion accounts for. To create a custom garment, choosewill wear the Dwarven heavy infantry armour favoured by
material, then decide what locations it will cover (a chainthe backbone of the Dwarven military. The armour’s weight
mail shirt, for example, might cover the neck, shouldersand AVs / three-quarters values can simply be copied across
upper arms, chest, abdomen, groin and hips) and sum the Nori’s character sheet, but to give an example of the
percents for each of these areas to yield a coverage araamour generation system, we will proceed as if one of the
for the garment. The garment’s cost and weight can beomponent garments had been created from scratch.
obtained by simply multiplying this coverage area by the Nori wears a full helm, which covers his skull and
cost/weight per percent for the material in question. Notdace. To calculate its weight, we simply sum the areas it is
that many pre-designed garments are also listed, so suits cover (in this case, 5% for the skull, and 3% for the
can be constructed by selecting and combining garmentiace, for a total of 8%), then multiply by the “weight per
too. %" value for plate armour (0.55). This yields a weight of
The armour box provides spaces for armour valuest.4 pounds. The cost of the helm, had Nori purchased it
against four types of attacks, for each of the sixteen bodilguring game play, would be 8 x 0.025 (cost per % for plate)
locations. For the pre-designed suits, simply copy the val= 0.2 gold pieces, or 2 silver. The other component gar-
ues straight from the WEAPONS, ARMOUR & EQUIP- ments for Nori’s armour can be created in a similar man-
MENT booklet. The four types of attack for which ar- ner. The AVs listed are obtained by adding together the
mour values are given reflect the different types of dam-AVs for all garments covering a particular area. The skull
age inflicted by different weapons. Each weapon has amalues, for example, are calculated by adding together the
attack type (shown in the weapons summary table); whiléAVs for plate (from the helm), padding (from the hooded
the thrusting and impact types are fairly obvious, the dispadding hauberk) and double mail (from the hooded dou-
tinction between cutting and chopping attacks is slightlyble mail hauberk). For the cut attack type, this yields a
subtler and is returned to in the chapter on combat andalue of 17 + 14 + 6 = 37. The three-quarters value is
movement. In the pre-designed suits, two values are givetherefore 37 x 0.75 = 27.75 = 28 (this value is too high to
for each location and attack type, separated by a slash. Tl obtained from the conversion table found in the WEAP-
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Character Record (1) Character Record (2) / \
Name: Nori Strong-in-the-arm Experience points total Exhaustion points total: 54 Skill Cost Statmod EP.mod Othermod —Total Auipment Weight
. Experience points to spend:
Race: DW_arf" Current. Climb 500 +16 Dwarven heavy 74.86
Height: 4' 9 Balance 500 armour.
Weight: 13 stone 6 pounds Deity worshipped: Throndor Dodge 700 y
Se I 54 - battle axe. 4.5
Sex: male Luck points: 113 Jump 500 i q 10
Occupation: Heavy footman Star sign:  Diametres the lion warrior Hide 500 viking roun
Father’s occ.: Woodcrafter Spell points: 0 Sing 500 shield.
Homeland:  Thanedom of Abusark No. of resurrections: 0 Initiative 330 light crossbow. - 8.5
Encumbrance 800 +43 quiver. 3
Strike level 1250
. 5 N 12 quarrels. 2
Statistic Initial Mods Total Cost Statmod. EP.mod.  Other Total Speak: Dwarven.... 500 +25 canvas purse 0.1
Strength 21+ 22 B L N I It
Agility 8 8 5 -3 Foraging 600 +10 102.96
Dexterity 16 16 Al +2 Survival 600 +23 g
Constitution 27 51 2 1H hafted 400 +25 i b
5 42 7 In canvas bag
Intelligence 2 2 3 2 + Bow 400 +15 b" C‘j’";l""’s 2.
Soulstength 4 -1 3 5 2 -7 2H hafted 550 +31 oW, af"”/(.“’ipe’ .
Will 9 9 Al +. +4 Specialist: 1H axe - - pan, waterskin (4 pints),
Size 14 14 Brown magic 250 2 -4 Shield 500 +31 2 x torch, hip flask of
Sight I 14 Metalcraft 750 +13 td‘”:’f Spirls, 196 f?)v
Hearing 5 5 Hideworking 1000 +13 inderbox, < X blanike
Smell/taste 10 10 Strike level. Encumbrance: Bag weight = 30.3
Touch 13 13 Double encumbrance
Appearance 8 8 CAM: 21 Exhaustion mod. Cash: 8 silver, 8
(rolled 2 %) Action Pace Cost ronze, 6 copper.
Walk
Jog
Combat trait Cost  Basic E.Pmod Total Sprint
Damage Strike/dodge
Attack time
Resistance no.
Appearance:
Wound description Injury points  Index
Armour Values. Personality
Location Cut Chop  Thrust Impad
Skull 37/28 31/23 28/21 18/14 Brave, loyal,
Face 17/13 17/13 17/13 5/4
Total Neck 2015 14/11  11/8 13/10
Shouldey as neck..
Upper gfm as neck
. Elbow as neck
Weapons... S Y3 S+l 4 o g Forearfn 3/17  20/15  22/17 13/10
- = 0 — n c| 5 / 5 2/2
—&‘m é%»—' Eggéﬂé FE 5 g Hand {,’7 2/2 2/2 5/4
S |28 < |ZE =5 5 =5 Nal @ Thora 34/26 28/21  23/17 0/1
Abdonfen as thorax
A 2 0 3
Battle axe _ Hip 26/20 17/13  16/12 21/16
v_ round shield 2 0 2 G wip
light crosshow - - - thr bow Thigh as hip.
L~ Knee 23/17 20715 22/17 13/10
" Calf 28/21 23/17 7/20 18714
Foot 4 3/2 5/4 5/4

ONS, ARMOUR & EQUIPMENT booklet). similar suit on a six footer (because mass increases as the
Nori also selects some weapons to defend himselfube of a one-dimensional size increase). Similarly, a three
with. He has already basically decided what sort of weapfoot Halfling’s diminutive suit would weigh only 0.5 x 0.5
ons he will use when selecting his skills, so it's merely & 0.5 = 0.125 times as much. For game purposes, how-
formality to choose a battle axe, a viking round shield (theever, weights are considered relative to size. A Halfling
traditional Dwarven choice) and a light crossbhow. He will still records his longsword as weighing 3.5 pounds, just as
also need a quiver to hold his crossbow bolts (his armoudoes a Troll, although the weapons may in reality be 50
includes a belt and weapon harness for his axe, shield antimes different in mass. Generally, the system of simply
crossbow) and of course the quarrels themselves. Thieating weight in this relative manner works well, but GMs
weapons are recorded in the equipment box, and also imust remember to make adjustments when characters ac-
the weapons box, along with their details (A.T. mods, strikejuire items designed for people of vastly different stature.
mods, initiative mods, attack types, weapon types, ané Halfling using a human-size waterskin will find it greatly
break values). more cumbersome (its weight should be adjusted up by
Besides his weapons and armour, Nori wants to enthe GM) just as a Troll will find it laughably light.
ter the game world with a few items that might come in
handy in his adventuring career. He needs a purse to keep
his money in, so purchases one (9 copper pieces). Then he
gets himself a bag to store the burdensome travel equip- 1.1.6 Receiving and spendmg experience
ment he wants (4 copper pieces). Nori will drop the bag in points
combat, so keeps it separate from his personal equipment.

He goes on to buy a bowl (2 copper), a flagon (4 copper), One of the most satisfying aspects of the role-play-

a copper pan (1 bronze 2 copper), a waterskin (1 bronze)y, oynerience is watching a character develop over the
a hip flask (1 bronze 2 copper), some liquor to go in it (4. rse of play, from an amateurish starter character to a
copper for about ten shots), 2 torches (1 copper), a tindery,ihe hardened adventurer. This development occurs

box (6 copper), 2 blankets (2 bronze) and 30 feet of rope (o gh the acquisition of experience points (E.P.s). There
bronze). This comes to a total of 1 silver, 1 bronze and 4 Rather. E.P.s are

. S k s no rigid level system in Hexicon.
copper, leaving Nori 8 silver, 8 bronze and 6 copper pieces,, 2 ded by the GM at the end of each session of play,

based on what a character has done, and immediately spent

) X e > ' on improving skills and abilities to model ongoing devel-
point regarding differing racial sizes. All the weights pro- opment. In this way, each character evolves in a unique
vided in the WEAPONS, ARMOUR & EQUIPMENT oo

booklet are in pounds. However, the weighting system is A character does not enter play as a child. Consid-

relative, being standardised for characters of different sizeg, o pe learning has already occurred during their appren-

In reality, a suit of armour for a nine foot tall humanoid yjceshin and this fact is refiected in their initial E.P. total.
would weigh 1.5 x 1.5 x 1.5 = 3.375 times as much as a
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Chapter 1 Character Generation

However, even before the apprenticeship years, and in thegtrictions when increasing E.P. mods into a new advance-
free time during apprenticeship, a character will have pracment zone.
tised many skills. Every character therefore gets to spend
5000 E.P.s oadolescent skills developmerithese expe- Example: Nori's role in life will be a simple one;
rience points do not contribute towards a character’s E.Fhacking and slaying. His adolescent E.P.s are therefore
total and can only be spent on skills, nothing else. Leftospent on the kind of skills that will keep him alive, those
ver adolescence E.P.s that could not be spent in skills atbat relate to fighting. Nori is wearing an immense amount
discarded and lost before carrying on to apprenticeshipf armour. The encumbrance skill represents a charac-
development. In the unusual case in which a character'ter’s ability to overcome the effects of heavy armour and
father’s occupation was rolled and turned out to be identitemain mobile. While Nori will never be able to fully coun-
cal to a character’s own occupation, the character receivesract the effects of his bulky armour and weapons, he can
an extra 1000 adolescent E.P.s in lieu of the additional skillgry to limit their negative effect by purchasing advances in
they have missed out on. Remember, this is not the caghe encumbrance skill (he is lucky, in that his stat mod for
when an occupational descriptispecifiesa father with  this skill is already very impressive). Nori purchases one
the same occupation. advancement in encumbrance, at a cost of 800. He will
Each skill has a cost value. This cost is the numbeaslso be using his weapons a lot, and foresees his role as
of experience points it costs to buy one advancement ibeing primarily hand to hand. He therefore purchases five
the skill. Initially, each advancement is worth a +3 E.P.advancements in his one-handed hafted attack skill (he
mod. Hence, two advancements would yield a +6 and fiveloesn't plan to use his axe to parry) at a cost of 2000, and
advancements a +15. This is the case until ten advancéur advances in his shield parry skill (again, he doesnt
ments have been purchased in a skill (at which point itshink he’ll use that to attack much) at a cost of 2000, for a
E.P. mod will be +30). The skill has now entered a newtotal expenditure of 4800 E.P.s. The remaining 200 E.P.s
advancement zonghe next ten advancements will only will not buy him an advancement, and are lost.
yield a +2 each (up to +50). Then, the next 10 advance-
ments will provide only a +1 each (up to +60). Finally, Character Record (2)
after 30 advancements, all further advancements are worth| *" ot sutmed Blned - Gthmed ol - Faupmens e
only a + 0.5 each (this is the fourth and final advancement, | w om0
zone for a skill). The deterioration in payback for each
advancement purchased in the later advancement zone
reflects the learning curve. For a new skill, development

armour.
battle axe. 4.5
6 viking round 10
500 -9 shield.

9 light crossbow. 8.5
8§00 +43 quiver. 3

- 12 quarrels. 2
canvas purse 0.1

is rapid, but at very high levels of expertise, many hours of | | roraang o0 +10 e
effort are required to make further inroads. Hence, an as+ | [#rafed 400 +25 In canvas bag
sassin learning the stealth skill (used to sneak around) early| /s = 50 o1 o, watersin (4 i)
in his career might spent 1350 E.P.s on the skill, which has | s 500 431 St cpite Tops (309,
a cost of 450, and increase his E.P. mod from +9 to +18| "wekna 1000 15 Bagweigt - 305
(three advances). Much later, as an experienced killer, the Cash: 8 siver; 8

bronze, 6 copper.

same 1350 E.P.s would only yield an increase from an E.P
mod of + 51 to + 54.

Weapon skills (and the unarmed skill) represent a
special case for skill acquisition, in that each skill is in fact
composed of two parts: the ability to strike and the ability
to parry (block incoming strikes). These two components
must be developed separately (although both will benefit
from the stat mod previously calculated). HenceRlre
mod column for weapon skills will contain two values,
separated by a slash, as will the resulfatal column.

The attacking E.P. mod is put before the slash and the parry
E.P. mod after it. An advancement, when purchased, must
be spent ireitherattacking or parrying with the relevant
types of weaponry. Additionally, weapon skills have spe-
cial spending restrictions, which may apply when charac-
ters attempt to raise their E.P. mods above +30. Details After adolescence comes a character’s apprentice-
are given in the description of each skill provided in theship. At this point, E.P.s begin to count towards a charac-
chapter on skills and actions (section 2.2.3), but broadlyer’s E.P. total (recorded at the top of the character sheet).
these restrictions are there to prevent a character frotwhile E.P.s are generally spent as soon as they are received
reaching the unrealistic situation in which they are exper{except when a character saves up for a particularly ex-
in one class of weapons while being complete incompepensive advancement) a running track is kept of how many
tents when forced to wield a weapon from a different classk.P.s have been accumulated in a character’s career. It is
An example is that a character cannot raise his E.P. mod articularly important for magic users (see the chapter on
one-handed sword above +30 (for striking or parrying)magic), but it is generally satisfying to have an idea of
without at least owning the one-handed hafted weapon skithow advanced a character has become. As a guideline, a
(purchasing new skills is described later in this section)character of around 40 000 E.P.s will be a respectable, hard-
Players and GMs should always check these spending rened adventurer. At 80 000 E.P.s, they'll probably be the
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stuff of drinking songs, with a fair reputation, while a char- New Skills. New skills can be purchased with the
acter having in excess of 150 000 E.P.s is likely to be &xpenditure of 1000 E.P.s. Generally, during play, a new
legend in their own time. skill can only be bought if there is someone available to

The number of E.P.s a character accumulates duringeach it to the character (or, in the case of certain skills, a
their apprenticeship depends both on the nature of thetsook on the subject). More is said on this matter in the
occupation and the number of years spent training. For ghapter on the gaming environment. During apprentice-
human, apprenticeships typically last seven years, fronghip, most skills can be purchased (the character will be
ages 14 to 21. Different races, however, have differingspending a number of years in a fairly rich learning envi-
life expectancies, and consequently spend differing perironment). However, it is up to the GM to decide if a par-
ods of time training. Table 5 in the TABLES booklet pro- ticular skill should be made available. It may, for exam-
vides a summary of the average life expectancy and trairple, be deemed unsuitable for a mercenary to learn the locks
ing period for each race, along with the age at which theyk mechanisms skill (which requires fairly specialised train-
will commence their adventuring careers. It also providesng). These decisions are entirely at the GM’s discretion.
information on the ageing process, to be used in conjunc- Generally, new skills that are purchased during ap-
tion with the optional CAM rules presented in the chapterprenticeship/play come with a cost of 1000. That is to say,
on the gaming environment, but these can be ignored fogach advancement costs 1000 (in addition to the actual
the present. purchase of the new skill costing 1000 E.P.s); 1000 is en-

Each occupation lists a value astitsining multi-  tered in thecostcolumn of the skills box. There are two
plier. To work out how many E.P.s a character accumuexceptions to this rule. The first is for newly purchased
lates during their apprenticeship, 2d10 should be rolledveapon skills. They come with a cost equal to the other
and summed. This value is multiplied by the occupationalveapon skills a character gained as a result of his occupa-
training multiplier to yield the number of E.P.s gained pertion. If a particular occupation provides weapon skills of
year of training. Hence, to get the character’s starting E.Rjiffering costs (such as the dwarven heavy footman occu-
level, simply multiply their E.P.s per year by the numberpation) new weapon skills come at the more expensive of
of years they spend training. This value can be enterethe original costs (550 for the Dwarf heavy footman). If
underExperience point totabn the character sheet. It an occupation offers no weapon skills, new ones are pur-
should be augmented whenever a character is awarded mageased with a cost of 1000, as for other skills. In all cases,

E.P.s, typically at the end of a gaming session. it still costs 1000 E.P.s to actually buy the new skill in the
E.P.s gained during a character’s apprenticeship arirst place.
treated exactly like those that are acquired during play. The second exception is languages, which come with

They can be spent to augment virtually any of a characa cost of 500. It should be noted that the purchase of a
ter's skills and abilities. We have already seen how E.P.gew language skill is virtually a requirement for most non-
are used to advance skills, so it's time to explore the othefiuman characters, at least when playing in the Korin-Thar
potential outlets for a character’s hard-earned experienc&vorld system. Most societies are human, and most parties

communicate in common, the universal human tongue.

Gharacter Rocord (1) Characters who cannot communicate with the rest of their

N o St o Experiencepans ol 100 ) party are at a massive disadvantage, being likely to miss
BT e out on much of the interaction that is at the heart of the
sex. male role-playing experience. GMs who are using alternative

worlds as settings should take care to prepare their charac-
ters for the needs of interaction with one another. Guide-
lines for the level of linguistic competency a particular
skill level (total skill mod) denotes are provided in the
detailed skill description given in the chapter on skills and
actions (section 2.2.2). Note that characters who have learnt
a language (as opposed to having it as their mother tongue,
which provides a special +2#hermod) are not neces-
sarily fluent in it, and may have to spend further E.P.s to
raise it to a level they are comfortable with.

Thanedom of Abusark

Initial _Mods
+1

Total

21 22
8
16

16
27

5 5
10 10 Strike level.

CAM: 21
(rolled a 5)

]
2

Example:lt’s time to calculate Nori's apprentice-
ship E.P.s. As a heavy footman, he gets a training multi-
plier of 50 (from the detailed occupational description,
section1.3.10, or Table 4a). 2d10 are rolled and summed,
for a total of 12. Nori therefore gets 12 x 50 = 600 E.P.s
per year of training. From Table 5, it can be seen that

Dwarfs get an apprenticeship lasting nine years. Nori's
Ballle axe : apprenticeship E.P.s are therefore 600 x 9 = 5400. This
Tight crossbow - - - fr_Tbow |- value is entered as his “Experience points total”.
Nori’s first language is Dwarven. However, his ad-
venturing career is likely to take him beyond his moun-
tainous homeland and the ability to communicate will be

Weapons...

Damage
Damage

NINEAT. mod
strike +
Total
strike +
Max.
attacks
Strength

Max.

Attack
time
| 2| weapon

™[ @l Break
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vital. Nori therefore decides to purchase a new skill: speakhat as yet we have not covered how these trait's values
common. It costs 1000 E.P.s to buy the skill, which comeare initially determined. This is because, for attack time,
with a cost value of 500. The stat mod for the skill is calthe final value depends on how encumbered a character is,
culated for the new skill in the usual way. In this case, thavhich in turn depends on their final encumbrance skill mod.
stat mod is identical to that already calculated for Nori’s In fact, the process of generating a character is never en-
first language (+3). Glancing at the detailed skill descrip- tirely neat, in the sense of sticking exactly to the step by
tion for the speak skill, it is found that a total mod of +3 step outline presented here. Often, E.P.s will be spent,
will allow a fairly basic level of communication, with a then players will realise (when the final values are deter-
strong accent remaining. Nori is happy to leave thingsmined for their character’s various skills) that they need to
like this for the time being, rather than expending moremake adjustments. In particular, there are certain racial
E.P.s to improve this skill further. He still has 4400 ado- restrictions on how far particular traits can be adjusted

lescence E.P.s to spend. which may limit E.P. purchases (these are covered later in
this section). There is no prohibition on changing your
Character Record @) mind and re-spending a particular award of E.P.s. How-
sl Cot smmed EPmed Ofermod Toal | | Eatpmen = ever, once the character has been played with a particular
gﬂim"” rase E.P. expenditure, a player cannot then go back and make
w Vi end 10 spending alterations. For example, a character might be
won /qgm"’hw as awarded 3000 E.P.s at the end of a session of play, spend
o Touares 2 them, then complete a further session of play. At this point,
Foraging a0 10 pr he cannot go back and re-spend those 3000 E.P.s. The act
iHnates 00 125 +15/0 R of playing the character has set tha_lt gxpenditure in stone.
Ziratod 550 o ggg’vwffg‘:;;";jf;;,s)y A character’s damage value is increased by 0.1 for
Shiskd 0 31 0/v2 A each advance purchased (this may not seem like much, but
Hideworking ___1000_+13 Bag woight = 303 the damage value is typically quite small to begin with).
Speak: Common 500 +3 Cash: 8 siver, 8 The cost for each advance is given in the detailed occupa-
enee ocomper tional descriptions and is quite substantial. It can be filled
in in thecostcolumn of the combat traits box. Advances
should be recorded in tiieP. modcolumn.
A character’s attack time (AT) can Hecreasedy

1 for each advance purchased (a smaller attack time is bet-
Con ow s e || ter, indicating a quicker character). The cost is again given
frave. loyal in the detailed description for each occupation, and is very
e ’ high. Starter characters are unlikely to buy an AT advance-
S m ment, but more experienced characters may well wish to
L e s do so. Again, advances should be recorded irEtRe
modcolumn.
Resistance number can also be increased, and is
B By w1 perhaps a more likely candidate for expenditure by a starter
character. The cost can be found in the detailed occupa-
tional descriptions, with each advance buying a one-point
Saving throws. Saving throws can be improved improvement. Thé.P. modcolumn should be used to
through the expenditure of E.P.s, although this is not usutecord such purchases.
ally a first priority for a starter character. Saving throws
are advanced in exactly the same manner as skills. Each ~ Magic abilities and spell pointsCertain occu-
save will already have a cost (usually 250). As with skills,pations gain access to magical abilities, which, just like
advancements are purchased with a law of diminishingeverything else, can be improved through the expenditure
returns as new advancement zones are entered. Expe@f E.P.s. The detailed rules for such purchases are pro-
enced characters can therefore build up a considerable reided in the relevant section of the chapter on magic, as
sistance to non-physical threats. they differ for different magic-using occupations. Gener-
ally, primarily magical occupations will spend most of their
Exhaustion points.Additional exhaustion points E.P.s on these abilities, while some occupations (such as
can be purchased to improve a character’s endurance (ﬂ%lestS) will Spllt their eXpenditUre between skills/combat-
use of exhaustion points is covered in the advanced rulg€lated traits and magic. There is one trait, however, which
section of the chapter on combat and movement). Thall magic-using occupations will depend upon: spell points.
cost for each additional exhaustion point is given in theThe cost for each additional spell point is given in the de-
detailed description for each occupation: in the case of #giled occupational descriptions, but is basically always
Dwarven heavy footman, for example, each additional000 for magic using occupations, and 2000 for non magic-
point costs 225 E.P.s. using occupations. It is unusual for non magic users to
require spell points, but certain magical artefacts require
Combat traits: Damage, attack time, and re- SPell points to use, so the situation is not unheard of.
sistance number.A character’s combat traits can also — _ _
be improved by spending E.P.s. The perceptive will note Example:Nori still has 4400 apprenticeship E.P.s
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to spend. There are a variety of tempting options avail-as swimming, are particularly prone to the effects of heavy
able, but Nori wisely decides that at this point it's best toequipment and may still be affected by a character’s dou-
concentrate on his skills, particularly his combat ones. Heble encumbrance, to be discussed in a moment).
therefore purchases a further three advancements in 1-h All characters can carry a basic allowance of 10
hafted (attack) for a cost of 1200, and a further four ad-pounds without any ill effects. In addition, for every +1
vancements in shield (parry) for 2000 E.P.s. His final 1200they have in their encumbrance skill total, they can carry a
E.P.s are spent in his bow skill (three advancements, obvifurther one pound. Hence, the amount of weight that can
ously in attack), which exactly uses up his E.P.s. None dfe borne without suffering penalties is equdlQlus the
these purchases take any of Nori's weapon skills into a&ncumbrance skill mgabunds. This is referred to as their
new advancement zone, so there is no need to check thight allowance Note that this value has a minimum of
individual skill descriptions for possible spending restric- 10 pounds; even characters with a negative encumbrance
tions. Had he had any E.P.s left over, he would have reskill mod retain this basic 10 pound allowance. The nega-
corded them under “Experience points to spend”, savingtive mod will simply mean that they will have to purchase

them for when he next received an E.P. award. more advancements before they can extend their allow-
ance to carrying heavier loads.
Charactor Rocord @) Now, for many characters, this weight allowance will
Sl Cot Smimed ERmed Ofermod Toal | | Faipman st not be as high as the amount of weight they are actually
i bearing. Inthese cases a penalty will apply. This is where
w vkinground 10 the encumbrance value in the movement box is used. For
S igtcossoo 65 every pound carrieith excesf the weight allowance, the
Tquarss 2 character will have an encumbrance value of one. Hence,
Foraging 8% b a character who is within his weight allowance will have
i haed 400 1 camvas ba an encumbrance value of 0, while a character who is twenty
dnated ,E:;”};ngi‘,;;,-ﬁ"ﬁf;;,s)‘ pounds over his allowance will have an encumb_rance value
Shied %00 darf st Tope (30), of 20. To find a character’s encumbrance, you simply work
Hideworking 1000 Bag woight= 303 out their weight allowance (equal to 10 + the encumbrance
Spoak: Common 500 +3 es aatver & skill mod, with a minimum of 10), then subtract it from
‘ ’ the weight they are carrying (remembering that a negative
value means they are within their allowance, and there-
fore have an encumbrance of 0).
There is one important extra point about encum-

brance. The encumbrance skill mod is subjectrazial

i g maximum. That is to say, there is a value beyond which it
28721 18/14 Brave, loyal, . . . . ..
[ 2N simply cannot be raised, based on the simple physical limi-

tations of a given race. This maximum is shown in Table
1, as well as in the detailed description for each race. E.P.s
spent bolstering the encumbrance skill beyond this point
‘ are simply wasted. The E.P. mod continues to rise, but the
et Whp total mod is capped at the racial maximum value (for this
cr B reason, it is actually pointless to continue wasting E.P.s in
this manner). When considering spending E.P.s on the
encumbrance skill, it is therefore important to check the
relevant racial maximum.

Location
Skull

Example:Our next step is to fill in Nori's totals for

his skills and saves by simply summing his various mods.
The character will be pretty cl ¢ mplete b Then, we can proceed to calculate his encumbrance. Nori

. € characte € pretly close 1o complete by;q o big strong Dwarf, but he’s carrying an awful lot of
this stage, but there are still a few important details to ﬂIIarmour His encumbrance skill total mod is + 46. which
in, in particular the combat and movement traits. Havmgmeans that he has a weight allowance of 56 pour’1ds (note
spent E.P.s, the total columns in the skills and saving throwt%at the racial maximum encumbrance skill mod for a
boxes should be filled in. This is done by simply SUM b varf is + 60, so Nori can still advance the skill a few

ming all the other mods (the stat mod, E.P. mod,.and oth Imes). Nori carries 102.96 = 103 pounds into combat.
mod). We can then proceed to calculate two importan his means that he has an encumbrance of 103 — 56 = 47,

val : encumbran n le encumbrance. . L h
ajues ﬁh;lén:u?nb(:rzscs\?;tjg 2nete(r:etzl q itr)1 ?he(::(;oveme serious limitation on his freedom of movement. The value
NS filled in in the movement box.

box is not the same as the encumbrance skill, but depends
uponit. Encumbrance is a measure of how affected a char-
acter is by the equipment they are carrying (in particular

1.1.7 Combat and movement traits

Next, double encumbrance, the exhaustion mod, and

arms and armour); it measures how much they will b the various movement values need to be calculated. Dou-
' y le encumbrance is used when calculating the effects of

slowed down/hampered in their freedom of movement. Arheavy equipment on actions that are especially prone to
encumbrance of 0 means that for most purposes, they c%n

move with complete freedom (althouah some action uffer when a character is heavily weighed down. It is not
ove complete freedom (although some actions, Sucsimply twice the encumbrance skill, but rather is calcu-
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Chapter 1 Character Generation
Character Record (1) Character Record yy’\
Name: Nori Strong-in-the-arm Experience points total: 5400 Exhaustion points total: 54 Sill Cost Smtmod EPmed Othe Total Eauipment Weight
Race: Duwarf Fxperience points o spent Current. Climb 500 +16 +16 Dwarven heavy 74.86
Height: 4' 9" e Balance 500 -8 -8 armour.
Weight: 13 stone 6 pounds Deity worshipped: Throndor Dodge 700 +6 o battle axe 4.5
Sex: male Luck points: 113 54 Jump 500 +6 +6 . . ;
Occupation: Heavy footman Star sign:  Diametres the lion warrior Hide 500 -6 -6 viking round 10
Father’s occ.: Woodcrafter Spell points: 0 Sing 500 -9 -9 _h:eld.
Homeland: Thanedom of Abusark No. of resurrections: 0 Initiative 509 -9 ight crossbow. 8.5
Encumbrance S0 443 3 46 uiver. 3
Strike level 1250 -9 -9
Statistic Initial Mods Total Savingthrow  Cost ~ Statmod. EP.mod.  Other Speak: Dwarven... s 43 28 2 quarrels 2
SHSHE o . -anvas purse 0.1
Strength 41 22 Poison/discase 250 +33
Agility 8 8 250 -3 Foraging 600 +10 +10 1&96
Dexterity 16 16 250 +2 Survival 600 +23 +23 g
Constitution 27 27 250 +2 1H hafted 400 +25 +24/0 +49/+25
Intelligence 2 12 250 +2 +7 Bow 400 +15 +9/0 +24/ - |ncanvas bag
Soubswength 4 4 3 c om0 w2 2H hafted 550 +31 +31/+31 | | [powh flagon, copper
will 9 9 Bluemagic 250 +2 +4 Specialist: 1H axe N R lpan, waterskin (4 pints),
Size 1 14 Brownmagic 250 +2 -4 Shield 500 +31  0/+24 2 xtorch, hip flask of
Sight I 14 Metalcraft 750 +13 dwart spirits, rope (30),
Hearing 5 5 Hideworking 1000 +13 tinderbox, 2 x blanket.
Smell/taste 10 10 Strike level rncumbmmw Bag weight = 30.3
Touch 13 13 Double encumbia Speak: Common 500 +3
Appearance 8 8 CaM: 21 Exhaustion mod. Cash: 8 silver, 8
(rolleda &) Action Pace Cost bronze, 6 copper.
Walk
Jog
Combat trait ~ Cost ~ Basic EPmod Total Sprint
Damage Strike/dodge
Attack time
Resistance no
Appearance:
Wound description Injury points  Index
Armour Values. Personality
Location Cut  Chop  Thrust Impact
Skull 37/28 31/23  28/21 1814 Brave, loyal,
Face 17/13 17/13 17/13 5/4
Total Neck 20/15 14/11 1178 13/10
Shoulder as neck
Upper arm as neck
. ] Elbow as neck
Weapons... “E} “gj ?é . é:’ H §+ E | . § £ . Forearm Jj/’l? 20015 22/17 13/10
£ % gl o Sol §2 5 <Y & So| %0 | 5|8 Hand 3/2 2/2 2/2 5/4
S |S8% |2 2% o 85 8E 5. 82(22]5]8 /2% 2 317
S |24 < |25 29 R =FZ5L+Z5|2%|d|a Thorax 34/26 28/21  23/1 20/15
Abdomen as thorax
Battle axe _ 2 0 10 cho | 1hh E Hip 26/20 17/13 16712 21716
v. round shield 2 0 20 imp_| shd 2 Groin as hip.
light crosshow B - ' thr bow B Thigh as hip.
Knee 23/17 20715 22/17 1310
Calf 28/21 23/17 27/20 18/14
Foot 5/4 3/2 5/4 5/4

lated as follows. movement. To work out the exhaustion costs for a par-
First, take the weight carried by the character andicular character, multiply the listed costs by the charac-
double it. Subtract 20 from this value. Then, subtract theer's exhaustion mod. Hence, a cost of 1 per second (for
character’s encumbrance skill mod. This value is the charsprinting) becomes 2 per second for a character with a x2
acter’s double encumbrance. Like encumbrance, it cannagxhaustion mod.
be negative; if the obtained value is below 0, it becomes Calculating the values for thpgacecolumn is a little
simply 0. This will be the case for characters carryingmore complex. To begin with, take a value of 200. Then,
very little equipment. Note that the double encumbrancemodify this value using strength and agility as primary
value can (and often will) take on a positive value evermods. That is to say, calculate a stat mod, as you would
when a character is within their weight allowance. Thisfor a skill, using both strength and agility as primary mods
reflects the impact of even fairly modest loads on activi-(strength up to 25 only). Then, add this stat mod to the
ties such as swimming and sprinting. starting value of 200. For example, a character with a
Having obtained a double encumbrance value, westrength of 13 and an agility of 9 would get a +6 from his
can now go on to calculate the character’s exhaustion modtrength, and a —2 from his agility, for a total of +4. This
This is obtained by referring to Table 6a in the TABLES would be added to the original 200, for a total of 204. Next,
booklet, entering the double encumbrance value and readonsult Table 6¢ in the TABLES booklet. Movement modi-
ing off the relevant exhaustion mod. The perceptive willfiers are listed for characters of differing heights. These
notice that the exhaustion mod is simply the character’snodifiers should be added to the recently obtained value
double encumbrance divided by twenty and rounded downgf 200 plus stat mod. Then, the character’s double encum-
with a minimum value of x1. brance should be subtracted. In cases where double en-
We can now proceed to work out the movement val-cumbrance exceeds 100, subtract only 100 at this point.
ues, which determine how fast a character covers grounHinally, divide this value by 100, and round to the nearest
when using various forms of movement. These rules apd.1. A value of 223, for example, would become 2.23 =
ply for all biped, humanoid races. The detailed descrip2.2. Thisis the character’s sprinting pace, in feet per tenth
tion for centaurs gives details of how to calculate theirof a second (these may seem odd units to choose, but game
movement values, which are obviously rather different. play generally progresses on a tenth of a second scale). To
To begin with, theostcolumn can be filled in. Here, find their jogging pace, simply half this value, rounding
cost refers to the exhaustion point cost for the given acupwards to one decimal place. Their walking pace is half
tion. Itis not an E.P. cost, as movement values cannot bef their jogging pace, again rounding up to one d.p. Hence,
directly altered through the expenditure of E.P.s. Table 6fa sprint pace of 2.3 yields a jog pace of 1.15 = 1.2, which
in the TABLES booklet lists the basic exhaustion cost foryields a walk pace of 0.6. Clearly, the strike/dodge action
the four actions listed on the character sheet. In fact, ihas no pace value, only an exhaustion cost.
lists exhaustion details for a few other actions too; the pre-
cise manner in which these costs are applied is explained Example:Nori is carrying 102.96 pounds. To cal-
in the advanced rules section of the chapter on combat ardlilate his double encumbrance, this weight is doubled,
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Chapter 1 Character Generation

yielding a value of 204.92. 20 is subtracted, for a value ofSecondly, it can never rise above the racial maximum, listed
184.92. Finally, Nori's encumbrance skill total mod is in both Table 1 and the detailed racial descriptions. Strike
subtracted (+46), leaving a value of 138.92, or 139. Thislevels above the racial maximum are simply capped to this
is Nori's double encumbrance, a huge value. Nori wouldlevel, so further investment in the strike level skill will be
be very foolish to go for a dip wearing all that armour.  wasted (except of course in allowing the character to main-
tain the racial maximum should his encumbrance increase).

Charactor Record (1) Next, a character’s combat traits should be deter-
Name: o Storg E ol 500 Exhaustion oins ol 5 mined, beginning with damage. Thasicvalue of dam-
o 48 age is simply equal to a character’s strength statistic di-
e male 54 vided by 10. The total value is this basic value plus any

Occupation: Heavy footman
oce.: Woodcrafter
neland:  Thanedom of Abusark

advances purchased with experience points. However, for
damage too there is a racial maximum, listed in Table 1,
; B which cannot be exceeded. In addition to this maximum,
o there is astatistical maximunfor damage, which can also
2 s never be exceeded (hence, in practice, damage is capped
e o by the lesser of the racial or statistical maximum). This
statistical maximum is equal to the character’s strength
divided by 5. Essentially, it is the same as saying that a
character can never increase their damage value beyond
twice that which they initially received, based on their
strength statistic.

Attack time (AT) is relatively simple to determine.
AT represents the speed with which a character performs
actions; at its most basic, it is the time, in tenths of sec-
onds, taken to complete a single strike. To find a charac-
ter's AT, consult Table 6d in the TABLES booklet; look
down the appropriate column for the character’s encum-

brance value, then read off AT from the left based on the

Battlo axe___ 2o Lo row in which the character’s agility is found. The result-
light crossbow - - - o Bow [T ant value is entered in thasiccolumn. The total value is
the basic AT minus any mod purchased with experience
points. While there are no racial of statistical restrictions
on a character’s AT, there is an absolute minimum of 4

Referring to Table 6a, it is found that a double en-beyond which AT cannot be lowered (except by certain
cumbrance of 139 yields an exhaustion mod of x6. Norisnagical means). E.P.s spent to lower AT below 4 are there-
costs for his various movements are therefore 6 per sedore wasted, unless the character’s encumbrance changes
ond for sprinting, 12 per minute for jogging, 6 per 5 min- and raises their basic AT.
utes for walking, and 6 per every 5 strikes or dodges. Just Finally, the character’s resistance number must be
moving in all that armour is going to be pretty tiring. determined. The resistance number is quite simply an in-

Nori's sprinting pace must now be calculated. The dex of how much of a beating a character can take before
initial value of 200 is modified with both strength and agil- they are knocked unconscious or die. bigsicvalue is
ity as primary mods (yielding a +24 and —4 respectively) equal to the character’s constitution, and its total value the
for a total of 220. Nori is 4' 9" tall; from Table 6¢, we find sum of the basic value and any advancements purchased
that this yields a further —60, for a total of 160. Next, wewith E.P.s. However, there is a racial maximum for resist-
subtract double encumbrance, or 100, whichever is lessance number that cannot be exceeded with experience pur-
In this case, Nori's double encumbrance exceeds 100, schases. Indeed, in some cases a character’s constitution
we subtract 100 for a total of 60. This value is divided bymay be higher than the racial maximum, in which case the
100 to yield a sprinting pace of 0.6. We then half thisresistance number is immediately capped at the value of
value, to give a jogging pace of 0.3. Finally, we half thethe racial maximum and cannot be increased. Resistance
jogging pace to give a walking pace of 0.15 = 0.2. Nori isnumber also has a statistical maximum, which is equal to
armoured like a tank, but he sprints only slightly fastertwice the character’s constitution. If this value is lower
than an average human walks, and walks at around halthan the racial maximum, then no amount of experience
their pace. Investing in a mule may prove essential... expenditure can raise a character’s resistance number above

It.

Having completed the movement section, a charac-
ter’'s combat traits and strike level should be calculated. A Example:To find Nori's strike level, his strike level
character’s strike level represents their ability to makeskill is added to 40, for a total of 40 — 9 = 31. Strike level
themselves tough to hit in melee combat. Like encumis also modified by encumbrance. In Nori’s case, this means
brance, it is related, but not identical, to the skill of thesubtracting another 47, for a total of 31 — 47 =-16. How-
same name. A character’s strike level is simply equal t@ver, a character’s strike level can never be lower than 10,
40, plus the strike level skill mod, minus a character’s enso Nori has a strike level of 10. Anything he doesnt parry
cumbrance. There are two provisos, however. Firstly, thén combat is likely to hit him. Clearly there is no need to
strike level can never fall below 10; this is its minimum. check the racial maximum in this case.
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Chapter 1 Character Generation

Nori’s “basic” damage value is found by dividing ues for unarmed attacks such as punches can also be found
his strength by 10, giving a value of 22/10 = 2.2. As hein the weapons summary table. This approach should also
has not purchased any damage advancements, his “totalbe taken for weapons that are thrown, such as knives and
damage value is also 2.2. This is just below the raciakpears. However, a slightly different process should be
damage maximum for Dwarfs (2.3) and well below the stafollowed when calculating the damage values of bow weap-
tistical damage maximum for Nori (22/5 = 4.4). His “ba- ons. The damage value given in the weapons summary
sic” attack time is found by consulting Table 6d. Cross-table for crosshows is final; they are unaffected by the char-
indexing Nori's agility (8) with his encumbrance (47) we acter’s own damage trait. For longbows, composite bows,
find that his AT is 14. Again, there is no mod through E.Pshort bows and recurve bows, the character’s damage trait
expenditure, so Nori's “total” AT is 14 too. Nori is not is averaged with 1 before being multiplied by the weap-
very swift. Finally, we calculate his resistance number.on’'s damage value to yield the final value entered in the
Nori’s constitution is 27, so this is his “basic” resistance weapons box. Hence, to calculate the damage value for a
number. Again, Nori has not spent any E.P.s to increaséongbow fired by a character with a damage trait of 1.5,
this combat trait, so his “total” resistance number is also you would multiply 1.25 (average of 1.5 and 1) by 1.2
27. Indeed, he could not raise it much through E.P. ex{longbow damage value) to give a final value of 1.5.
penditure even if he wanted to, as the racial maximum for

Dwarfs is 28 (far lower than his statistical maximum of Max damage.Max damage is simply the damage
54). value previously calculated multiplied by 20 (this is the
maximum damage that can usually be done with that
Character Record () weapon in combat). It should be rounded to the nearest

Experience points total: 5400 Exhaustion points total: 54 whole number.
R oot Experience points to spend:

Height: 4 9" :
Weight: 13 stone 6 pounds Deity
Sex: male Luc
upation: Heavy footman

ped: Throndor

2 54 Attack time. The attack time in the weapons box
is simply the character’s AT (from the combat traits box)
-~ added to the weapon’s AT mod. There is no need to fill in
5 an AT entry for missile weapons.

Woodcrafter
nd: Thanedom of Abusark

oo Total strike +. The total strike plus with a weapon

is just the sum of the relevant weapon skill mod, any spe-
cialist skill mods, and the weapon’s own strike plus. For
weapons that a character uses to both attack and parry,
there will be two total strike plusses, one for attacking and

one for parrying, separated by a slash. Note that the total

CAM: 21
(rolled a 5)

Strike/dodge

7 s strike plus is not necessarily a positive value.

Max attacks. The maximum attacks value for a
melee weapon is equal to the character’s attacking skill
mod with that weapon divided by 15 and rounded down.
Any mod arising from the possession of a specialist skill,
or from the weapon itself, is ignored in this calculation. It
is the attack skill mod itself which is divided by 15. For
weapon skill mods below +15, max attacks equals 1 (it
never takes on a zero or negative value). There is no need
to calculate max attacks for missile weapons.

Weapons...

Damage
Damage

NN AT mod.
strike +
Total init.
+
Attack
type
Weapon
type
Strength

Max.
attacks

| 41| Weapon

3|

strike +
Total
Init. +

Max.

Attack
time
o[ | Weapon

Battle axe cho | 1hh
v. round shield imp | shd
light crossbow - - - thr bow

™| @ Break

Total init. +. The total initiative plus with a weapon
is calculated by taking the sum of a character’s initiative
skill mod and the weapon’s initiative plus, then subtract-
. ing the character’s encumbrance value (not their encum-
1.1.8 Completing the weapons box brance skill!). It is not required for missile weapons.

. 'The next step in the character generation process is Strength. To find the strength value for a weapon,
to fill in the weapons box. For each weapon a characteferage the character's damage value with 1 (by adding it
carries that might be used in combat, the following valueg, 1, and dividing it by 2), then multiply it by the strength
must be entered. value given in the weapons summary table for the weapon
in question. Strength should be rounded to the nearest

Damage. For melee (hand to hand) weapons, theyyhole number. It is not necessary to calculate a strength
damage value that should be entered in the weapons boxyigjye for missile weapons.

equal to the character’'s own damage value (from the com-

bat traits box) multiplied by the weapon’s damage value Example: Nori has three weapons for which final
(found in the weapons summary table of the WEAPONS,5jyes need to be entered in the weapons box. For his bat-
ARMOUR & EQUIPMENT booklet). The damage val- e axe, the damage value is found by multiplying the bat-
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Chapter 1 Character Generation

tle axe damage mod (1.3, from the weapons summary tahield skill. The shield’s max attacks are based on his shield
ble) by his damage value of 2.2, for a total of 2.86. This isattack skill, which is only +31. He therefore has a maxi-

a very impressive score, akin to the kind of damage a typimum of 31/15 = 2.066 = 2 attacks. The total initiative is
cal warrior might do with a two-handed weapon. The maxfound by adding Nori's initiative skill mod (-9) to the weap-
damage is found by multiplying this value by 20, for a to-on’s initiative plus (-20) and subtracting Noris encum-
tal of 57.2 = 57. The attack time is the weapon’s AT modrance (47), for a total of —76. The shield’s strength value
(2) added to Nori's AT (14), for a total of 16. The total is the average of his damage value and 1 (1.6) multiplied
strike plus for the battle axe is found by taking Nori’s one-by the viking round shield strength of 44 to give a value of
handed hafted attack mod (+49), adding any specialist mod0.4 = 70.

(in this case, +5, from Nori’s specialist 1-h axe skill), and Finally, we can fill in the values for Nori’s light cross-
adding the weapon’s strike plus (0 for a battle axe) for abow. The weapon has a damage of 1.8, regardless of the
total of +54. If Nori used the axe to parry, it would be user’s damage value. Its max damage is therefore 1.8 x 20
necessary to enter two values, one for attacking and one 36. For bows and ranged weapons in general, there is
for parrying, but this is not typically going to be the case,no AT mod, and the AT need not be filled in either (actions
so we only need to enter the attacking value. To find Nori'snvolving a missile weapon use the character’'s unmodi-
max attacks with the battle axe, we divide his 1-h haftedied AT value). The total strike plus is simply Nori’s bow
attack mod (+49) by 15 (for a total of 3.266) then round skill of +24 (he has no specialist/weapon mod); for mis-
down, to give a max attacks of 3. Note that it is only thesile weapons, it is unnecessary to fill in max attacks, or a
relevant skill's attack mod that is used, without the benefitotal initiative value, or indeed a strength value, so Nori's
of any specialist or weapon mods. To find the axe’s totalveapon box is now complete.

initiative plus, we take Nori’s initiative skill mod (-9), add
the weapon’s initiative plus (-10) and subtract Nori's en-
cumbrance (47), for a total of -9 + -10 —47 = -66. Fi-

nally, we calculate the battle axe's strength value. Nori's 11.9 Peygonality and appearance
damage value is averaged with 1 ([1+2.2]/2 = 1.6) and
multiplied by the battle axe strength value from the weap- In terms of the various numerical values that will be

ons summary table (32) to give a value of 51.2=51.  peeded to work out how a character interacts with the game
world, the character is now complete. However, in terms
Gharactor Rocord (1) of being a real, rounded person there is still a long way to
Name: Nor Stong-nthe-am Experince pits ol 5400 Exhaustion poins ol 4 go. This gap is bridged by the creation of a personality
and appearance. When a player plays a character, they are
o4 not acting on whims. The character should be as close to
a real, complete person as they can be. They should be-
— have in a consistent manner, or at least be consistently in-
consistent, just like real people. When we ascribe a per-
sonality to someone, what we are saying is that we expect
; certain patterns of behaviour from them across a variety of
S situations. Therefore, a player must decide what sort of a
person a character is and try to stick to it over the course of
play. This is notto say that a character’s personality is set
in stone. Typically, it will develop and expand over the
i o - } first few sessions of play, from a kind of bare-bones cari-
o > cature initially to a more realistic, three-dimensional per-
son later on. Also, particularly powerful experiences en-
countered during play can have an effect on a character’s
personality, just as real life events can impact upon the
kind of people we become. A character’s personality is a
set of guidelines for how they will react to the people/
places they encounter. There is no hard and fast format

:Heavy footman
Woodcrafter
Thanedom of Abusark

Initial Mods Total
21 +1 22

CAM: 21
(rolled a 5)

Cost  Basic E.Pmod Total
1900 2. 2.2

Weapons... -] g3 faf—s—a 5 1 T g |8« i . X i
P At EEER I for how the personality box should be filled in (indeed,
T G L R 2 K N o A A L L A advanced characters often expand their personalities onto
N N . 24 - - . N

light crossbow __\__| 18 [ 36

By extra sheets of rough paper), but a simple way to start is to
simply note down some traits, like those given in the star
sign tables. These can be expanded upon as the character
develops and the player gets a feel for the kind of charac-

The damage value for Noris shield is 0.3 (shield t€" they want to play. A number of example personality
damage) x 2.2 (Nori's damage) = 0.66. Its max damage idraits are provided in Table 7 of the TABLES booklet.
therefore 20 x 0.66 = 13.2 = 13. Like his axe, ithasan AT A character also needs an appearance to be real. In
mod of 2 for an AT of 16. The total strike plus in this casd®@'t, @ character’s appearance is already defined. We know
is based on Nori’s shield parry skill, as he will usually be "oughly how big they are, have a rough indication of their
using the shield for this purpose. Itis +55, as he has nduild, and know how physically attractive they are. We
specialist skilliweapon plus to adjust his mod from the2lS0 know what clothes or armour they are wearing and
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Chapter 1 Character Generation

what equipment they bear. However, there’s still at lot oftraits. There are no personality restrictions for the heavy
fine detail to fill in. What colour eyes and hair do they footman occupation, so we are free to pick and choose to
have? What colour and style are their clothes? If they'reour liking. Then, as Nori is played, we can expand and
ugly, is it the result of childhood pox, or an overlarge noseclarify our initial choices. Nori’s appearance must also
or perhaps small, narrow set eyes, or some scarring frorbe filled in, so we try to add a little depth to what we al-
an earlier trauma? If they're attractive, is it the squareneseseady know, and to individuate him a little (at least as far
of their jaw, or the sparkling beauty or their eyes, or theas is reasonable for a Dwarf).

warmth of their smile? For a character to be real, these are

the kind of things we must know, and the appearance box Charactor Record @)
|S prOV|ded to make a note Of them Skill. Cost  Statmod EP.mod Othermod —Total Equipment Weight
Climb 500 +16 +16 Dwarven heavy 74.86
Balance 500 -8 -8 armour.
Dodge 700 +6 +6
Character Record (1) Jomp S0 e o battle axe. 45
Hide 500 6 6 viking round 10
Name: Nori in-the erience points total: 5400 Exhaustion points total: 54 Sing 500 ? 1; s_hleld.
Race: Dwarf Experience points to spend: Initiative 550 -9 -9 light crossbow. 8.5
ace: bwa Encumbrance s00 43 3 +46 quiver. 3
Height: 4’ 9” Current Strike level 1250 -9 -9 12 i >
Weight: 13 stone 6 pounds Deity worshipped: Throndor Speak: Dwarven... 500 43 125 428 quarrels. 4
Sex: male Luck points: 113 54 canvas purse .
Oceupation: Heavy footman Star sign:  Diametres the lion warrior Foraging 600 +10 N
Father's occ.: Woodcrafter Spell points: 0 Survival 600 +23 +23 102.96
Homeland: Thanedom of Abusark No. of resurrections: 0 TH hafted 400 +25  +24/0 +49/425
Bow 400 +15  +9/0 +24/ - Z’aj"%’fq .
Statistic Initial Mods Total Savingthrow Cost  Statmod. EP.mod.  Other Total 2H hafted 550 +31 +31/+31 oW, atgo ‘,(VCO[‘J‘PQ_ .
Strength 21 +1 22 5 3 Specialist: 1H axe - - +5 ’2’6"2 wahe;s I;'I( kp/r;s),
Agility 8 8 - Shield 500 +31  0/+24 +31/455 d" r‘;’c gt’P as ‘\’?0,
Dexterity 16 16 2 Metalcraft 750  +13 +13 t‘W; bSp"'ZS' ’Zfs f{ [)’
Constitution 27 27 2 Hideworking 1000 +13 +13 inderbox, 2 x blanket.
Intelligence 12 12 9 Bag weight = 30.3
Soul-strength 4 13 2 - -3 Speak: Common 500 +3 +3
will 9 9 Blue magic 250 +2 +4 6 P Cash: 8 silver, 8
Size 4 14 Brown magic 250 +2 -4 -2 bronze, 6 copper.
Sight 14 14
Hearing 5 5
Smell/taste 10 10 Strike level. Encumbrance: 47
Touch 13 13 10 Double encumbrance: /39
Appearance § 8 Exhaustion mod.: x6
et 2t | e e o
Walk 0.2
Jog 0.3
Combat trait Cost  Basic E.Pmod Total Sprint 0.6 5
Damage 1900 22 22 Strike/dodge - 6 per 5 actions
Attack time 5500 14 14 A Values
Resistance no. 450 27 27 rmour Vatues. . Persgplity:
)Pp arance: Location Cut Chop Thrust Impact
Stocky, solid build. Fiery red hair, Skull 37/28 31/23  28/21  18/14 rave, loyal, rough spoken.
Wound description Injury points  Index braided and fied in a side knot. o S Outwardly dour, but has a pithy’
; ) ec 20/15 14/ /¢ e
Haggard features, with a thick red Shoulder 25 meok ) sense of humour with friends.
dreaa-locked beard. Bulbous brown Upper am as neck Fond of ale, which brings out
eyes. Slightly gap foothed, with high ;Hw»\ u; mlu I the boaster in him. Not
il orearm 23/17 20/ 22 / "
cheek b O”es‘,f: eowly,vc:mefq ,OQC;h . Hand s o ah s aggressive, but falks tough and
Total N armiurezfj, V‘?’ " ap C.’(;S ed finish tha Thorax 23/17 20/15 won't back down from a
‘@5 of miliary prids. Abdomen challenge. Ambitious for glory,
Hip 16/12 1/16
Groin . but not greedy. Strong but
Weapons... 3 S S+ + o5 |E s | Thigh as . inflexible sense of right and
% . % E € § 52 éé §i= K] 2 52 g H Knee 2’}‘ /77 /152017 310 wrong.
S |28 < |2E =55z r.25|25|a|a ;"“‘ ;“;—’ B0 —”4—” ’:'4’4
ool E 325 5/
Battle axe 286 [ 57 |2 16 |0 [+54[3 |-10 [-66 [cho [1hh |57 [3
V. round shield 066 |13 |2 |16 |0 | +66]2 | -20 |76 |imp |shd |7 |2
light crossbow 18 |36 |- - - 24 | - - N hr Dow -
. . ,
Nori’s character sheet is now complete, and he’s

ready to play. Generally speaking, Nori's a classic Dwarf.
While some aspects of a character's appearance afd€'S tough and heavily armoured, skilful with f‘is weap-
set, there’s clearly a lot of scope for players to individual-°"S @nd packing a mighty punch. However, he's slow a},nd
ise a character. Generally, the personality is even mor@Wkward in his armour, which may be his undoing. Nori's
open, with only the influence of a character’s star sign lim-fa€ is in his own hands now...
iting their player’s choice. However, for certain occupa-
tions, there arpersonality restrictionsthese are given in
the detailed occupation descriptions provided later in this
chapter and may severely limit the kind of person a char- 1110 A note on racial maximums
acter can be. For example, Knights have a code of honour
which they are expected to adhere to, while assassins are ~ For a number of the traits listed on the character
not going to be nice people. The personality restrictionssheet, racial maximums apply. However, the term is slightly
are generally there for a reason. Some occupations simp@eceptive; some of these values are not in fact insurmount-
offer a better training than others and are appealing to playable. Characters who accumulate large amounts of expe-
ers for that reason. The personality restrictions are a tradéence points can transcend the usual racial maximums, if
off for the advantages of such a training; they limit a p|ay_0n|y by a limited amount. The racial maximums for strike
er’s freedom of action in some respects. If a knight couldevel and the encumbrance skill are absolute and can never
take on any personality, players would simply train as &€ advanced beyond. For resistance number and damage
knight, then discard the trappings of knighthood and playhowever, this is not the case. When a character reaches
the sort of mercenary vagabond they generally prefer. GMg0,000 total E.P.s, they can raise their resistance number
do not have to insist that the personality restrictions ar@ne point above the racial maximum, and their damage
used, but should be aware that it may unbalance the ganv@lue 0.1 points above the racial maximum. Every time a
if they are not. new 20,000 E.P.s are accumulated (ie. at 40,000, 60,000,
80,000 E.P.s etc.) they can raise their resistance number a
Example: Nori just needs a personality and an ap- further point, and their damage value a further 0.1 points.
pearance now, so after some thought we fill in a handful oHence, a human character, for whom the usual racial maxi-
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mums are resistance number 20, damage 2, would be able
to raise these values to 23 and 2.3 respectively if they had
over 60 000 total E.P.s. Note, however, that both resist-
ance number and damage also have a statistical maximurg,
and this value can never, ever be exceeded. Hence, if the
above mentioned human character only had a strength of
11, their damage value would be capped at 2.2 (strength/
5) regardless of the number of E.P.s they managed to ac-
cumulate. Ultimately, even the truly legendary character
will be capped by their statistical maximum.

1.1.11 Troubleshooting checklist

A quick reference checklist for character generation

is provided below, to speed the process up a little. 6

1.  Star sign.

¢ 1d100 roll, then consult the star sign table
(1.1.1)

2. Roll stats and choose a race.

* 2 sets of primary stats, each on 2d10, then
choose the best set.

* Select a race, consulting the individual ra-
cial descriptions and/or Table 1 (TABLES
booklet).

* Assign primary stats, using the racial mods.
* Don't forget optional sex differences.
* Calculate size (table provided, 1.1.2).
* Roll secondary stats, using racial mods.

Don't forget the extra roll to replace one
secondary stat.

3.  Personal data and occupation.

* Father’s occupation found in Table 3 (TA-
BLES booklet).

* Luck points from individual racial descrip-
tions or Table 1 (TABLES booklet).

* Spell points = soul-strength — 10 (mini-
mum 0).

* Exhaustion points = con x 2.

* CAM table (1.1.3)

4.  Skills and saving throws.

* Occupational skills’ details and saving
throw costs found in the detailed occupa-
tional descriptions or Table 2 (TABLES
booklet).

* Characters usually get two of their father’s
skills.

¢ Saving throws modified by star sign; see
table, 1.1.4

* Remember: strength value capped at 25

for calculating skill mods, except for encum-
brance skill.

Equipment, armour and weapons.

* Most characters begin with 1 gold piece,

appropriate weapons and a suitable suit of
clothes/armour.

¢ Details for custom armour, as well as

ready-made suits, found in the WEAPONS,

ARMOUR & EQUIPMENT booklet.

¢ Often useful to keep a separate track of
the equipment that will be carried (as op-

posed to dropped) in typical action se-

guences.

Receiving and spending Experience points.

* Characters generally receive 5000 adoles-
cent E.P.s (see 1.1.6 for exceptions). These
can only be spent on skills and do not count
towards a character’s E.P. total.

* Remember, when entering a new advance-
ment zone, each advancement purchase pro-
vides a smaller E.P. mod. For weapon skills,
spending restrictions should also be checked.
* Table 5 (TABLES booklet) lists the train-
ing times for the various races. Training
multipliers can be found in the detailed oc-
cupational descriptions, or Table 2 (TA-
BLES booklet). A character’s starting E.P.
total is equal to 2d10 x years of training x
training multiplier.

* Remember to bear racial and statistical
maximums in mind when spending E.P.s.

Combat and movement traits.

* Encumbrance = weight carried - 10 - en-
cumbrance skill mod (minimum 0).

* Double encumbrance = (2 x weight car-
ried) — 20 — encumbrance skill mod (mini-
mum 0).

¢ Exhaustion mod found in Table 6a (TA-
BLES booklet).

* Sprinting pace =200 + stat mod (strength/
agility primary) + height mod (Table 6c,
TABLES booklet) — double encumbrance (or
100, if lower).

* Strike level = 40 + strike level skill mod —
encumbrance (check racial maximum).

* Damage = strength/10 (check racial maxi-
mum).

* Attack time found in Table 6d (TABLES
booklet). Minimum value of 4.

* Resistance number = constitution (check
racial maximum).

20



Chapter 1

Character Generation

8.

Completing the weapons box.

* Melee/thrown weapon’s damage = char-
acter’s damage x weapon’s damage.

* Crossbow damage is unadjusted. Other
bow’s damage = ([character’s damage +1]/
2) X weapon’s damage.

* Maximum damage = damage x 20.

* AT = character’s AT + weapon’s AT mod.

¢ Total strike plus = relevant skill mod +

specialist bonus + weapon strike plus.

* Maximum attacks = relevant skill mod/15

(always roundlown,minimum value 1).

* Total initiative plus = initiative skill mod

+ weapon init. plus — encumbrance.

¢ Strength = ([character’s damage +1]/2) x
weapon'’s strength.

Personality and appearance.

* Don't forget occupational personality re-
strictions.

1.2 Individual racial descriptions

This section provides basic physical and statistical
information on a number of races available as player char-
acters. Of course, GMs may wish to prohibit the use of
some races, depending on the nature of their campaign. In
particular, those races marked with an asterisk should be
carefully considered by GMs, who may wish to retain them
as NPC options. These descriptions are deliberately mini-
mal; detailed cultural information is not provided here, to
ensure flexibility for GMs using their own world systems.
For GMs using the Korin-Thar world, more detailed cul-
tural information is provided in the Korin-Thar WORLD
ATLAS, which should be consulted in conjunction with
this section.

1.2.1 Humans
Primary Stats Secondary Stats

Strength 1 Sight 1
Agility 1 Hearing 1
Dexterity 1 Smell/taste 1
Constitution 1 Touch 1
Intelligence 1 Appearance 1
Soulstrength 1 Size 1
will 1 Minimum Size 5

Luck points
4 4100

Adolescence

Racial Maximums
Encumbrance +50
Strike level 100
Damage 2 Years training 7

Resistance no. 20 Starting age 21
None

Humans are perhaps the most adaptable and varied
of the races available as player characters, with a tendency
to exist in myriad and diverse social/cultural units. They
are great jacks of all trades, without any obvious weak-
nesses, but equally lacking particular strengths. The range
of cultures to which humans can belong provides them
with a wide choice of occupations. Humans’ cultural di-
versity is also reflected in their appearances; human skin
comes in a variety of colours depending primarily upon
prevailing climate. Eyes tend to be blue, green, brown, or
some variation around these themes, while hair colour can
be blond, reddish or brown/black, with a tendency towards
greying/whitening with old age. Their natural age of death
is around 70 and they breed quite prolifically, such that
fairly rapid population growth is possible under favour-
able conditions. Humans begin play at 21 years of age,
having completed a seven-year apprenticeship. An aver-
age human male will be of size 11, about 5’8" tall and
weighing ten stone. Average females (size 9) will be around
5'4” and weigh perhaps 9 stone. For guidance, a size 6
human might be 5’1" and 7 stone, a size 15 human per-
haps 6’ and 13 stone, and a size 20 human 6'6” and 18
stone. These heights/weights assume a fairly typical build
and should be altered accordingly.
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1.2.2 Elves 1.2.2.2 Green/Wood Elves
Elves are almost with- Primary Stats Secondary Stats
[m & out exception beautiful crea- Strength 0.9 Sight 15
| tures, lithe and graceful in Agility 13 Hearing 14
A manner and sophisticated in Dexterity 11 Smell/taste 12
i bearing. They exhibit hand- Constitution 08 Touch 1
\ ] N some, full-featured faces with Intelligence 11 Appearance 12
| ( slightly elongated ears and al- | Soulstrength 11 Size 1
\ ¢ mond shaped eyes. Elves are Will 11 Minimum Size 5
U1 . renowned for their excellent Racial Maximums Luck points
Y g? B\ eyesight and hearing, making [  Encumbrance +40
At 1 them superb archers and mu- Strike level 110 Adolescence
7 sicians. They are also natu- Damage 1.8 Years training 12
rally attuned to magic of all Resistance no. 17 Starting age 35
types, while their natural agility and intelligence make the None
swift and skilful warriors. The Elves are notable for their o ) . )
longevity, often living in excess of 100 years. However, Wood-Elven skin is light, but typically tinted with

they conceive rarely, with Elven women seldom bearingthe faintest green as if nature had Igft i'Fs mark upon them.
more than two children, so their population tends to re/n most respects they resemble their High-Elven brethren,
main limited and is easily threatened by disease and waPUt their physique is perhaps slightly more compact and

Physically, Elves are similar to humans, but tend to be éjefined, tgnding a little towards the human mould. There
little taller and slimmer in build. An average male EIf IS Something more earthy and less ethereal about their ap-

(size 11) might be 510" tall and around 10 stone. An Pe€arance, perhaps a more rounded turn to their features.
average female (size 9) would be perhaps 57" and 8 1y 'heir skin is smooth, prone to dry out in harsh environ-
stone. The Elves were once a single people, but the cour§aents but well suited to their cool, damp forest homes.
of the ages and environmental pressures have lead to thék€ the High Elves, Wood-Elven males grow no beard,

evolution of three distinct racial types. but body hair is more common. Brown hair prevails, al-
though black is also known. Where High-Elven eyes are
12.21 Grey/High Elves pure in hue, the Wood Elves often have flecks of a second

colour adorning their irises. Natural greens and browns
are most common as a background colour, but the flecks

Primary Stats Secondary Stats ) ’ .
Strength 09 Sight 15 can be of various shades, even silver and gold, seeming to
Agility 12 Hearing 12 catch the light with a playful air. Age is more apparent on
Dexterity 11 smell /taste 1 a Wood EIf, but they bear their wrinkles and silver tinted

Consstation 08 Towieh { hair with dignity and suffer no stoop.

Intelligence 13 Appearance 1.4

Soulstrength 12 Size 1 1.2.2.3 Black/Dark Elves
will 1 Minimum Size 5

Racial Maximums

Primary Stats Secondary Stats

Luck points

Encumbrance +40 Strength 1 Sight 1.4
Strike level 110 Adolescence Agility 13 Hearing 1.5
Damage 1.8 Years training 1 Dexterity 1 Smell/taste 1
Resistance no. 16 Starting age 35 Constitution 0. Touch 1
Nonhe Intelligence 11 Appearance 13
Soulstrength 11 Size 1

High Elves are the purest form of Elf, in the sens Wil 1 Minimum Size 5

Racial Maximums Luck points

of having evolved least from the common Elven ancestd

race. Their eyes are large and particularly expressive, spgr- Encumbrance 45
kling with youthful vigour to the end. Eye colour is ex- Strike level 10 Adolescence
tremely varied and striking, ranging from emerald greef Pamage 2 Years training 12

to violet of a pure and mesmerising hue. Their skin is sol_Resistance no. 18 Starting age 35
and light, not well suited to hot climates but resistant again NSRS None

the northern cold. Hair is almost always blond or grey,

with darker shades being rare and red heads a virtual un-  The Dark Elves, or Drow, are a sinister race of un-
known. High Elves do not show age easily; their skin wrin-derworld dwellers, born and bred in darkness. Their skin
kles little if at all, and their hair retains its original pig- 1S black as pitch and mat textured so as to suck in the very
ment. Their voices, however, continue to mature, and oflight that gives them form. Dark-Elven hair is always black,
ten resonate with accumulated wisdom by the time old aggave for a very few “albino” individuals who display
sets in. Male High Elves grow no facial hair; indeed, bodybleached white locks. Their eyes are slightly thinner than

hair of any description is relatively rare and meticulouslythose of their High-Elven cousins and more malign in in-
removed when discovered. tent. Eye colour is varied, but deep blues, bloody scarlets

and royal purples are commonest. Their build is a little
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ing age and years of training will also depend upon this
choice; the human society case precedes the slash in the
racial box. The details of their appearance vary widely, as
their Elven parent may come from any of the three species
and their human parent may also exhibit a variety of hair
and skin colourings. Typically, they will look largely hu-
man, but with one or two striking give-away features to
betray their parentage. While not as long lived as the Elves,
they still typically survive well into their eighties and dis-
play a surprising sprightliness into old age.

1.2.3 Dwarfs
Primary Stats Secondary Stats

Strength 1.2 Sight 1.2

Agility 0.7 Hearing 1
Dexterity 1 Smelltaste 11

Constitution 1.8 Touch 1
Intelligence 1 Appearance 0.8
Soulstrength 05 Size 0.8
will 11 Minimum Size 5

Racial Maximums Luck points

2 4100

Encumbrance +60

Strike level 80 Adolescence
Damage 2.3 Years training 9
Resistance no. 28 Starting age 28

Natural Armour: None

Dwarfs are short, broad and solidly built human-
more sinewy and less graceful than their ground dwellingﬂqs’ great oners of thg moun_talns and all t.h.e world's rich
ineral offerings. Their hardiness and resilience are leg-

sibs, and their striking white teeth a little more carnivo-endary seeming to mirror the rocky environs they make
rous in shape. Similarly, their finger and toe nails are pur-._ =™ > S . e
b Y 9 P their homes. The Dwarven build limits their flexibility,

est black, tipped with a calcium rich white, and naturally t their st th and solidit ke th lent .
grow to a point. Despite this, they retain a cold perfectionbu eir strength and solidity make them excetient warri-

about their looks, a statuesque beauty. Body hair is abset {s- 'I'tf;]ey ha\fe nc;]natgral faﬁ '“tty for mta gmhar;g ar%a ﬁown d
until well into maturity, when it begins to sprout in downy 0 earth people, snunning what cannot be held and shaped.

patches; as a result, facial growth, particularly sideburnsAn average male Dwarf (size 9) stands perhaps 44 tall
and weighs around 10 stone. Females (average size 7) are

:rnié:.ultlvated as a symbol of malign wisdom and experi only a little shorter (perhaps 4'3"), but tend to be a little
less solidly built (around 8 stone). A big Dwarf (size 12
or 13) might be 4'8” and 13 stone, while a true giant (size
16) would be perpaps 4'10” and 15 stone in weight (these

are for males; females of the same size should be a little

Ingeborg Eilertsen 2003

1.2.2.4 Half Elves

”"y e p nda}y s 13 tallgr). A small male (size 6) would be around 4’ tall and
Agility o Hearing o weigh about 7 %2 stone. . .
Dexterity 11 smell aste 1 Dvyarfs tend to h_ave thch§, Ifaathery skm and bul-
Constitution 0.9 Touch bous fac!al features; skin (?olour is light, oﬁen with a ruddy
Intelligence 11 Appearance 12 cor_nplex.lon, and eyes typlc_ally grey. Their eyebrows and
Soulstrength 11 Size 1 facial hair grow thickly and in a variety of shades of blond,
will 1 Minimum Size 5 red and brown. Dwarven females may also grow facial

hair, although usually of a less thick and wiry quality.
Dwarves are long lived (often reaching 80) and many never
shave their prized beards, allowing them to grow long and

Luck points

34100

Racial Maximums

Encumbrance +45

Strike level 105 Adolescence . . ) 4
D. " thick and turn white with age. They are not especially
amage 1.9 Years training 7 .
Resi : greedy, but prize the goods of the earth above all else; for
esistance no. 18 Starting age 21 . e
None them, gold is no means to an end, but an end in itself.
Half Elves are the offspring of one Elven and one
human parent, or, very rarely, the offspring of two Half 1.2.4 Hobbits
Elves. They can be raised in either human or Elven soci-
ety and must choose their professions accordingly. Start- Hobbits, sometimes known as halflings, are diminu-
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Primary Stats

Strength 0.6
Agility 1.4
Dexterity 1.4
Constitution 13
Intelligence 1
Soulstrength 05

will 1.4

Racial Maximums

Secondary Stats

Sight 13
Hearing 11
Smell/taste 1
Touch 13
Appearance 1
Size 0.5
Minimum Size 3

Luck points

Strike level 110 Adolescence
Damage 12 Years training 9
Resistance no. 12 Starting age 28
Natural Armour: None

are somehow more alive and sparkling. While greens and
browns predominate, more exotic eye shades are not un-
common and a second coloured band in the iris can lend a
quite startling edge to their appearance. Gnomes’ hands
tend to be long fingered and fine, a little large for their tiny
frames. They are a solitary folk and tend to have a some-
what solemn air about them. Their skin is pale, with a
stretched, translucent quality, and doesn't travel well out-
side their forest homes. Gnomes will often live sprightly
lives well into their eighties. Males average around 2’ tall
(size 3), weighing in at around half a stone, while females
are of similar size, perhaps a pound lighter. A very large
Gnome (size 5 or even 6) might reach 2’3" and 11 or 12
pounds, while a small Gnome (size 2) would be around
1'10” and 5 1/2 pounds in weight.

tive and nimble humanoids and natural burrowers. They

appear childlike even in maturity, not merely because of

their size, but also because they retain a certain boyish-
ness about their features. Their faces are human eno
in most respects, although their ears may be slightly point]
Eye and hair colour follow the human norms, while skin ig
typically light, but tans easily. Even males rarely gro
more than a downy facial adornment, but body hair is typ
cal, with particularly impressive growth on the feet (which
are large relative to the Hobbits’ overall size). Hobbits ars
quick fingered and surprisingly lithe despite an ofte
slightly rotund appearance. Their resilience and strengte
of spirit may also come as a surprise, although they ha
no affinity with magic. Hobbits often reach 80 years of
age, but are apt to retire to a life of relative leisure and, i
particular, the enjoyment of good food and wine, well be-

fore then.

An average Hobbit male (size 5 or 6) will be aboutg
3'3” tall and weigh around 2 % stone. Average femaleg®
(size 4 or 5) are only slightly smaller, around 3’2" and 2 ¥4
stone. A large Hobbit (size 8) would be about 3'6” and 3;
stone, while a particularly small one (size 3) might be 2'11”

and 1 % stone.

1.2.5 Gnomes
Primary Stats Secondary Stats

Strength 0.3 Sight 1

Agility 1.8 Hearing 1

Dexterity 1.2 Smelltaste 1

Constitution 1 Touch 1

Intelligence 12 Appearance 1
Soulstrength 13 Size 03

will 1.1 Minimum Size 2

Racial Maximums

Luck points

Strike level 17 Adolescence
Damage 0.6 Years training 9
Resistance no. 10 Starting age 28

1.2.6 Orcs

Orcs are a vicious, primitive tribal race. There are
four subtypes of Orc, differing considerably in appearance
and size, but all coexisting within the tribal unit. All Orcish
babies, whatever their parentage, are initially very similar
in colour and dimension. However, they rapidly begin to
mutate towards one of the Orcish subtypes, presumably
based on some pheromone-based chemical message sys-
tem that communicates the prevalence of each subtype

Gnomes are a tiny humanoid people, dwelling inWithin the tribe. Hence the typical mixture (around 5%
isolated forest communities. They have a skinny, muscuBlack Orc, 10% Yellow Orc, 20% Brown Orc and 65%
lar, wiry build, with over-large round eyes and gently Green Orc} is rapldly_restored after war, fa.mlne or plggue.
pointed ears. Gnomes are incredibly agile and naturally-€ft to their own devices, Orcs would typically live into
magical, relying on stealth and guile to get along. Hairtheir seventies, but Orcish society is cruel and offers little

growth and colour follow human norms, but Gnomish eyegProtection to the old and weak. Orcs breed prolifically, so
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population growth can be very rapid, and there are fe
habitats an Orcish tribe will not attempt to colonise.

1.2.6.1 Yellow Orcs

Primary Stats Secondary Stats
Strength 07 Sight 1
Agility 1.5 Hearing 1
Dexterity 1 Smell/taste 1
Constitution 0.9 Touch 1
Intelligence 0.6 Appearance 05
Soulstrength 05 Size 0.65
will 0.6 Minimum Size 3

Racial Maximums Luck points

Strike level 115 Adolescence
Pamage 1.4 Years training 8 Ingeborg Eilertsen 2003
Resistance no. 13 Starting age 22

Natural Armour: Leathery hide, 3/2,2/2,2/2,2/2

Yellow Orcs are the smallest of the racial subtypes
a skinny humanoid race typically standing around 4’ tall.
Their skin is not a bright yellow, but rather a sickly ochre
or tan in hue, with the appearance of parchment stretch
taught. Yellow Orcs are extremely lithe, making sudden,
rapid, scuttling movements; within the tribe, they typically
fulfil scouting functions. Their heads are a little over large
and rounded. They have small, flat ears, undifferentiate
small pointy yellowed teeth, large, round, bloodshot eyes,
and grow no body hair of any kind. Pulsing veins are often
visible on their bald palates. An average male (size 7) would
be 4’ tall and weigh around 4 stone; average females (Sij8
6) are a little shorter, about 3’9", and have a slightly les$

and their teeth are square and uniform, in two rows. Eyes
tend to be slitty and dark, while Brown Orcs sport thick
black hair, growing only along the centre of the head in a

ohican style. An average male (size 9) will be around 5’

Il and weigh about 8 stone. An average female (size 7)
might be 4'8” and 6 % stone. Particularly large Brown
Orcs (size 14) can grow to around 56" and 9 ¥ stone,
hile a small example (size 5) might be 4’5" and 5 ¥
one.

1.2.6.3 Green Orcs

Primary Stats Secondary Stats

. . _— Strength 1.2 Sight 1
defined build, weighing around 3 %2 stone. A large Yellow Agility 0.9 = »
Orc (size 10 Or 11) might be 4’5" and 5 stone in weight Dexterity 0.9 Smell taste 1
while a particularly small one (size 3) would be about 3'6” 5 shitution 12 Touch 1
and 3 stone. Intelligence 0.6 Appearance 05

Soulstrength 05 Size
1.2.6.2 Brown Orcs will 0.6 Minimum Size 6

Racial Maximums Luck points

Primary Stats Secondary Stats Encumbrance +55 3 4100

S’treln.gth 0.9 Slgbt 13 Strike level 95 Adolescence

Ag][[t_y 13 He]a[rmg ! Damage 2.4 Years training 8

Dexjc_em.y 09 Smel/taste ! Resistance no. 24 Starting age 22
Constitution 1 Touch 1 Leathery hide, 5/3, 5/2, 3/2, 2/2
Intelligence 0.6 Appearance 05
Soulstrength o s 08 Green Orcs are of roughly human size, but gener-

will 0.6 Minimum Size 4

ally a little broader and squatter, with slightly elongated
arms. Their skin is dark green in hue, leathery and a little

Racial Maximums Luck points

Encumbrance 45 4 4100 loose. Green Orcs have squat heads and no neck to speak
strike level 105 Adolescence of. Their eyes are yellow and cruel, and while their teeth
Damage 18 Years training 8 are largely human they have over large canines; the bot-
Resistance no. 18 Starting age 22

— tom set in particular grow to curl over their top lips. Ears
Leathery hide 3/2, 2/2, 2/2, 2/2 are a little pointed, but of roughly human proportions.

Green Orcs grow no hair. An average male (size 11) stands

. : . . L around 5'6” tall and weighs 10 stone. Females (size 9
kin and a little more heavily built. Their skin is leathery areutypically 5 3" an\:jv 9|gstone in weight. A Iarge( rl‘rfale)

and usually blotchy, ranging from a murky, mud coloured(Size 15) might be 5'8” and 13 % stone, while a real giant

shade through somewhat lighter tones. They are relativelz/Size 19) would be around 5'10” and 19 stone. A smaller
fine fingered and keen sighted, often becoming respect: ‘

able bowmen and hunters. Brown Orcs have angular, :~‘,harp()3-n:"en Ore (size 6) would be perhaps 51" and 8 stone.
featured heads and sloping foreheads. Their ears are large

and point backwards, giving them a bat-like appearance,

Brown Orcs are somewhat larger than their yellow
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1.2.6.4 Black Orcs

Primary Stats
Strength
Agility
Dexterity
Constitution

Intelligence
Soulstrength

will

Racial Maximums

Secondary Stats
Sight
Hearing
Smell/taste
Touch

.

Appearance 05
Size 12

Minimum Size 8

Luck points

fessions, unless a player particularly wants to have been
raised in an Orcish tribe. One final quirk of the Half Orcs
arises as a result of their bizarre genetic mix. About one in
three Half Orcs have inherited a berserk personality, tend-
ing to send them into an insane blood rage in battle. Op-
tional rules for Half Orc berserks are included in the chap-
ter on combat and movement, section 3.7.14. GMs may
decide to allow players of Half Orcs to choose whether
their characters are berserk, or make them roll for it.

Encumbrance +65 2.5 4100
Strike level 85 Adolescence 12.7 Og res
& Pimage 32;2 Y;azfcrammg 282 Primary Stats Secondary Stats
esistance no. arting age ]
Strength 2 Sight 1
ral Ar g Leathery hide, 5/4,3/2,3/2,2/2
Natural Armour eathery hide, 5/4,3/2,3/2,2/ Agility 0.7 Siesing 1
. Dexterit 0.8 Smell/taste 1
Black Orcs are the largest of their kindred, natura| =
. . . oy . Constitution 13 Touch 1
bullies who ascend to leadership positions within the tribg. _
. ln’ce“lgence 0.6 Appearance 0.6
They stand a head taller than typical humans and are my= Soulstrength e - e
cular in physique, with powerful, broad shoulders; thei will 06 Minirmam Size 12

oversized upper bodies lend them a bull-like quality. Thei

Racial Maximums Luck points

skin is thick and black, with a sweaty sheen about it. BladF
. . . Encumbrance +70 1.5 4100
Orcs have a projecting lower jaw, giving them a muzzleq . , —
appearance, with mighty, oversized canines. They spd strike level 80 Adolescence
PP ’ gnty, ; Y Spau Damage 4 Years training 7

manes of tangled black hair that grow to their waists anf®
often have tufts of body hair elsewhere too. An averag
male (size 13) will be around 6’4" tall and weigh 15 stone!

Females (size 11) are typically 6’ gnd around 13 stone in Ogres are huge, muscular humanoids, a powerful
weight. A very large Black Orc (size 22) might be 6" 8" 5 prytish race living in small tribal units. In many re-
and 23 stone, Wh,'le”a small example (very rare; size 8}yq. they look like oversize humans: they have tanned,
would be about 5’ 8” and 11 ¥z stone. human-like skin, similar quantities of facial and body hair,
and Human-looking ears and noses. However, Ogres dis-
play large canines and the males have a set of small tusk-
like horns projecting from their temples at a slight for-
ward angle. Additionally, they are more thick set and broad

Resistance no. 21

Natural Armour:

Starting age
None

1.2.6.5 Half Orcs

Primary Stats

Secondary Stats

strength 11 Sight 1 than humans, with heavy, furrowed foreheads and claw-
Agility { Hearing { like toe and finger nails. Hair is typically brown and eyes
Dexterity 1 Smell/taste ! grey, green or yellow in colour. An average male Ogre
el 1 Touch ! (size 14) stands around 6'7” and weighs about 18 stone.
Intelligence 08 Appearance 08 Females (average size 12) are usually about 6'4” and 13
SO”IStr_ength 08 o Slze ! stone in weight; ogres are seldom much smaller than this.
will 0.8 Minimum Size 5

A particularly large Ogre (size 23) can stand as tall as 7'2”

Racial Maximums

Luck points

Leathery hide, 3/2, 2/2,2/2,2/2

Natural Armour:

Half Orcs are the offspring of one Orcish and ong Strength > Sight 1
human parent, almost always an Orcish father and a h|. Agility 04 Hearing 1
man mother and very rarely with the mother’s consen Dexterity 0.6 smell/taste 1
Luckily, they tend to resemble their human parent mord, ~ Senstitution & Touch 0%
although their skin retains a leathery quality and a browr}- Intelligence 04 Appearance 03
ish tint and their oversize canines remain an eyesore. Thl, Scdstensth 05 o olze 2

Will 0.4 Minimum Size 20

grow hair like humans, although tend to go bald early, an
always keep a brutish look about them. Half Orcs are sim

N 1 dt
lar in size to humans too, but tend towards the short apd E”C“_[i”tl’ra”lce +100
stocky rather than tall and elegant. Half Orcs will gene Sl <32 40 cscence
ally be raised in human society, where they are toleratgd ___P3m3ge 10 Years training 6
Resistance no. 80 Starting age 18

tall and weigh around 24 stone.

Primary Stats

and sometimes shown a grudging respect for their militar

Racial Maximums

Encumbrance +52
Strike level 97 Adolescence
Damage 2.2 Years training 8
Resistance no. 22 Starting age 22 1.2.8 Trolls*

Secondary Stats

Luck points

Natural Armour: Hide, 26/20, 23/17, 25/19, 16/12

acumen. They should therefore choose from human pr8
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Trolls are gruesome, terrifying humanoids, solitary while a small one (size 7) might be 5’ 3" tall and weigh
creatures of mountain, hill, desert and barren wastelandabout 11 stone.
Thankfully, their inherent stupidity and aggressiveness
prevent them from posing a significant threat to more civi-
lised peoples, although a single Troll can easily destroy a
village. Trolls are sometimes seen in cities, usually after
capture during childhood and as henchmen to the rich a

1.2.10 Wolven

Primary Stats Secondary Stats

unscrupulous. They are massive creatures, their skinfa Strength 13 Sight 1.4
dark grey, gnarled and pitted like a crocodile’s and so haf * Agility q Hearing 13
and thick as to offer granite-like natural armour. Trolls’ Dexterity 1 Smell /taste 15
hands and feet are tipped with huge, blunt claws. Thg  constitution 12 Touch 1
grow no bodily hair, and their faces are dominated by mag-  intelligence 1 Appearance 08
sive mouths, packed with chipped and broken incisor Soulstrength 0.9 Size 12
They have black, empty eyes, flared nostrils, and the logk will 1 Minimum Size 7

of certain death about them. An average male Troll (siZ
22 to 24) stands around 10’ tall, and weighs in the regid
of 65 stone. A smaller specimen, or a female (size 2(
might stand 9’4" tall and weigh 55 stone, while a real

Racial Maximums Luck points

monster (size 36) can grow to 12’ in height and 110 stor]

in weight (note that the floors of buildings built for smaller

races often won'’t support these weights).

1.2.9 Draconians *

Primary Stats

Secondary Stats

Strength 15 Sight 1
Agility 0.8 Hearing 1
Dexterity 0.9 Smell/taste 1
Constitution 15 Touch 1
Intelligence 0.8 Appearance 0.5
Soulstrength 0.8 Size 11
will 1 Minimum Size 7

Racial Maximums

Luck points

Strike level 85 Adolescence
Damage 3.0 Years training 7
Resistance no. 28 Starting age 21

Scales, 20/15, 20/15, 20/15, 15/11

Natural Armour:

Draconians are a malign race of reptilian human-
oids, perhaps created originally as servants by their fear-

some namesakes but now a rare tribal folk existing in isq

lated pockets. Draconians are sheathed in pale red scales,
stand on triple-toed talon-like feet and sport short tails thq

aid them in balancing their unusual frames. They also ha
large bat-like wings; while the Draconians lack the powe
of flight, they can at least glide gently earthwards, althoug
only when adequate space is available to unfurl their wing
and catch the wind. The armour section of the WEAP
ONS, ARMOUR & EQUIPMENT booklet gives some
guidelines on armouring wings and tails, which can be
cumbersome process. Draconians are not generally i
clined to adorn themselves with armour, beyond perhay
some body protection, but their scaly hides usually prd
vide ample protection. They have no visible ears, deq

red eyes and snouts that project to fully show off their
impressive collection of sharp, gently curved teeth. An

Strike level 100 Adolescence
pS Damage 1.6 Years training 14
Resistance ho. 10 Starting age 42
Natural Armour: None

Strike level 90 Adolescence
Damage 2.6 Years training 7
Resistance ho. 24 Starting age 21
None

The Wolven are a fierce, warlike people, a bipedal
and intelligent counterpart to their pack-hunting predatory
cousins. They are capable of forming fairly large and well-
organised communities and for this reason are perhaps the
most concerning of the monstrous races, although they are
no more mindless in their violence than many human soci-
eties. Wolven are covered in thick, glossy fur, ranging
from white through silver and grey to brown and black.
They have prominent snouts and vicious teeth, pointed ears
and acute senses of sight, hearing and smell. They talk in
a barking dialect and often have difficulty forming words
in the commoner languages. An average Wolven male (size
13) will stand around 5’ 11" tall and weigh perhaps 12
stone. A typical female (size 11) might be 5’7" and 10
stone. Large Wolven (size 22) can grow to 7’ tall, with a
weight of around 20 stone, while a diminutive example
(size 7 or 8) would be about 5’ 5" and 8 stone in weight.

1.2.11 Changelings®

Primary Stats Secondary Stats

Strength 0.8 Sight 1
Agility 1 Hearing 1
€ Dexterity 1 Smell/taste 1
Constitution 0.5 Touch 1
Intelligence 15 Appearance 1
Soulstrength 15 Size 0.2-2
will Minimum Size n/a

Racial Maximums Luck points

Changelings are a deeply magical race, swathed in

average (size 12) male stands around 5'10” tall and weighsnystery. Their natural appearance is that of a long-faced,
in the region of 15 stone (their wings and tail add to theirpale-skinned humanoid, large eyed and of human propor-
mass considerably). Females (typically size 10) might beions. They typically have greyish or blond hair and sil-
5'8” and 14 stone in weight. A large Draconian (size 19)ver, grey or white eyes. However, Changelings are rarely
would be around 6’3" in height, and weigh around 25 stone seen in their natural state; they can adopt the shape of any
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humanoid species from 2 to 10 feet in height. Their faces ) knowledge of the uses of natural
mould to suit their host shape, but retain distinctive fea il woodland remedies. Despite
tures. For this reason, they cannot adopt any appearar °§ " their diminutive size, Pixis are
they choose (although many subtle changes are possib . ff,} undisputed rulers of the wood-
and can only adjust their appearance stat upwards or dow I\ land glades they make their

wards by a maximum of 5 points. Similarly, while their
dimensions can change dramatically, Changelings’ al
tributes are constant; they make weakling Ogres and He
culean Gnomes, and their mass remains constant, as if t Z\|
had been stretched or compressed to fill a new shape. Wh N P Pixis (size 1 or 2) stand 11-
ever race’s form they wear, a changeling’s stats remain tt J N 13inches high, and weigh around
same. L 14 ounces. Note that they begin
play with the fly skill.

homes. It takes a brave mortal
indeed to risk their woodland
lore and poison (or worse) tipped
arrows.

: Primary Stats Secondary Stats
1.2.12 Giants*
an Strength 0.1 Sight 13
Primary Stats Secondary Stats Aglh’cy 3 Hearing 12
Strength 3 Sight 1 Dexterity 1 Smell/taste 1
o : Constitution 0.1 Touch 11
Agility 0.2 Hearing 1 el 13 A 5
Dexterity 0.6 Smell/taste 1 nietiigence : ppe‘arance g
D Soulstrength 15 Size 0.1
Constitution 6 Touch 1 - — _
i Wil 1 Minimum Size 1
Intelligence 1 Appearance 1 . : :
oy — 05 Size z Racial Maximums Luck points
will 1 Minimum Size 30 Encumbrance O 14100
Luck points Strike level 19 Adolescence
Encumbrance +200 Pamage 0.2 Years training /
Strike level 10 Adolescence Rsis‘cce O' 2 Starting age 8
Damage 16 Years training 6 dwra Ao
Resistance no. 120 Starting age 18

Natural Armour: None

Giants are the largest of the humanoid races, a thank-
fully extremely rare and isolated people who live solitar

1.2.14 Centaurs”

Primary Stats Secondary Stats

lives (typically in small family groups) at the edges of civi- Strength 1.5 Sight 1.8
lisation. Physically, they are simply oversized humans Agility 08 Hearing 1
albeit generally with a somewhat more bullish temperar Dexterity 1 Smell/taste 1.2
ment. However, their immense size lends them a powe|  Constitution 12 Touch 1
ful presence. Giants are not naturally warlike, but the rg-  Intelligence 08 Appearance 1
action they tend to elicit makes confrontations a near ce|  Soulstrength 0.9 Size 15
tainty. Will 0.9 Minimum Size 12
An average male Giant (size 33) stands around 1 Racial Maximums Luck points
tall and weighs in at about 210 stone. Females (averape Encumbrance +80
size 30) are typically 14’ tall and around 190 stone i Strike level 60 Adolescence
weight. Large Giants (size 45) might be 16’8” and aroun( Pamage 25 Years training 7
290 stone, while a real monster (size 57) could be 18-1{ _ Resistance no. 32 Starting age 21
tall and weigh in excess of 350 stone. None

Centaurs are a semi-mythical savannah-dwelling
race, muscular humanoid to the waist but with the body
1.2.13 Pixis* and hindquarters of a horse. The skin of their upper body
is a dark tan, while their horse-like rears come in various
Pixis are a mischievous race of magical creaturesshades of grey, brown and black. They are broad and pow-
They are tiny winged humanoids who live to make merry_erfu| in build, with human facial features and hair and dark
Pixis are strikingly beautiful, with fine, Elven features eyes. Centaurs are incredibly keen sighted and make mas-
adorning their tiny faces. Their skin is light, while hair terful bowmen. Note that their unusual anatomy makes
can take on virtually any hue, blues and greens being conthem an exception for many rules; guidelines for handling
mon. Pixis glow with an inner light when they are mirth- centaurs are often given in the appropriate tables (e.qg. for
ful, which is most of the time. They are immortal and armour creation, calculating pace, and hit locations in com-
never age beyond a youthful, teenage appearance. Pixp&at). When calculating Centaurs’ pace values, use an ini-
simply fade and die when life no longer entertains themtial value of 350, rather than 200, before applying stat and
Indeed, there is a very real sense in which they never grofeight mods (see section 1.1.7).
up; they are ruthless pranksters and abusers of the mortal ~ Average male Centaurs (size 17) stand around 7'6”
races, possessing a unique Pixi magic, and an unrivalle@ll and weigh in at a hefty 60 stone. A typical female
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(size 14) might be 7’2" and 50 stone in weight. Particu-
larly large Centaurs (size 27) can grow as tall as 7’10”

and weigh in the region of 75 stone, while a small Centaur

(size 12) would be around 7’ tall and weigh maybe 55 ston

1.2.15.2 Sverian stage two: Warrior
(20 000 - 40 000 total E.P.s)

Primary Stats

Secondary Stats

Strength +5 Sight
Agility Hearing
) . Dexterity +3 Smell/taste
1.2.15 Sverians Constitution +5 Touch
Intelligence Appearance -3
Sverians are a rare and bizarre race of humanoid  soulstrength Size
dwelling in isolated village groups. They are a secretivg will Minimum Size

and magical people who progress through a series of li Racial Maximums Luck points

stages. At each stage of life, a Sverian’s appearance|isS Encumbrance +60 _
radically different. They metamorphose overnight, dis Sl lavd 90 Adolescence
carding their old skins but retaining their experiences. I Damage 3 Years training

game terms, Sverians progress to a new life stage wh|  Resistance no. 22 Starting age

they reach the prerequisite E.P. total. Initially, they gene Exoskeleton, 20/15, 18/14, 20/15, 16/12
ate their statistics in the nomal manner, using the modifi-

ers from the stage one (wayfarer) subtype. The night fol- The second Sverian incarnation takes the shape of
lowing their attainment of a new stage, the Sverian is conan intimidating black armoured figure, something like a
vulsed by a magical fit and the new body emerges frontross between a man and a beetle. They stand with a pro-
the old. Each subsequent sub-type has modifiers, in theounced stoop and have a glossy black hide constructed
form of additions or subtractions, which should immedi- from overlapping plates, giving good natural protection.
ately be applied to the character’s stats. Resultant skillsJpper bodies are large and broad, while the legs are slim
and abilities must then be re-figured. Further alterationdut strong. The face appears like a single black plate with
are described in the relevant sub-type descriptions. only the two eyes visible (eye colour is retained from the
earlier stage), but in fact the composite plates part elabo-
rately to reveal two small nostrils and a wide, toothy mouth
of delicate white canines. Black finger and toe nails de-

1.2.15.1 Sverian stage one: Wayfarer
(O =20 000 total E.P.s)

Primary Stats

Strength 1
Agility 1
Dexterity 1
Constitution 0.8
Intelligence 1.1
Soulstrength 1
Will 13

Racial Maximums

Secondary Stats

Sight 1
Hearing 1
Smell/taste 1
Touch 1
Appearance 0.8
Size 1
Minimum Size 5

Luck points

velop on overlong, delicate looking digits. The back is
adorned with a central protrusion of small black plates,
extending from the neck to the backside down the ridge of
the backbone. Sverian Warriors change little in weight
from their earlier form, but become some 4 or 5 inches
shorter (due to their stoop), with the greater proportion of
the weight being accounted for by the upper body.

1.2.15.3 Sverian stage three: Magi
(40 000 - 80 000 total E.P.s)

Strike level 90 Adolescence Primary Stats Secondary Stats
Damage 1.8 Years training 7 Strength +3 Sight
Resistance no. 15 Starting age 21 Agility Hearing
m None Dexterity +2 Smell/taste
Constitution +3 Touch
The Sverian wayfarer is a humanoid of roughly huj Intelligence +3 Appearance -3
man dimensions. They form the majority of any Sveriall  Soulstrength +5 Size +5
community and do the bulk of the work, although they ar¢ will +2 Minimum Size

always encouraged to seek their fortunes in the wider worl

Racial Maximums

Luck points

perhaps returning in a different guise. Wayfarers are pufe Encumbrance 0 (]
white in hue, with a rubbery creaselessness about their sk Strike level 75 Adolescence

They grow no facial or head hair of any kind and hav¢ Damage 3.2 Years training

flattened, stubby faces and large, inquisitive eyes. Thg  Resistance no. 25 Starting age

are further distinguished by a lack of finger and toe nail None

or eyebrows. Eye colour is typically pinkish red, although
oranges and yellows are also fairly common. Height and
weight follow human guidelines.

The Sverian Magi is an impressive red skinned hu-
manoid of considerable size. At stage three, Sverians gain
access to their racially specific form of magic (detailed in
the magic chapter, section 5.11) and can begin to develop
their arcane skills. Their physique is that of muscular hu-
man, but on a grander scale. Their skin is a deep red, and
criss-crossed with bulging blue veins. They are bald, with
cruel and angular but human facial features, and often grow
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a goat-like beard from their chins, typically black in hue.

Eye colour is once again retained unchanged from earlier 1.3 Qccupaﬁon descﬂpﬂons
incarnations.

An average male Sverian Magi (size 16) will be
around 7' in height and weigh perhaps 21 stone. Average A detailed description of each available occupation

females (size 1.4) m|ght_ bFT' 68" a”‘?' L7 stone. A F,)a,ft'cu'is offered in the pages that follow, listed by race. Note that
larly sm.aII Sverian Magi .(S'Ze 11) might be about 6 2 tall 0 avoid unnecessary replication of material, many occu-
and weigh 14 stonfa,'yvhlle a very large examplt_a (S'ZQ 23Eations initially listed for humans that are also available to
would be around 7'5" tall and around 27 stone in we|ght.Other races will simply be referred back to. The occupa-
) tions available to each race are based on the societal struc-
12.15.4 Sverian stage four: Angel tures presented in the Korin-Thar WORLD ATLAS. GMs

(80 000 + total E.P.s) who are using radically different gaming environments may
wish to make different occupations available to different
races, or even create their own occupations, but it should

Primary Stats Secondary Stats

Strength Sight +5 ) . . .
Py i[[’g’c S0 Hejr[n = be borne in mind that the limitations on occupations pre-
Defwiy 5 smell /taie o5 sented here will often balance out other advantages for a
Constitution Touch +5 given race.
Intelligence +5 Appearance +(8
Soulstrength +3 Size -5
will +3 Minimum Size 1.3.1 Human occupations

Racial Maximums Luck points

Encumbrance o0 | ] Note that many Human occupations are presented
Strike level 115 Adolescence for completeness, rather than because players will be likely
Pamage 3.2 Years training to have their characters pursue them. Occupations marked

Resistance no. 30 starting age with an asterisk can be combined with the militia occupa-
None tion. In this case, the characters receive the additional

. ) ~weapon skills and slightly improved combat skill costs from
Stage four Sverians are the rulers of their societiesyye mjlitia occupational description, but must add 50 to

the pinnacle of their one-lifetime evolutionary process.ine cost of each skill gained as a result of their primary
They are fabulously attractive silver-skinned beings withoccypation (the basic skills which all characters receive

great, white-feathered wings and golden-coloured locks;re ynaffected). Details of the magical skills alluded to

falling about their perfectly formed faces. Sverian Angelsg,, many occupations are provided in the chapter on magic.
again retain their original eye colour; they grow no facial

hair, and apart from their unusual colouration and wings 1311 Administrator*
look like strikingly beautiful humans. At this stage,

Sverians can purchase and develop the fly skill to truly
compliment both their arcane and traditional arsenals
Their heights and weights follow roughly Human norms,
although about 2 stone should be added on to an identicg
body size for their wings.

The role of the administrator is to help govern the
populace. Administrators can be anything from the lowli-
est scribe, through all manner of civil servants, to profes-

ﬁ)nal governors and the landed gentry. What they share
is an interest in influencing the affairs of others.

Base skills Additional skills
Climb 750 Maths 300
Balance 750 History 500
Dodge 750 1 Script at +25 300
Jump 750
Hide 500
Singing 500
Initiative 1000
Encumbrance 1800
Stike level 2000
Speak (native) 500

Poison/disease

Insanity/fear 250

Black magic 250 Resistance 750

White magic 250 Exhaustion 300
Red magic 250 Speed 10000
clear magic 250 Damage 2500
Blue magic 250 E.P.s per year 25

Brown magic 250 Spell points 2000
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less bookish than other magic-using occupations, gainir
some practical craft skills. GMs may wish to prohibit play-
ers from choosing the alchemist class, reserving it as ¢
Details regarding alchemists’ use ¢
magic can be found in the chapter on magic, section 5.7

NPC occupation.

1.3.1.2 Alchemist

Additional skills

Base skills

Climb 750
Balance 800
Dodge 800
Jump 750
Hide 500
Singing 500
Initiative 1200
Encumbrance 2500
Stike level 2200
Speak (native) 300

Poison/disease
Insanity/fear
Black magic
White magic

Red magic
clear magic
Blue magic

Brown magic

250
250
250
250
250
250
250
250

2 Languages at +15
1 Script at + 15
1 Script at +25
3 Craft skills

Resistance
Exhaustion
Speed
Damage
E.P.s per year
Spell points

300

300

300
1000

800

325
10000
3000
60
1000

The apothecary is an expert herbalist, a student
the natural world’s myriad offerings. Apothecaries use
locally occurring flora to assist with minor ailments and tg

1.3.1.3 Apothecary

provide useful wards, potions, perfumes and so forth. Thd

Additional skills

Base skills
Climb 650
Balance 750
Dodge 750
Jump 750
Hide 500
Singing 500
Initigtive 1000
Encumbrance 1800
Stike level 2000
Speak (native) 500

Poison/disease
Insanity/fear
Black magic
White magic

Red magic

clear magic

Blue magic
Brown magic

250
250
250
250
250
250
250

Herbalist
1 Script at + 15
Physician
Maths
Foraging
Survival
1 Animal husbandry

Resistance
Exhaustion
Speed
Damage
E.P.s per year
Spell points

200

300

are typically found in smaller settlements, where their pe-

culiar knowledge tends to earn them a fair degree of re-
The alchemist is the master of rune magic, the anspect.

cient art of infusing mystical energies into base materials

to produce reusable magical items. Because alchemists

must work with real materials, they tend to be somewhat

tol99 Kachel

1.3.1.4 Assassin

The assassin is a hired
and professional killer avail-
able for the best price. Assas-
sins rely on stealth and subter-
fuge rather than open confron-
tation although they are noto-
riously skilled fighters. Assas-
sins rarely operate in a free-
lance capacity, rather organis-
ing themselves into guilds
which operate within cities or
sometimes even across whole
countries. They thrive only in

relatively sophisticated agrarian societies. The nature of
the work constrains assassins to being of a generally im-
moral and cruel disposition.

Base skills

Climb
Balance
Dodge
Jump
Hide
Singing
Initiative
Encumbrance
Stike level

Speak (native)

Poison/disease

Insanity/fear 250

Black magic 250 Resistance 650

White magic 250 Exhaustion 225
Red magic 250 Speed 4250
clear magic 250 Damage 2400
Blue magic 250 E.P.s per year 60

Brown magic 250 Spell points 2000

350
400
350
500
300
500
400
1400
800
500

Additional skills

5 Weapons 400

Stealth 450

Locks & mechanisms 600
ANY 2 FROM:

Disquise 500

Acting 500

Acrobatics 500

Herbalist 500

Ride 500

500
500
300
800
700

750
300
10000

2500
25
2000
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1.31.5 Bounty hunter quisitions. The burglar’s skills are more specialised than
those of the thief and they are more likely to eschew the
Bounty hunters are lonely and feared warriors whouse of violence.
make their living by hunting down anyone with a price on

their heads. They can be employed by private patrons or 1317 Car’cographer*
on a more permanent basis by a local ruler or authority.
Bounty hunters have to spend a lot of time in the disrepu- The cartographer is a professional maker of maps.

table parts of cities and towns, and also in the dangerouBhey must master both the artistic and technical skills nec-
wild lands surrounding them. By necessity they tend to bessary to produce an accurate reproduction, and often have
hard and dangerous individuals. the skills necessary to go out and gather information first

hand to verify the accuracy of their charts.
Base skills Additional skills

Climb 450 1 Weapon 450 Base skills Additional skills

Balance 450 2 Weapons 550 Climb 650 Cartography 300

Dodge 400 Unarmed 450 Balance 750 Drawing 300

Jump 500 Track 500 Dodge 750 Maths 750

Hide 400 Stealth 600 Jump 750 Navigation 500

Singing 500 Survival 600 Hide 500 1 Script at +20 500
Initiative 400 Singing 500
Encumbrance 1100 Initiative 1000
Stike level 1100 Encumbrance 1800
Speak (native) 500 Stike level 2000
Speak (native) 500

Poison/disease 225
Insanity/fear 225

Poison/disease 250

Black magic 250 Resistance 450 Insanity/fear 250
White magic 250 Exhaustion 250 Black magic 250 Resistance 750
Red magic 250 SPEEd 4500 White magic 250 Exhaustion 300
clear magic 250 Damage 2100 Red magic 250 Speed 10000
Blue magic 250 E.P.s per year 50 clear magic 250 Damage 2500
Brown magic 250 spell points 2000 Blue magic 250 E.P.s per year 25
Brown magic 250 Spell points 2000

1.31.6 Burdlar
urgia 1318 Clothier*
The burglar pursues a roguish occupation, special- L . o .

ising in gaining access to properties and redistributing their w Ihre glot?lerrtls"arW((J:rlkTrr“Inrthertelz(tlliéno:umstn{, bXe Ilt
contents. Burglars tend to operate alone, but often hava Weaver, dyeroriaror. LI0thiers are found aimost exciu-

connections with other underworld organisations (thiefs’s'ver n C|t|es,_a§ S”Fa”er communities do not allow for a
degree of specialisation of labour that would support a sepa-

and assassins’ guilds) for the purposes of fencing their a(:rate clothes-producing profession.

Base skills Additional skills Base skills Additional skills

Climb 350 2 Weapons 700 Climb 650 Textiles 300

Balance 350 Stealth 400 Balance 750 Hide-working 500

Dodge 400 Locks & mechanisms 300 Dodge 750 Jewelcraft 750

Jump 400 Disquise 700 Jump 750 Drawing 750
Hide 300 Hide 500
Singing 500 Singing 500
Initigtive 500 Initiative 1000
Encumbrance 1500 Encumbrance 1800
Stike level 900 Stike level 2000
Speak (native) 500 Speak (native) 500

Poison/disease Poison/disease

Insanity/fear 250 Insanity/fear 250

Black magic 250 Resistance 700 Black magic 250 Resistance 750

White magic 250 Exhaustion 225 White magic 250 Exhaustion 300
Red magic 250 Speed 5000 Red magic 250 Speed 10000
clear magic 250 Damage 2500 clear magic 250 Damage 2500
Blue magic 250 E.P.s per year 50 Blue magic 250 E.P.s per year 25

Brown magic 250 Spell points 2000 Brown magic 250 Spell points 2000
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1.3.1.9 Druid

tainer often turns to adventuring as a more lucrative form

of employment.

The druid is a worshipper of the natural world, a
unique magic user (in fact a type of priest) devoted to pre-
serving and respecting natural law. Druids usually live in

wilderness locations known as groves, far from the bustle

1.3.1.11 Farmer

Most farmers live hard and active lives working and

of humanoid society. Druidic magic is detailed in the chap-tending animals and crops. This occupation spans the serfs
of feudal societies, who often suffer from poverty and ill
treatment, right through to the wealthier freemen and land-
owners of more economically advanced cultures.

ter on magic, section 5.4.

Additional skills

Base skills
Climb 650
Balance 500
Dodge 700
Jump 600
Hide 500
Singing 500
Initiative 600
Encumbrance 1100
Stike level 1100
Speak (native) 500

Poison/disease 250

2 Weapons
Survival
Foraging

Track
4 Animal husbandrys
Herbalist

650
400
500
500
300
600

Base skills

Additional skills

Climb
Balance
Dodge
Jump
Hide
Singing
Initiative
Encumbrance
Stike level

Speak (native)

600
700
750
600
500
500
1000
1800
2000
500

Agr[cu[ture
Weather divination
3 Animal husbandries

300
900
500

Insanity/fear 250
Black magic 250 Resistance 600 Poison/disease 250
White magic 250 Exhaustion 300 Insanity/fear 250
Red magic 250 Speed 6000 Black magic 250 Resistance 750
clear magic 250 Damage 2200 White magic 250 Exhaustion 250
Blue magic 250 E.P.s per year 60 Red magic 250 Speed 9500
Brown magic 250 Spell points 1000 clear magic 250 Damage 2500
Blue magic 250 E.P.s per year 25
13110 Entertainer Brown magic 250 spell points 2000
Entertainers come in various guises, from the bard 1.3.1.12 Fisherman

or storyteller, to the circus entertainer, to the travelling
player (actor). The variety of novel activities to which Fishermen are hardy types, accustomed to being out
they regularly turn their hands means they are often reen the open water, be it sea, lake or river, at all hours and

garded as the classic Jack of all Trades. Commonly skilleth all conditions. Their expertise does not generally ex-
in acrobatics, sleight of hand and some necessarily martiaend beyond coastal waters, however.
skills (a life on the road bringing inherent risks) the enter-

Additional skills

Base skills
Climb 350
Balance 350
Dodge 600
Jump 400
Hide 500
Singing 400
Initiative 700
Encumbrance 1800
Stike level 800
Speak (native) 500

Poison/disease

Insanity/fear 250
Black magic 250
White magic 250
Red magic 250
clear magic 250
Blue magic 250
Brown magic 250

2 Weapons
Acrobatics
Sleight of hand
Acting
EITHER:

2 Musicians
OR:

2 Animal husbandrys

Resistance
Exhaustion
Speed
Damage
E.P.s per year
spell points

Other Attributes

700
350
400
350

400

400

650

200
6000
2500

50
2000

Base skills

Additional skills

Climb
Balance
Dodge
Jump
Hide
Singing
Initiative
Encumbrance
Stike level

Speak (native)

Poison/disease
Insanity/fear
Black magic
White magic

Red magic
clear magic
Blue magic

Brown magic

650
600
700
600
500
500
1000
1750
2000
500

250
250
250
250
250
250
250

Fishing
Seamanship
Weather divination
Swimming

Resistance

Exhaustion
Speed
Damage
E.P.s per year

Spell points

300
500
900
600

700
300
9000
2500
25
2000
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Gladiators train purely to fight in the arena, where

1.3.1.13. Gladiator

1.3.1.15 Hoplite

The hoplite is a highly disciplined and trained sol-

losing means death or disgrace and winning means famdier, historically based on the wealthy freeman military
and glory. Whether freemen or slaves, gladiators are feareclass of ancient Sparta (Greece). Hoplites commonly fight
and respected warriors. Note that gladiators are not pein phalanx formations, where they act as a single unit, pro-
mitted to select the bow or exotic knives skills, althoughtecting the comrade on their left with their great Hoplon
the throwing spear skill is allowed.

Base skills

Climb
Balance
Dodge
Jump
Hide
Singing
Initiative
Encumbrance

Stike level
Speak (native)

Poison/disease

500
400
350
500
500
500
400
1150
900
500

250

Additional skills

6 Weapons
(no exotic knives
or bow)
Unarmed
Physician

450

550
1200

Insanity/fear 250

Black magic 250 Resistance 500

White magic 250 Exhaustion 250
Red magic 250 Speed 3750
clear magic 250 Damage 1900
Blue magic 250 E.P.s per year 60

Brown magic 250 Spell points 2000

1.3.1.14 Herdsman

Herdsmen live on the borders of agrarian societieg
looking after herds of animals for themselves or on behal

shields. The hoplite is a professional soldier, but will often
also have business or land-owning interests inherited from
the family. Generally, adventuring hoplites will be younger
sons, free from such duties. Hoplites are honourable and
courageous warriors, equivalent to the knights of mediae-
val-style cultures.

Base skills Additional skills
Climb 400 1-H Sword 400
Balance 450 2-H Spear 400
Dodge 450 Throwing spear 400
Jump 400 Shield 400
Hide 500 2 Weapons 400
Singing 500 Ride 400
Initiative 400 Foraging 800
Encumbrance 800 Survival 800
Stike level 1000
Speak (native) 500

Poison/disease 250

Insanity/fear 250
Black magic 250 Resistance 400
White magic 250 Exhaustion 200
Red magic 250 Speed 4250
clear magic 250 Damage 1600

Blue magic 250 E.P.s per year 60

Brown magic 250 Spell points 2000

of an overlord or employer. They spend a great deal of

their time living out of doors and fending of threats such

as wolves and rustlers.

Base skills

Climb
Balance
Dodge
Jump
Hide
Singing
Initiative
Encumbrance

Stike level
Speak (native)

Poison/disease
Insanity/fear
Black magic
White magic
Red magic
clear magic
Blue magic
Brown magic

500
750
700
600
500
500
1000
1700
2000
500

250
250
250
250
250
250
250

Additional skills

3 Animal husbandries

Survival
Weather divination
Track
1 Weapon

Resistance

Exhaustion
Speed
Damage
E.P.s per year
Spell points

500
700
70
1000
750

650
300
9000
2300
35
2000

1.31.16 Hunter

The hunter lives at the edges of agrarian society,
skilled at hunting and trapping wild animals for meat, skins
and sport. This means that the hunter has to be proficient

Base skills Additional skills
Climb 400 Track 400
Balance 500 Bow 500
Dodge 600 Longbow (spec)
Jump 450 2 Weapons 650
Hide 400 Survival 800
Singing 500 Foraging 450
Initiative 500 Fletching 500
Encumbrance 1400 Fishing 500
Stike level 1200
Speak (native) 500

Poison/disease

Insanity/fear 250

Black magic 250 Resistance 550

White magic 250 Exhaustion 225
Red magic 250 Speed 5750
clear magic 250 Damage 2200
Blue magic 250 E.P.s per year 50

Brown magic 250 Spell points 2000
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in wood-lore and stealth, as well as being able to defend 1.3.118 Immortal

himself against the wilderness’ more dangerous occupants.

The hunter is generally a fairly hardy person who doesn’t The immortal is a warrior type loosely based upon
care too much for the society of others. the elite Turkish Mamluk slave-warriors of the mediaeval

Middle East. Immortals are characterised by their arrogance
and bloodthirstiness as well as by their ferocity in combat.
They are generally well equipped and highly regarded
warriors forming an elite fighting force.

Base skills Additional skills

Climb 500 3 Weapons 400
Balance 500 2 Weapons 500
Dodge 450 Shield 450
Jump 400 Ride 500
Hide 500
Singing 500
Initigtive 450
Encumbrance 850
Stike level 1000
Speak (native) 500

Poison/disease 250
Insanity/fear 250
Black magic 250 Resistance 400
White magic 250 Exhaustion 200
i Anna Szypszak Red magic 250 Speed 4750
clear magic 200 Damage 1800
13117 llusionist Blue magic 250 E.P.s per year 60
Brown magic 250 Spell points 2000

The illusionist is a magic user who creates powerful
perceptual experiences out of air, utterly convincing in their
form and effects. lllusions in this sense are more than elabo-

rate deceptions; their impact can be very real on thosewho 1€ innkeeper is the, patron of a public house, be it
perceive them to be genuine. GMs may wish to reservidrge or small. Innkeepers’ skills focus on the preparation

the illusionist as an NPC only class, at their discretion©f @lcoholic beverages and food for guests. Large inns
Details of the illusionist's spell casting abilities can be &ISC cater for paying guests who wish to stay, and as such

13119 Innkeeper®

found in the chapter on magic, section 5.8 often act as meeting places for travellers and merchants.
Base skills Additional skills Base skills Additional skills

Climb 750 | 2languagesat+15 300 Climb 650 Brewing 300

Balance 800 1 Script at +25 300 Balance 750 Cookery 300

Dodge 800 1 Script at +15 300 Dodge 750 Carpentry 750

Jump 750 1 Other skill 700 Jump 750 1Language at +10 500
Hide 500 Hide 500
Singing 500 Singing 500
Initiative 1200 Initiative 1000
Encumbrance 2500 Encumbrance 1800
Stike level 2200 Stike level 2000
Speak (native) 300 Speak (native) 500

Poison/disease Poison/disease

Insanity/fear 250 Insanity/fear 250

Black magic 250 Resistance 800 Black magic 250 Resistance 750

White magic 250 Exhaustion 325 White magic 250 Exhaustion 300
Red magic 250 Speed 10000 Red magic 250 Speed 10000
clear magic 200 Damage 3000 clear magic 200 Damage 2500
Blue magic 250 E.P.s per year 60 Blue magic 250 E.P.s per year 25

Brown magic 250 spell points 1000 Brown magic 250 Spell points 2000
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1.31.20 Jeweller* itance. Most importantly knights are bound by a very strict
code of honour and are devoted to justice and bravery. A
The jeweller is a specialist in the cutting, purchaseknight’s father’s occupation is always knight; they received
and trading of precious and semi-precious stones and jewto extra skills or additional apprenticeship E.P.s on this
ellery. As aluxury trader, they are almost exclusively basedpasis.

in cities.
Base skills Additional skills

Climb 650 Jewelcraft 300

Balance 750 Metalworking 600

Dodge 750 Mineralogy 750
Jump 750
Hide 500
Singing 500
Initigtive 1000
Encumbrance 1800
Stike level 2000
Speak (native) 500

Poison/disease 250

Insanity/fear 250

Black magic 250 Resistance 750 Anna Szypszak
White magic 250 Exhaustion 300

Red magic 250 Speed 10000 13122 Legionnaire

clear magic 200 Damage 2500

Blue magic 220 E.Ps peryear 2> The legionnaire is another of the warrior classes,
Brown magic 250 Spell points 2000 representing the professional soldier of non-noble origin.

13121 Km‘gh’c The legionnaire fights in well-organised units and respects
o a chain of command; in addition to fighting skills the le-
gionnaire has some knowledge of heraldry and wilderness
survival. Historical examples of the legionnaire soldier type
%re the legionnaires of the Roman Empire or the Norman
foot soldiers who invaded England under William the Con-
qgueror. Legionnaires are not permitted to take any spe-
cialist weapon skills.

The knight is essentially the ultimate warrior in terms
of equipment, training and resources. He is trained in
variety of forms of combat from swordplay to jousting,
from a very early age, combined with tuition in the civi-
lised arts of heraldry, reading, writing and etiquette. His-
torically, this class is modelled on the mediaeval Euro-
pean knight; the knight is almost always from the noble

classes and is often the ruler of a shire or county. Adve Base skills Additional skills
turing knights will most likely be second or later sons Climb SO0 2 Weapons 400
freed from the responsibilities of managing a feudal inhel Balance 200 1Weapon 200
Dodge 600 1 Weapon 550
Base skills Additional skills Jump 500 Ride 700
Climb 400 Shield 400 Hide 500 Survival 800
Balance 450 2-H Staved 400 Singing 500 Heraldry 700
Dodge 450 1-H Spear (Spec) Initigtive 450 Foraging 850
Jump 400 4 Weapons 400 Encumbrance 900
Hide 500 Heraldry 500 Stike level 1000
Singing 400 Ride 400 Speak (native) 500
Initiative 400 Musician 600
Encumbrance 750 1 Script at +20 500
Stike level 1000 1 Language at +10 500 Poison/disease
Speak (native) 500 Insanity/fear 250
Black magic 250 Resistance 500
White magic 250 Exhaustion 250
Poison/disease Red magic 250 Speed 5250
Insanity/fear 250 clear magic 200 Damage 2100
Black magic 250 Resistance 400 Blue magic 250 E.P.s per year 50
White magic 250 Exhaustion 200 Brown magic 250 Spell points 2000
Red magic 250 Speed 4500
clear magic 200 Damage 1500
Blue magic 250 E.P.s per year 60
Brown magic 250 Spell points 2000
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The locksmith is a craftsman specialising in the con
struction of locks, bolts and related items of security. The
skills are also called upon for larger building projects wher:
an appreciation of intricate mechanisms is called for (e¢
pulley systems). The locksmith’s trade is highly special
ised, so they are found almost exclusively in the large

cities.

Base skills

1.3.1.23 Locksmith*

Additional skills

Climb
Balance
Dodge
Jump
Hide
Singing
Initiative
Encumbrance

Stike level
Speak (native)

Poison/disease
Insanity/fear
Black magic
White magic

Red magic
clear magic
Blue magic

Brown magic

650
750
750
750
500
500
1000
1800
2000
500

250
250
250
250
250
200
250
250

Metalworking
Woodcarving

Resistance

Exhaustion
Speed
Damage
E.P.s per year
Spell points

Locks & mechanisms

300
500
500

750
300
10000
2500
25
2000

The mason is an artisan skilled in the working of
stone, be it a quarryman or builder. Generally, stone builg
ings are the preserve of the wealthy, so skilled masons 3
sought after by local rulers and private patrons for larg

scale building projects.

Base skills

1.3.1.24 Mgason*

Additional skills

Climb
Balance
Dodge
Jump
Hide
Singing
Initiative
Encumbrance

Stike level
Speak (native)

Poison/disease
Insanity/fear
Black magic
White magic

Red magic
clear magic
Blue magic

Brown magic

650
750
750
750
500
500
1000
1800
2000
500

250
250
250
250
250
250
250

Masonry
Garpentry
Engineering
Maths

Resistance
Exhaustion
Speed
Damage
E.P.s per year
Spell points

300
500
500
750

750
300
10000
2500

25
2000

1.31.25 Mercenary

The mercenary is the archetypal war-
rior class, a hired sword available for
any period of time and with no spe-
cific allegiance. Mercenaries lead
grim and violent lives and few sur-
vive too many years in the profession.
They are sometimes organised into
mercenary companies or more rarely
offer their services out as individu-
als, and are generally responsible for
the less disciplined excesses of war.
A life of constant battle offers a chance at wealth and glory,
or at least a good share of the loot, but as often as not
culminates in an unmarked grave.

Fachehoan

Base skills Additional skills

Climb 500 5 Weapons 500

Balance 500 Shield 500

Dodge 500 Heraldry 800

Jump 500 | 2Craftorloreskills 1000
Hide 500
Singing 500
Initigtive 500
Encumbrance 1000
Stike level 1000
Speak (native) 500

Poison/disease

Insanity/fear 250

Black magic 250 Resistance 500

White magic 250 Exhaustion 250
Red magic 250 Speed 5000
clear magic 200 Damage 2100
Blue magic 250 E.P.s per year 50

Brown magic 250 Spell points 2000
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1.31.26 Merchant* 1.3.1.28 Militia™*

Every city or town in the world is home to a mer- Being in the militia is not an occupation in itself,
chant or fifty, plying their wares wherever there is a profit but rather a period of militia training can be combined with
to be made. Merchants are merchants whether they shipaining as a craftsman to gain some basic combat skills.
their wares from port to port, travel the villages bringing aMost towns and cities rely on a relatively small permanent
little finery to the common people, or operate a shop orguard for peacekeeping duties, and call upon the populace

business in a large city. for defence in times of war. Basic drilling is therefore
offered to city dwellers that they might fulfil this duty more
Base skills Additional skills effectively should the need arise.
Climb 650 Maths 500
Balance 750 1 Weapon 750 Base skills Additional skills
Dodge 600 2 Scripts at +25 500 Climb 2 Weapons 700
Jump 750 2 lanquages at +20 500 Balance Shield 700
Hide 500 1 Language at +10 500 Dodge
Singing 500 Jump
Initiative 1000 Hide
Encumbrance 1800 Singing
Stike level 2000 Initiative 750
Speak (native) 500 Encumbrance 1500
Stike level 1600
Speak (native)
Poison/disease 250
Insanity/fear 250
Black magic 250 Resistance 750 Poison/disease
White magic 250 Exhaustion 300 Insanity/fear
Red magic 250 Speed 10000 Black magic Resistance
clear magic 250 Damage 2500 White magic Exhaustion
Blue magic 250 E.P.s per year 25 Red magic Speed 7000
Brown magic 250 Spell points 2000 clear magic Damage 2400
Blue magic E.P.s per year
1.3.1.27 Metalsmith* Brown magic Spell points
The metalsmith, or blacksmith, works to forge all 1.3.1.29 Miller

manner of metallic goods for the consumer market. His _ _ _ _
special skills are widely sought after; a metalsmith canbe ~ The miller holds an important place in town and vil-
found in virtually every village, supplying horseshoes, lage life, as the operator or owner of whatever technology

cooking implements and the like. is locally available for the grinding of cereal crops into
flour. Often, millers make money by keeping some prede-
Base skills Additional skills termined fraction of _the _flour they produce from local farm-
Climb 650 Metalworking 300 ers’ crops, and selling it on to city merchants.
Balance 750 Mineralogy 500 Base skills Additional skills
Dodge 750 Weaponcraft 750 Climb 650 Milling 300
Sl s Balance 750 Engineering 500
Hide 200 Dodge 750 Agriculture 500
Singing 500 Jump 750
Initiative 1000 Hide 500
Encumbrance 1800 Singing 500
Stike level 2000 Initiative 1000
Speak (native) 00 Encumbrance 1800
Stike level 2000
Speak (native) 500
Poison/disease

Insanity/fear 250

Black magic 250 Resistance 750 Poison/disease
White magic 250 Exhaustion 250 Insanity/fear 250
Red magic 250 Speed 10000 Black magic 250 Resistance 750
clear magic 250 Damage 2500 White magic 250 Exhaustion 300
Blue magic 250 E.P.s per year 25 Red magic 250 Speed 10000
Brown magic 250 Spell points 2000 clear magic 250 Damage 2500
Blue magic 250 E.P.s per year 25
Brown magic 250 Spell points 2000
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1.3.1.30 Miner* 1.3.1.32 Physician*

Miners are hardy workers, freemen or bonded, en- The physician is a professional healer and surgeon,
gaged in plundering their homeland’s rich mineral wealth.found in larger towns and cities. The physician usually
The mining occupation describes those professionally inmakes a living from the tending of wounds, minor ailments
volved in mining, not mere unskilled slave labour broughtand diseases, although his trade is often less than an exact

in to do the donkeywork. science.
Base skills Additional skills Base skills Additional skills
Climb 600 Mineralogy 300 Climb 650 Physician 300
Balance 700 Engineering 500 Balance 750 Herbalist 300
Dodge 750 Carpentry 750 Dodge 750 Maths 500
Jump 600 Metalworking 750 Jump 750 1 Script at +25 500
Hide 500 Jewelcraft 1000 Hide 500
Singing 500 Singing 500
Initigtive 1000 Initiative 1000
Encumbrance 1800 Encumbrance 1800
Stike level 2000 Stike level 2000
Speak (native) 500 Speak (native) 500

Poison/disease 250

Poison/disease 250

Insanity/fear 250 Insanity/fear 250

Black magic 250 Resistance 700 Black magic 250 Resistance 750
White magic 250 Exhaustion 250 White magic 250 Exhaustion 300

Red magic 250 Speed 10000 Red magic 250 Speed 10000

clear magic 250 Damage 2500 clear magic 250 Damage 2500

Blue magic 250 E.P.s per year 25 Blue magic 250 E.P.s per year 25
Brown magic 250 Spell points 2000 Brown magic 250 Spell points 2000

1.3.1.31 Ninja 1.3.1.33 Potter”
The ninja is based upon the almost legendary orien- The potter produces wares from clay, essential goods

tal assassin of mediaeval Japan. The ninjas are incredibhm everyday life, and can be found in every City and town
secretive and elusive; they are said to be organised intand many villages too. Many potters will also work a kiln
family groups or clan and have their own strict code offor the finishing of high quality goods.

honour and ethics regarding their business and contractual

agreements. Ninjas are practical and cunning; they tra| Base skills Additional skills
with a variety of weaponry, and develop athletic abilitied Climb 650 Pottery 300
and infamous stealth, not to mention skills with poison Balance 750 Mineralogy 500
and a penchant for disguise. Dodge 750 Glassworking 500
Jump 750
Base skills Additional skills Hide 500
Climb 300 2 Weapons 450 Singing 500
Balance 350 5 Weapons 600 Initiative 1000
Dodge 350 Stealth 400 Encumbrance 1800
Jump 400 | Locks & Mechanisms 600 stike level 2000
Hide 250 Disguise 500 Speak (native) 500
Singing 500 Acrobatics 500
Initiative 350 Herbalist 600
Encumbrance 1600 Swim 600 . "
i Poison/disease
Stike level 800 -
Speak (native) 500 Insanity/fear 230
Black magic 250 Resistance 750
White magic 250 Exhaustion 300
Poison/disease Red magic 250 Speed 10000
Insanity/fear 550 clear magfc 250 Damage 2500
Black magic 250 Resistance 650 Blue maglé 250 E.Ps per Yeak 25
White magic 550 Exhaustion 575 Brown magic 250 Spell points 2000
Red magic 250 Speed 4250
clear magic 250 Damage 2500
Blue magic 250 E.P.s per year 60
Brown magic 250 Spell points 2000
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1.3.1.34 Pries’c/Acolyte mentalist) is a magic user who concerns himself with en-
hancing the power of his own mind in order to affect the
Priests and acolytes are worshippers and followerghysical world and/or the minds of others. Talents often
of a particular God, those who devote their lives to servic&ppear early in life, but require tuition to develop into full-
(clergy) as opposed to merely believing and attending apblown mental powers. Psionic magic-using abilities are
propriate ceremonies (laity). Player character priests arélly described in the chapter on magic, section 5.2.
‘true’ priests, blessed with the ability to channel the dei-

ties’ power through their bodies and produce miracles (cast 1.3.1.36 Sailor/Pirate
spells). True priests are very rare individuals indeed as they
are in contact with another plane of existence. The major- Sailors and their lawless counterparts pirates are true

ity of priests and acolytes, however, serve their gods faithseafarers, at home more on the open ocean than on dry
fully without the reward of direct divine intervention. land and skilled in all things nautical. Their skills reflect
Priests are also trained with martial skills and can becoméheir lifestyles, focussing more on the demands of ocean
powerful warriors in their own right. Details of priestly voyages than those of regular combat.

magic can be found in the magic chapter, section 5.3.

Base skills Additional skills

Base skills Additional skills Climb 250 1-H Sword 550

Climb 650 3 Weapons 600 Balance 500 1 Weapon 600

Balance 500 Ritual 500 Dodge 650 Seamanship 350

Dodge 700 Cookery 500 Jump 550 Fishing 600

Jump 600 ANY 2 FROM: Hide 500 Weather divination 600

Hide 500 Astrology 500 Singing 500 Navigation 500

Singing 500 Physician 500 Initiative 700 Shipwright 900
Initiative 600 1 Script at +25 500 Encumbrance 1500
Encumbrance 1100 1 Languade at +15 500 Stike level 950
Stike level 1100 Speak (native) 500

Speak (native) 500

Poison/disease 250
Insanity/fear 250

Poison/disease 250

Insanity/fear 250 Black magic 250 Resistance 600
Black magic 250 Resistance 600 White magic 250 Exhaustion 250
White magic 250 Exhaustion 225 Red magic 250 Speed 6250
Red magic 250 Speed 6000 clear magic 250 Damage 2250
clear magic 250 Damage 2200 Blue magic 250 E.P.s per year 45
Blue magic 250 E.P.s per year 60 Brown magic 250 Spell points 2000
Brown magic 250 Spell points 1000

1.3.1.37 Samurai
1.3.1.35 Psionic
The samurai occupation is historically based upon
The psionic (otherwise known as mind mage or

Base skills Additional skills

Base skills Additional skills Climb 400 6 Weapons 400

Climb 750 2 languages at +15 300 Balance 400 Heraldry 500

Balance 800 1 Script at +25 300 Dodge 450 Ride 400

Dodge 800 1 Script at +15 300 s 400 Musician 200

Jump 750 1 Other skill 700 Hide 500 1 Script at +25 500

Hide 500 Singing 500 | f1languageat+1s 500
Singing 500 Initiative 400
Initiative 1200 Encumbrance 800
Encumbrance 2500 Stike level 900
stike level 2200 Speak (native) 500

Speak (native) 300

Poison/disease
Poison/disease

Insanity/fear 250
Insanity/fear 00 Black magic 250 Resistance 400
Black magic 250 Resistance 800 T — 250 Exhaustion 200
White magic 250 Exhaustion 325 Red magic 250 speed 4000
Red magic 250 Speed 10000 clear magic 250 Damage 1750
clear magic 220 Damage 5000 Blue magic 250 E.P.s per year 60
Blue magic 225 E.P.s per year 60 Brown magic 250 spell points 2000
Brown magic 250 Spell points 1000
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the warrior caste of mediaeval feudal Japan. Samurai are 1.3.1.39 Shaman, Northern
very similar to knights in terms of skills and abilities and
especially in terms of honour and beliefs. The samurai The shaman is the traditional medicine man, font of

adheres to an honour code that is much more rigid than thgisdom and bridge to the spirit world for tribal and no-
knight's, some acts even requiring ‘hara-kiri’ (ritual sui- madic societies. Their major function is to provide advice
cide) as penance. The samurai are brave and fearless agactribal chiefs, and assistance in the form of powerful spirit
will never surrender, as doing so would result in a greainagic (detailed in the chapter on magic, section 5.5). In
loss of honour. Samurai are trained in a variety of weapaddition, shamans provide additional services that vary
ons, but their traditional weapon and sign of rank is thenased upon the tribal structure to which they belong. North-
katana, the slightly curved, single edged Japanesern shamans tend to fight, and also operate as healers, ad-
longsword. Samurai are always the offspring of samuraiministering herbal remedies and potions for a variety of
they receive no additional skills, nor any special extra apailments, while Southern shamans have an important role
prenticeship E.P.s based on their father’s occupation.  in the production of weapons, a job deemed suitable only

for those whom the spirits approve of.
1.3.1.38 Scout

Base skills Additional skills
Scouts are employed by military commanders for § Climb 700 2 Weapons 600
variety of purposes, including checking ahead of the mai Balance 700 Physician 700
force for ambushes, guarding the flanks of armies and pr Dodge 700 Herbalist 500
viding early warning of impending attack, identifying the Jump 700
best routes of advance, gathering information on enen Hide 500
forces and so forth. They are typically wilderness-hard Singing 500
ened loners, living on their wits in exchange for a health Initiative 1000
fee. Encumbrance 1800
Stike level 1800
Base skills Additional skills Speak (native) 00
Climb 400 Bow 400
Balance 400 2 Weapons 500
Dodge 500 Stealth 500 Poison/disease 250
Jump 400 | Weather divination 800 Insanity/fear 250
Hide 350 Survival 600 Black magic 250 Resistance 700
Singing 500 Foraging 600 White magic 250 Exhaustion 300
Initiative 500 Herbalist 500 Red magic 250 Speed 8000
Encumbrance 1500 Navigation 1000 clear magic 250 Damage 2500
Stike level 1500 Blue magic 250 E.P.s per year 50
Speak (native) 500 Brown magic 250 spell points 1000

1.31.40 Shaman, Southern

Poison/disease

Insanity/fear 250 See shaman, Northern.
Black magic 250 Resistance 500
White magic 250 Exhaustion 250 Base skills Additional skills
Red magic 250 Speed 5000 Climb 700 Weaponcraft 600
clear magic 250 Damage 2000 Balance 700 Metalworking 800
Blue magic 250 E.P.s per year 50 Dodge 700 Ritual 600
Brown magic 250 Spell points 2000 Jump 700 Bow 500
Hide 500 1 Weapon 700
Singing 500 Fletching 400
Initiative 1000
Encumbrance 1800
Stike level 1800
Speak (native) 500

Poison/disease

Insanity/fear 250
Black magic 250 Resistance 700
White magic 250 Exhaustion 300
Red magic 250 Speed 8000
) clear magic 250 Damage 2500
g Blue magic 250 E.P.s per year 50
s S pszak Brown magic 250 Spell points 1000
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1.3.1.41 Summoner with a broader skill base. While thieves can work inde-
pendently or in gangs, they are generally well clued up on
The summoner (sometimes known as necromancefpcal underworld networks and organisations (connections
is a master of circle magic, using arcane symbols to dra@re essential for shifting goods and the like, and treading
mystical energies from alternative planes of existencen the wrong people’s feet can be fatal in this line of work).
Summoners are primarily concerned with summoning and

controlling other beings, be they inhabitants of the mun- 1.3.1.43 Toymaker*
dane world or creatures from dimensions beyond normal
experience; their magic is widely perceived to be of a par- The toymaker is a craftsman who focuses on intri-

ticularly dark and malignant nature. Full details of sum-cate toys (for lucky children) and games (for would-be-
moning magic are provided in the chapter on magic, seducky adults). Their craft is specialised, so professional

tion 5.6. toymakers are generally only found in large cities.
Base skills Additional skills Base skills Additional skills

Climb 750 2 Languades at +15 300 Climb 650 Woodcarving 300

Balance 800 2 Scripts at +25 300 Balance 750 Drawing 500

Dodge 800 1 Other skill 700 Dodge 750 Locks & Mechanisms 800

Jump 750 Jump 750 Hideworking 1000
Hide 500 Hide 500
Singing 500 Singing 500
Initiative 1200 Initigtive 1000
Encumbrance 2500 Encumbrance 1800
Stike level 2200 Stike level 2000
Speak (native) 300 Speak (native) 500

Poison/disease 250 Poison/disease

Insanity/fear 250 Insanity/fear 250
Black magic 250 Resistance 800 Black magic 250 Resistance 750
White magic 250 Exhaustion 325 White magic 250 Exhaustion 300
Red magic 250 Speed 10000 Red magic 250 Speed 10000
clear magic 250 Damage 3000 clear magic 250 Damage 2500
Blue magic 250 E.P.s per year 60 Blue magic 250 E.P.s per year 25
Brown magic 250 spell points 1000 Brown magic 250 Spell points 2000
1.3.1.42 Thief 1.3.1.44 Tribesman
The thief occupation covers all manner of lawbreak- The tribesman is a member of
ers, from muggers and bandits to cut-purses and forge any nomadic (as opposed to agrarian)
For this reason, thieves are less specialised than burgle society. In tribal communities, labour
P has not reached the degree of speciali-
Base skills Additional skills satipn seen.in sedgntary agrarian states.
Climb 00 2 Weapons 800 - Agriculture is not widely p.ract|sed, b_ut
Balance 500 Sl 00 SO rathgr herding and huntmg/gatherlng
Dodge 450 | Locks & Mechanisms 450 -_]" b provide sustenance. Tnbespeople t.end
ity 500 Sleight of hand 500 . Fo have.a variety of sk|I.I§, fully exploit-
Hide 200 Forgery 500 |ng.ava|IabIe.commod|t!es. The occu-
Er— 500 (1 p_at|on described here is for the tradi-
Initiative 500 (\ tionally male role, whereas women
Encumbrance 1500 5\ ~wouldtend to specialise in craft skills
stike level 900 like hide-working. There is no stand-
speak (native) 500 ing military in tribal society; rather, all able men can and
will fight in time of war (hence tribal societies can field

large, if relatively undisciplined armies).

Poison/disease

Insanity/fear 250

Black magic 250 Resistance 700

White magic 250 Exhaustion 275
Red magic 250 Speed 5000
clear magic 250 Damage 2500
Blue magic 250 E.P.s per year 50

Brown magic 250 Spell points 2000
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Base skills Additional skills Base skills Additional skills

Climb 400 Bow 400 Climb 500 3 Weapons 550

Balance 500 2 Weapons 550 Balance 600 Shield 550

Dodge 450 Survival 700 Dodge 700 Survival 800

Jump 500 Foraging 700 Jump 500 2 Crafts 600

Hide 400 | 2 Animal husbandrys 700 Hide 500 Seamanship 600
Singing 500 EITHER: Singing 500
Initigtive 500 Ride 300 Initiative 500
Encumbrance 1300 OR: Encumbrance 900
Stike level 1000 | Weather divination 300 Stike level 1300
Speak (native) 500 Speak (native) 500

Poison/disease 250 Poison/disease 250

Insanity/fear 250 Insanity/fear 250

Black magic 250 Resistance 500 Black magic 250 Resistance 550
White magic 250 Exhaustion 225 White magic 250 Exhaustion 225

Red magic 250 Speed 5500 Red magic 250 Speed 5000

clear magic 250 Damage 2200 clear magic 250 Damage 2000

Blue magic 250 E.P.s per year 40 Blue magic 250 E.P.s per year 40
Brown magic 250 Spell points 2000 Brown magic 250 Spell points 2000

1.3.1.45 Viking 1.3.1.46 Warrior-Monk
Vikings are hardy warriors, living in a society that The warrior-monk is a combatant with strong philo-

borders between the tribal and agrarian. While mosgophical/religious leanings, who uses techniques of medi-
vikings are warriors, explorers and able sailors, ready tdation and mental focus to achieve seemingly magical
travel forth to plunder civilised wealth at the behest of theirPhysical outcomes. Warrior-monks tend to have a strong
chieftains, they are not professional soldiers. Hence, thefpcus on unarmed combat, alongside more traditional mar-
must work some craft, till the land, or fish for the sea'stial skills. This class is historically loosely based upon the

wealth to keep themselves and their families when not of$haolin monks of China; within the Korin-Thar world sys-
campaign. tem, they operate in the service of the balance (see the

section on Southron Empire religions in the Korin-Thar
WORLD ATLAS). Warrior-monks’ mental skills are de-
tailed in the chapter on magic, section 5.9.

Base skills Additional skills

Climb 450 Unarmed 350

Balance 400 2 Weapons 600

Dodge 350 Acrobatics 400

Jump 450 Ki 400

Hide 500 Physician 600

Singing 500 1 Craft/lore 600
Initiative 400
Encumbrance 1800
Stike level 650
Speak (native) 500

Poison/disease 250

Insanity/fear 150

Black magic 250 Resistance 500

White magic 250 Exhaustion 250
Red magic 250 Speed 3500
clear magic 250 Damage 2000
Blue magic 250 E.P.s per year 60

Brown magic 250 Spell points 1000

1.3.1.47 Weapons crafter*

The weapons crafter is a specialist blacksmith who
focuses entirely on the production of weapons and armour.
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They can generally only be found in cities or at military
holdings, sometimes finding permanent waged employ-
ment in the service of rich patrons.

Base skills Additional skills can be found in most cities and towns, but generally the
Climb 650 Weaponcraft 300 profession cannot be supported in smaller settlements.
Balance 750 Metalworking 500 Many woodcrafters and also usefully employed in the con-
Dodge 750 Mineralogy 750 struction of new dwellings, or on larger building projects.
Jump 750 Carpentry 800
Hide 500 Fletching 400 Base skills Additional skills
Singing 500 Climb 650 Carpentry 300
Initiative 1000 Balance 750 Woodcarving 500
Encumbrance 1800 Dodge 750 Metalworking 750
Stike level 2000 Jump 750 Hideworking 1000
Speak (native) 500 Hide 500
Singing 500
Initiative 1000
Poison/disease Encumbrance 1800
Insanity/fear 250 Stike level 2000
Black magic 250 Resistance 750 Speak (native) 500
White magic 250 Exhaustion 250
Red magic 250 Speed 10000
clear magic 250 Damage 2500 Poison/disease
Blue magic 250 E.P.s per year 25 Insanity/fear 250
Brown magic 250 Spell points 2000 Black magic 250 Resistance 750
White magic 250 Exhaustion 300
1.3.1.48 Wizard Red magic 250 Speed 10000
clear magic 250 Damage 2500
The wizard is the arche- Blue magic 250 E.P.s per year 25
typal magic using occupation, Brown magic 250 Spell points 2000

Base skills

Climb
Balance
Dodge
Jump
Hide
Singing
Initiative
Encumbrance

Stike level
Speak (native)

Poison/disease
Insanity/fear
Black magic
White magic

Red magic
clear magic
Blue magic

Brown magic

1.3.1.49 Woodcrafter*

The woodcrafter is a carpenter, a craftsman skilled
in producing furniture, carts and the like. Woodcrafters

producing striking physical ef-
fects (including pyrotechnics
and the like) through the use of
arcane language and gestures.
Wizards are generally bookish
individuals, devoted to extend-
ing their magic-using repertoire.
Wizard magic is described fully

1.3.2 High-Elven occupations

In addition to the three special occupations detailed
here, High Elves having been brought up on the Crystal
Isle (Korin-Thar world system) can choose from the fol-

in the chapter on magic, section 0Wing human occupations:

5.1.

750
800
800
750
500
500
1200
2500
2200
300

250

250 Resistance 800
250 Exhaustion 325
250 Speed 10000
250 Damage 3000
250 E.P.s peryear 60
250 Spell points 1000

Additional skills

2 Languages at +15

1 Script at +25
1 Script at +15
1 Other skill

300
300
300
700

Administrator, alchemist, apothecary, assassin,
bounty hunter, cartographer, clothier, entertainer, farmer,
fisherman, hunter, illusionist, innkeeper, jeweller, lock-
smith, mercenary, mason, merchant, metalsmith, miller,
miner, physician, potter, priest/acolyte, psionic, sailor/pi-
rate, scout, summoner, thief, toymaker, weaponcrafter,
wizard, woodcrafter.

1.3.2.1 Bard

Elven bards are rare individuals,
not merely musicians and storytellers (al-
though at these things they excel) but
weavers of subtle magics bound up in
beautiful song and verse. The bard can
truly captivate an audience, working gen-
tle suggestions into their music. Details
of bardic magic are provided in the magic
chapter, section 5.10.

a2lol 2000 Faatel
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Base skills Additional skills Base skills Additional skills

Climb 600 2 Weapons 550 Climb 500 Bow 400

Balance 600 3 Musicians 300 Balance 500 Longbow (spec)

Dodge 650 History 600 Dodge 500 2 Weapons 500

Jump 600 1 Script at +15 500 Jump 500 shield 500

Hide 500 1Language at +10 500 Hide 500 Ride 500

Singing 200 Singing 500 Survival 700
Initiative 600 Initiative 500
Encumbrance 1300 Encumbrance 1000
Stike level 1000 Stike level 1000
Speak (native) 500 Speak (native) 500

Poison/disease 250 Poison/disease 250

Insanity/fear 250 Insanity/fear 250

Black magic 250 Resistance 650 Black magic 250 Resistance 500

White magic 250 Exhaustion 300 White magic 250 Exhaustion 250
Red magic 250 Speed 5000 Red magic 250 Speed 5000
clear magic 250 Damage 2300 clear magic 250 Damage 2100
Blue magic 250 E.P.s per year 60 Blue magic 250 E.P.s per year 50

Brown magic 250 Spell points 1000 Brown magic 250 Spell points 2000

1.3.2.2 Lord/Noble of the small High-Elven army.

The High-Elven lord class is loosely historically
based upon the early modern European aristocrat of the
17" and 18 centuries. The noble is educated and refinec
but often an able combatant, employing his fencing skill: Y 4
as a means of defending his person and his honour. A /
venturing nobles will tend to be younger sons, as the bu
dens of land management or representing the family inte . :
ests at court are likely to occupy older siblings. Nobles A N
fathers are always also of noble origin; they receive n
additional skills, nor any extra E.P.s as a result of this. /

Base skills Additional skills
Climb 650 1-H Sword 400
Balance 500 Foil (spec)
Dodge 400 1 Weapon 600
Jump 600 Physician 600
Hide 500 Maths 400
Singing 300 | 1Animal husbandry 400
Initiative 300 2 Scripts at +20 400
Encumbrance 1500 3 Languages at +15 400
Stike level 750
Speak (native) 400

Poison/disease 250

Insanity/fear 250

Black magic 250 Resistance 650
White magic 250 Exhaustion 300

Red magic 250 Speed 4000

clear magic 250 Damage 2000

Blue magic 250 E.P.s per year 60
Brown magic 250 Spell points 2000

1.3.2.3 Soldier Anna Szypszak

The High-Elven soldier belongs to a fighting class
trained for operations involving longbow bombardment
and/or tight formation fighting. They form the backbone
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1.3.3 Wood-Elven occupations

The woodsman is the mainstay of Wood-elven soci-
ety, the tribal member who operates as hunter, gatherer,

Elves of the Silver Wood (Korin-Thar world sys- craftsman and warrior. Woodsmen are famously adept in

tem) can choose the following human occupations in adforest lore, making the best use of their environments to
dition to the additional ones presented below: Apothecarydefend their homes against foreign threat. Their diverse

druid, entertainer.

1.3.3.1 Clanhead

skills serve them well as would-be adventurers.

1.3.4 Dark-Elven occupations

The clanhead is the tribal ruler in Wood-Elven soci-

ety, a leader in both war and peace who is freed from the

In the Korin-Thar world system, Dark Elves are sub-

day to day working requirements of the average clan meMearanean city dwellers. In addition to the two occupa-

ber. For this reason, clanheads receive additional trainingonS detailed below, they can choose from the following
in both war and lore relative to their underlings. Clanlead+,;man classes:

ership is usually hereditary, so a clanhead will be the son

or daughter of a clanhead, but receives no additional E.P.s

or skills on this account.

Additional skills

Base skills
Climb 500
Balance 500
Dodge 500
Jump 500
Hide 350
Singing 350
Initiative 650
Encumbrance 1500
Stike level 900
Speak (native) 500

Poison/disease 250

Insanity/fear 250
Black magic 250
White magic 250
Red magic 250
clear magic 250
Blue magic 250
Brown magic 250

Bow
Longbow
2 Weapons
Survival
2 Animal husbandrys
1 Script at +20
2 Languages at +15

Resistance
Exhaustion
Speed
Damage
E.P.s per year
Spell points

400
(spec)
550
500
350
500
500

600
250
5000

2300
50
2000

1.3.3.2 Woodsman

Additional skills

Base skills
Climb 400
Balance 500
Dodge 500
Jump 500
Hide 300
Singing 500
Initiative 400
Encumbrance 1500
Stike level 900
Speak (native) 500

Poison/disease

Insanity/fear 250
Black magic 250
White magic 250
Red magic 250
clear magic 250
Blue magic 250
Brown magic 250

Bow
Longbow
2 Weapons
Survival
Track
Stealth
Foraging
3 Crafts

Resistance
Exhaustion
Speed
Damage
E.P.s per year
Spell points

400
(spec)
550
500
500
500
500
600

600
250
5000

2200
50
2000

Administrator, alchemist, assassin, cartographer,
clothier, entertainer, farmer, fisherman, gladiator, hunter,
illusionist, innkeeper, jeweller, locksmith, mercenary, ma-
son, merchant, metalsmith, miller, miner, physician, pot-
ter, priest/acolyte, psionic, sailor/pirate, summoner, thief,
weaponcrafter, wizard, woodcrafter.

1.3.4.1 Darklord

The darklord is a member of the ruling classes in
Dark-Elven society, one who has elected to train in the
traditional martial and intellectual skills of leadership,
rather than following some alternative religious or magi-
cal occupation. Darklords are always the offspring of the
nobility, inheriting no additional skills or E.P.s from their
fathers. Dark-Elven high society appears debauched and
grotesque to other civilised races, but the training avail-
able to the sons and daughters of the ruling elite is excel-
lent.

Base skills Additional skills
Climb 350 5 Weapons 400
Balance 500 Stealth 400
Dodge 350 Ride 450
Jump 500 Acrobatics 400
Hide 350 1 Script at +25 500
Singing 500 1 Script at +10 500
Initiative 400 2 Languages at +15 500
Encumbrance 1100
Stike level 750
Speak (native) 500

Poison/disease

Insanity/fear 250

Black magic 250 Resistance 650

White magic 250 Exhaustion 250
Red magic 250 Speed 4000
clear magic 250 Damage 2200
Blue magic 250 E.P.s per year 60

Brown magic 250 Spell points 2000
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1.3.4.2 Raider The chieftain is the leader of a tribal community.

His position is often maintained by demonstration of mar-
The Dark-Elven raider is a warrior class, combin- tial competence, and it is in the theatre of war that the

ing an agile fighting style with stealth to make full use of chieftain’s decision-making abilities come to the fore, al-
gorilla-like lightning strike tactics when plundering from though he also has the final say in intra-tribal disputes.

the surface world. Raiders are capable soldiers, but havEhe chieftain’s position frees him from traditional suste-
little stomach for pitched battles, preferring to use dark-nance-gathering duties and allows him to concentrate on
ness and subterfuge to scatter when things are going badigombat skills. Characters trained as chieftains will them-
selves be the offspring of chieftains, but gain no additional

Base skills Additional skills E.P.s as aresult.
Climb 500 6 Weapons 400
Balance 500 Stealth 400 1.3.5.2 Warrior-Hunter
Dodge 400 Disquise 600
Jump 400 The warrior-hunter is the standard tribal member in
Hide 400 primitive tribal units. Lack of differentiation of labour
Singing 500 means that warrior-hunters act both to ensure their own
Initiative 400 welfare (through hunting and gathering) and as protectors
Encumbrance 1000 of tribal interests.
Stike level 850
Speak (native) 500 Base skills Additional skills
Climb 500 4 Weapons 700
Balance 600 Survival 650
Poison/disease Dodge 650 Foraging 650
Insanity/fear 250 Jump 500 1 Craft 1000
Black magic 250 Resistance 600 Hide 500
White magic 250 Exhaustion 250 Singing 500
Red magic 250 Speed 4500 Initiative 600
clear magic 250 Damage 2100 Encumbrance Moo
Blue magic 250 E.P.s per year 50 Stike level 1400
Brown magic 250 spell points 2000 Speak (native) SC0

Poison/disease

1.3.5 Orc, Ogre and Draconian occupations

Insanity/fear 250
. Black magic 250 Resistance 500
In the Korin-Thar world system, Orcs, Ogres and : 94 ;
. o . i White magic 250 Exhaustion 250
Draconians live in vicious tribal communities. They carn :
. . Red magic 250 Speed 7000
choose only the following occupations. :
clear magic 250 Damage 1800
. . Bl i 250 E.P. 40
1.3.5.1 Chieftain bk I P
Brown magic 250 Spell points 2000
Base skills Additional skills
Climb 600 4 Weapons 600
Balance 600 1.3.6 The Troll occupation
Dodge 650
)}jmp 600 Trolls have only a single occupation available to
ide >00 them in the Korin-Thar world sytem.
Singing 500
Initiative 600
Encumbrance 1000 13.6.1 Hunter
Stike level 1300 . . .
Speak (native) 500 The Troll hunter is untutored in any technical sense,
simply learning to kill by trial and error in order to sate

hunger. Nonetheless, they kill very efficiently, typically
relying on crude weaponry (thrown stones and natural
clubs) and their natural speed to bring down all manner of

Poison/disease

Insanity/fear 250
. : prey.

Black magic 250 Resistance 500
White magic 250 Exhaustion 250

Red magic 250 Speed 6500

clear magic 250 Damage 1800

Blue magic 250 E.P.s per year 40
Brown magic 250 Spell points 2000

47



Chapter 1

Character Generation

Base skills Additional skills

Climb 600 4 Weapons 800
Balance 650 Survival 750
Dodge 750 Foraging 750
Jump 650 Track 800
Hide 500
Singing 500
Initiative 700
Encumbrance 1000
Stike level 1400
Speak (native) 500

Poison/disease

Insanity/fear 250

Black magic 250 Resistance 500

White magic 250 Exhaustion 250
Red magic 250 Speed 8000
clear magic 250 Damage 2000
Blue magic 250 E.P.s per year 30

Brown magic 250 Spell points 2000

1.3.7 Wolven occupations

of suitable rewards for his men. Clanheads are always the
sons of clanheads, and receive no additional E.P.s on this
account.

1.3.8 Hobbit occupations

Hobbit society in the Korin-Thar world system is
genteel and rural. In addition to the three occupations de-
scribed below, they may choose from:

Administrator, apothecary, cartographer, clothier,
entertainer, farmer, fisherman, hunter, innkeeper, jeweller,
locksmith, mason, merchant, metalsmith, miller, miner,
physician, potter, priest/acolyte, sailor/pirate, scout, thief,
toymaker, weaponcrafter, woodcrafter.

1.3.8.1 Landowner

The Hobbit landowner is a wealthy, educated rural
squire, primarily interested in the effective management
of his interests. Life is relatively easy for the landowner,
who is rarely called upon to make any decisions beyond
resolving the odd squabble among his employees and ten-
ants and keeping the books. Landowners are always the

Wolvens are ocean-going raiders from the far Northoffspring of the landed gentry, and receive no additional
in the Korin-Thar world system. In addition to the single E.P.s from their fathers.
additional occupation provided for them, they should be

able to choose from:

Apothecary, cartographer, fisherman, hunter, inn

keeper, merchant, priest, viking, shaman (northern).
1.3.7.1 Clanhead
The Wolven clanhead acts as local ruler, resolvin

disputes and leading his vikings forth to plunder foreig
lands. His skills are primarily those of the warrior, with

some expertise relating to traversing the open sea in sea

Base skills Additional skills

Climb 500 5 Weapons 450

Balance 600 Shield 450

Dodge 600 Seamanship 400

Jump 500 Navigation 600
Hide 500
Singing 500
Initiative 450
Encumbrance 800
Stike level 1200
Speak (native) 500

Poison/disease

Insanity/fear 250

Black magic 250 Resistance 400

White magic 250 Exhaustion 200
Red magic 250 Speed 5500
clear magic 250 Damage 1800
Blue magic 250 E.P.s per year 50

Brown magic 250 Spell points 2000

Base skills Additional skills

Climb 750 Agriculture 500

Balance 750 Maths 750

Dodge 750 | 1Animal husbandry 750

Jump 750 1 Script at +25 500

Hide 500 1language at +15 500
Singing 500
Initiative 1000
Encumbrance 2000
Stike level 2000
Speak (native) 500

Poison/disease

Insanity/fear 250

Black magic 250 Resistance 750

White magic 250 Exhaustion 350
Red magic 250 Speed 10000
clear magic 250 Damage 2500
Blue magic 250 E.P.s per year 20

Brown magic 250 Spell points 2000
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1.3.8.2 Militiaman

The militiaman is the upholder of law and order in

Hobbit society, primarily a policeman, but in times of dan-

1.3.9 Gnome occupations

Gnomes are forest dwellers in the Korin-Thar world
system and typically follow only a single occupation, de-

ger also a professional soldier. However, militiamen rarelytailed below. However, it is recommended that they be

see outright war, acting more as agents of civil order thamllowed to train in some human occupations. Specifically,
warriors supporting state aggrandisement.

Base skills Additional skills

Climb 650 3 Weapons 600

Balance 650 Shield 600

Dodge 650 Foraging 600

Jump 650 Survival 600

Hide 500 Fletching 600
Singing 500
Initiative 650
Encumbrance 1300
Stike level 1000
Speak (native) 500

Poison/disease 250

Insanity/fear 250

Black magic 250 Resistance 650

White magic 250 Exhaustion 275
Red magic 250 Speed 6000
clear magic 250 Damage 2200
Blue magic 250 E.P.s per year 40

Brown magic 250 Spell points 2000

1.3.8.3 Servant

Hobbit society is eminently middle class, and con
siderable emphasis is placed on being seen to be well
do. For this reason, servants are far more widespread th
in most other cultures in the Korin-Thar world system
where they tend to be the exclusive preserve of the rulin]
classes. Servants tend to be very loyal to the families th
employ them.

Gnomes are sought out by entertainers to provide novelty,
by wizards as magically able pets, and also by thieving
guilds and burglars to help with illegal entry.

1.3.9.1 Ranger-Hunter

The ranger-hunter is a lonely figure, expert at sur-
viving in the deep forest without the aid of a supportive
society. Gnome ranger-hunters are rarely seen, although
they observe all that occurs in the territories they wander
trapping small game and scouring the earth for nourishing
plants and fruit.

Base skills Additional skills

Climb 600 2 Weapons 600

Balance 700 Survival 400

Dodge 600 Foraging 400

Jump 600 Track 400

Hide 400 Stealth 500
Singing 500
Initigtive 450
Encumbrance 1500
Stike level 950
Speak (native) 500

Poison/disease

Insanity/fear 250

Black magic 250 Resistance 650

White magic 250 Exhaustion 225
Red magic 250 Speed 5000
clear magic 250 Damage 2500
Blue magic 250 E.P.s per year 50

Brown magic 250 Spell points 2000

Base skills Additional skills
Climb 750 Cook 300
Balance 750 Musician 500
Dodge 750 Carpentry 800
Jump 750 Metalworking 800
Hide 500
Singing 500
Initigtive 1000
Encumbrance 2000
Stike level 2000
Speak (native) 500

Poison/disease

Insanity/fear 250

Black magic 250 Resistance 750

White magic 250 Exhaustion 250
Red magic 250 Speed 10000
clear magic 250 Damage 2500
Blue magic 250 E.P.s per year 25

Brown magic 250 Spell points 2000

1.3.10 Dwarven occupations

Dwarven society in the Korin-Thar world system is
a complex feudal one. In addition to the occupations de-
tailed below, they can choose from the following human
options:

Administrator, alchemist, assassin, bounty hunter,
cartographer, clothier, entertainer, farmer, fisherman,
hunter, innkeeper, jeweller, locksmith, mercenary, mason,
merchant, metalsmith, miller, miner, physician, potter,
priest/acolyte, sailor/pirate, scout, thief, toymaker,
weaponcrafter, woodcrafter.

1.3.10.1 Heavy footman
The heavy footman is the solid heart of the Dwarven

military. Traditionally, heavy footmen form the best
equipped and bravest units, standing firm against all man-
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Base skills

Additional skills

Climb
Balance
Dodge
Jump
Hide
Singing
Initiative
Encumbrance

Stike level
Speak (native)

Poison/disease
Insanity/fear
Black magic
White magic

Red magic
clear magic
Blue magic

Brown magic

500
500
700
500
500
500
550
800
1250
500

250
250
250
250
250
250
250
250

2 Weapons 400
2 Weapons 550
Shield 500
Foraging 600
Survival 600

Resistance 450

Exhaustion 225
Speed 5500
Damage 1900

E.P.s peryear 50
Spell points 2000

ner of enemies with a stubbornness only Dwarfs can mu
ter. Heavy footmen train to use very weighty arms an
equipment; their style of combat is basic and effective, by
in large battles they rely on their more manoeuvrable a

lies to protect them from being outflanked.

1.310.2 Light footman

The light footman is another soldier occupation, very
similar to the heavy footman in terms of training, but with
more of a focus on maintaining manoeuvrability in com;
bat. Light footmen traditionally bear a less substantial loa|
of arms and armour, operating as a rapid response rese
in combat (at least as rapid as Dwarven military tacticians

can envisage).

Base skills

Additional skills

Climb
Balance
Dodge
Jump
Hide
Singing
Initigtive
Encumbrance

Stike level
Speak (native)

Poison/disease
Insanity/fear
Black magic
White magic

Red magic
clear magic
Blue magic

Brown magic

500
450
500
500
500
500
450
1000
1000
500

250
250
250
250
250
250
250

2 Weapons 400
2 Weapons 550
Shield 500
Foraging 600
Survival 600

Resistance 500

Exhaustion 225
Speed 5000
Damage 2100

E.P.s peryear 50
Spell points 2000

1.3.10.3 Thane/Knight

The thane/knight is a member of the feudal warrior
elite in Dwarven society, a local ruler who maintains his
position through the promise of military service to an over-
lord. Knights are extremely well trained and provisioned,
and are always the offspring of the ruling classes (they
receive no additional skills or E.P.s based on their father’s
occupation). Adventuring knights tend to be younger sons,
free from the duties of land management. However, a

Dwarven knight is always loyal to his blood-brothers (those
of the same clan) above all else, and hence never really
escapes his duties to his family.

Base skills Additional skills

Climb 500 6 Weapons 400

Balance 500 Shield 400

Dodge 550 Heraldry 600

Jump 500 1 Script at +25 500

Hide 500 1 Language at +15 500

Singing 400 1Lanquage at +5 500
Initiative 500
Encumbrance 700
Stike level 1050
Speak (native) 500

Poison/disease

Insanity/fear 250

Black magic 250 Resistance 400

White magic 250 Exhaustion 200
Red magic 250 Speed 5000
clear magic 250 Damage 1400
Blue magic 250 E.P.s per year 60

Brown magic 250 Spell points 2000

1.3.11 Pixi occupations

In the Korin-Thar world system, Pixis are cantan-
kerous forest dwellers. In addition to the two occupations
listed below, they can choose to be illusionists, psionics or
wizards.

50



Chapter 1

Character Generation

13111 Archer

The Pixi archer is a tiny warrior, relying on speed to
keep him safe and the offerings of the forest to make higorin-Thar world system.
arrows deadly (or deadly funny). Beware the effects of a

painful needle-like jab from one of these Davids to a fool-

hardy Goliath.

Base skills

Additional skills

Climb
Balance
Dodge
Jump
Hide
Singing
Initiative
Encumbrance
Stike level

Speak (native)

Poison/disease
Insanity/fear
Black magic
White magic

Red magic
clear magic
Blue magic

Brown magic

350
500
500
500
500
500
550
1800
850
500

250
250
250
250
250
250
250
250

Bow
Longbow
1 Weapon
Herbalist

Stealth
Foraging

Resistance
Exhaustion
Speed
Damage
E.P.s per year
Spell points

300
(spec)
500
300
400
500

750
250
6000

2500
50
2000

1.3.11.2 Chief-trickster

The Pixi chief-trickster is the head of a forest com-
munity, a specialist in the bizarre magics with which Pixid
torment the mortal folks. They are merciless in their sear

1.3.12 The giant occupation

Giants are limited to a single occupation in the

1.312.1 Fighter

The giant fighter is not the recipient of any formal
martial training, but rather receives the wisdom of his im-
mediate family in honing his combat skills. Giants are
mean and solitary, but then who needs friends when you're
as tall as a house?

Base skills Additional skills

Climb 600 4 Weapons 750
Balance 700
Dodge 800
Jump 700
Hide 500
Singing 500
Initiative 600
Encumbrance 1000
Stike level 2000
Speak (native) 500

Poison/disease

Insanity/fear 250

Black magic 250 Resistance 500

White magic 250 Exhaustion 250
Red magic 250 Speed 9000
clear magic 250 Damage 2000
Blue magic 250 E.P.s per year 40

Brown magic 250 Spell points 2000

for humour and will incite their tribes to all manner of

beastliness. For details of chief-trickster powers, see tf}

magic chapter, section 5.12.

Base skills
Climb
Balance
Dodge
Jump

Hide
Singing
Initiative

Encumbrance
Stike level
Speak (native)

Poison/disease
Insanity/fear
Black magic
White magic
Red magic
clear magic
Blue magic
Brown magic

300
300
300
300
300
500
700
1800
1000
500

250
250
250
250
250
250
250

Additional skills

Locks & Mechanisms
Herbalist
Stealth

Resistance

Exhaustion
Speed
Damage
E.P.s per year
Spell points

300
500
500

750
300
7000
2500
60
1000

1.3.13 Centaur occupations

Within the Korin-Thar world system, Centaurs are
keen sighted creatures of the savannah, living in small fam-
ily groups. They can choose only the following two occu-
pations.
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1.3.13.1 Hunter 1.3.14 The Sverian occupation

Hunting is the primary pastime of the Centaur, be it The Sverian character can choose only a single oc-
for raw materials, trade or food. Hunters usually operateupation in the world of Korin-Thar (GMs should be very
in groups, using their exceptional eyesight and speed teautious about extending alternative occupational choices

track down, encircle and kill their prey. to them; it's supposed to be tough at first!)
Base skills Additional skills 1.314.1 \/\/ayf:a rer
Climb 750 Bow 400
Balance 600 Longbow (spec) The Sverian wayfarer operates as a general-purpose
Podge 600 Track 400 worker within Sverian society, until such time as he or she
Jump 400 2 Weapons 650 is deemed ready to go forth and travel in the wider world
Hide 500 | Weather divination 600 (a rite of passage towards adulthood and the higher stages
Singing 500 Fletching 800 of being). Their adventuring skills are therefore some-
Initiative 500 what basic, with training crammed in between the chores
Encumbrance o0 required to support the tribe.
Stike level 1200
Speak (ntive) 200 Base skills Additional skills
Climb 500 2 Weapons 600
. , Balance 500 Foragin 500
POISOY)./d]SEASe 250 Dodge 500 Surv?va? 500
Lnsanity /fear 230 Jump 500 Track 600
Black magic 250 Resistance 600 Hide 500
White magic 250 Exhaustion 250 Singing 500
Red magic 250 Speed 5500 Initiative 600
clear magic 250 Damage 2200 Encumbrance 1300
Blue magic 250 E.P.s per year 50 Stike level 1200
Brown magic 250 Spell points 2000 Speak (native) 500

1.3.13.2 Fletcher

Poison/disease

The Centaur dependence upon the longbow as thg Insanity/fear 250
primary hunting tool and weapon of defence produces Black magic 250 Resistance 700
strong need for the provision of an abundance of high qug White magic 250 T — 250
ity arrows. Most family groups maintain a single special Red magic 250 Speed 6000
ist fletcher, whose skills and expertise are highly respecte dlear magic 250 Damage 9300
Blue magic 250 E.P.s per year 40
Base skills Addifioﬂa[ skills Brown magic 250 SPCH POih’(S 1000
Climb 750 Bow 600
Balance 700 Longbow (spec)
Dodge 700 Fletching 200
Jump 700 Weaponcraft 600
Hide 500 Metalworking 1000
Singing 500
Initiative 750
Encumbrance 1800
Stike level 2000
Speak (native) 500

Poison/disease

Insanity/fear 250

Black magic 250 Resistance 750

White magic 250 Exhaustion 250
Red magic 250 Speed 10000
clear magic 250 Damage 2500
Blue magic 250 E.P.s per year 25

Brown magic 250 Spell points 2000
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2. Skills and Actions

The bulk of the activities characters will undertake Example: Gorn the unwieldy wishes to traverse a
during a role-playing session are handled using the skilog laid across a river. The GM checks the detailed de-
system. A character declares what activity they wish t scription for the balance skill and notes that the success
perform, makes an appropriate skill role and the GM in level for traversing a six-inch wide beam is 40, to be made
forms them of the consequences. The system is quick a every 10 feet travelled. The log is somewhat wider than 6
flexible, allowing numerous and varied activities to be inches, but is circular, and the spray from the river makes
modelled in a realistic manner. it precarious. The GM therefore decides to set a success
level of 50. The log is about 15 feet long; the GM decides
that only one roll is necessary to cover this distance.

2.1. Rules for skill use , ,
In order to make a skill roll a character simply rolls

1d100 and adds his modifier for the appropriate skill. This
211 The skill roll total is then compared to the success level required to de-
o termine an outcome. Note that a GM does not need to
. reveal what he has set the success level at, although he is
) When a ‘?hafa"ter ta}kes some course of agtlon fo f course free to do so if he sees fit. If the outcome of an
which success is not certain, they must make a skill roll tQction is not immediate. it is up to the GM to determine
determine their level of success. It is up to the GM to hether further attempt13 can be made. For example, a
decide whether an action requires aroll, or is simple enoug layer who makes a bad hide roll might ask to try and fin,d
to be accom- a better location.
plished without A reasonable re-
one. For exam- sponse might be

ple, it is clearly that while the
unnecessary to character has

make a roll when done their best
undertaking an and would not
action as trivial as naturally change
foIIowmg a location, if a
mountain path. friend were at

However, a roll hand to point out

wc.)uld' pe appro- the inadequacy of
priate if it became their position a

necessary to scalg further attempt
a section of rock could be made.

wall, or leap
across a fast flow-

. . Example:
iIng mountain Gorn the un-
stream. wieldy edges gin-

Before the

gerly onto the
character makes g

roll, the GM must
decide upon a
success level.
This is the mini-
mum total that

slippery log. The
GM requests that
he make a bal-
ance roll. Gorn
has a total bal-
ance modifier of

must be attained’ j( - minus16 (hence
in prder for the S - his epithet). He
action to be suc- F = _ rolls 1d100 and
cessfully accom- B " Tnoans 200 gets an 80, for a

plished. In the . total of 64 (80 -
detailed skill de- o 16). The GM in-

scriptions  that _ _ forms him that he
follow, numerous success levels are given for typical 9aMp a5 successfully negotiated the tricky river crossing.
ing situations. However, ultimately the scope for activity

within a role-playing environment is boundless and it is
impossible to provide example success levels for every
action a character may take. GMs should take the exam-
ple success levels provided as a guideline and make ap-
propriate adjustments for the precise game scenatrio.
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2.1.2 Critical rolls the effects of bulky equipment; in these cases, characters
should subtract their double encumbrance from any skill
When a character makes a roll and the resultis a ggjll (See section 1.1.7; this is not Slmply twice the value of
or 100 on the d100 (before addition of the character’s skilencumbrance). Again, the detailed description for a skill
mod; a “natural” 99 or 100), the result is callectitical will state whether double encumbrance needs to be taken
success|In these cases, the character has achieved his gd&fo account.
with remarkable flair and style. Even seemingly impossi-
ble feats, with very high success levels that a character ~ Example: Graceful Morgan desperately tries to
could not usually hope to achieve, can be accomplishe§Wim to the bank of the fast flowing river. The GM re-

with a critical success. The precise outcome is, as alway§uests that he make a swim roll, setting the success level
at the GM’s discretion. at 40. Morgan is a reasonable swimmer, with a total skill

mod of +14. However, he is wearing light armour and
Example: Gorn the unwieldy, having crossed the bearing weapons. The GM refers to the detailed descrip-
river, is alarmed to discover an enraged bull bearing downtion for the swim skill and notes that Morgan needs to sub-
on him. In desperation, he attempts to run back over th&ract his double encumbrance from this roll. Morgan’s
treacherous log. The GM requests a balance roll, secretlyflouble encumbrance is 24; he rolls a 55, for a total of 55
setting the success level at 90. Gorn rolls a natural 99+ 14 — 24 = 45. This time Morgan is lucky; the GM de-
This would usually be insufficient due to Gorn's negativeclares that a bedraggled Morgan hauls himself from the
modifier (99 — 16 = 83). However, as a critical roll it river some hundred feet downstream from where he fell in.
demands a special outcome. The GM declares that Gorflow the GM must determine which bank he has come
has skipped swiftly across the log in two nimble bounds.ashore on...

213 Fumbles 2.1.5 Novice skill rolls

Very low skill rolls can leave even a skilled charac- Sometimes, a situation will require a skill roll for a
ter in difficulties. When a character rolls between 1 and gsill that a character does not possess. This is not to say
on the d100 (a natural 1 to 9), his modifier is adjustedthat characters should be encouraged to “have a go”, using
Speciﬁca”y’ he 0n|y gets a percentage of his total Sk|||Sk|“S they do not own, but rather that desperate situations
modifier, equal to his natural roll x 10%. Hence a roll of 4 Sometimes require desperate efforts. When a character

leads to a character getting only 40% of his normal skillmakes a skill roll using a skill they have not learnt, the
mod; a roll of 2 means he only gets 20% of it. GM should calculate their stat mod as usual (as detailed in

the chapter on character generation, section 1.1.4), but

Note: negative mods are not adjusted for fumbles:@Pply a special 25 modifier. A normal skill roll is then
the full minus is still applied! made using this total modifier.

Example: Gorn's companion, Graceful Morgan, Example:Luckily for Morgan, he emerged from the
decides to cross the river and give the bull a piece of higiver on the side occupied by his companion Gorn. Un-
mind. Once again the GM requests a balance roll. Gracefufortunately, it is midwinter with dusk fast approaching and
Morgan has a +52 balance skill mod and is confident ofMorgan is soaked through. Gorn and Morgan decide to
success. Indeed, under normal conditions it would be imtry and get a fire started, using local deadwood. As Morgan
possible for Morgan not to gain a total in excess of thehas a tinderbox, this action would usually be accomplished
success level (50). However, Morgan rolls a 6. He thereWwithout a skill roll. However, it has recently rained heav-

fore only get 6 x 10 = 60% of his total skill modifier. This ily and all the wood at hand is quite damp. The GM de-
yields a +52 x 60/100 = +31.2 = +31. His total roll is clares that a survival skill roll is necessary, setting the suc-

therefore 6 + 31 = 37. To Morgan’s horror, the GM de- Ccess level at 35 for each hour of effort. Neither Gorn nor
clares that he has p|unged into the river. Morgan has the survival Skl”, but the GM decides to let
them both make an attempt. Stat mods are calculated in
the normal manner, yielding a +6 for Gorn and a +3 for
Morgan. Both have an additional —25 novice modifier,
214 Encumbrance, Jouble encumbrance and giving them respective totals of —25 + 6 = -19 for Gorn
physica[ skills and —25 + 3 = -22 for Morgan. Gorn rolls a 40, for a total
of 40 — 19 = 21. He has failed to light a fire in his first
Many activities for which physical skill rolls are hour of trying. Morgan, however, rolls a 60, for a total of
required become more difficult when arms, armour and60 — 22 = 38. The GM declares that he has successfully
equipment weigh a character down. To model this effectgot a fire going and is soon basking in its life-giving
characters subtract their encumbrance from such rolls (segarmth.
the chapter on character generation, section 1.1.7 for de-
tails on calculating encumbrance; it is not the same as the
encumbrance skill!) The detailed description for each skill
specifies whether encumbrance has an effect and should
be subtracted. Some skills are particularly vulnerable to
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2.1.6 Skill rolls and statistic checks ing throw modifier. However, a character does not usu-
ally make a saving throw by choice; rather, they are made
Sometimes an action will require a roll, but there isin response to something threatening in the character’s
no obviously relevant skill for the particular situation. In €nvironment. The GM will inform a character when they
these situations a GM must use their discretion and selef€€ed to make a saving throw. The main reasons for mak-
an appropriate statistic to add to the d100 roll in place of 89 saving throws are to resist spells, poison or disease
skill modifier (This is referred to asstat check) How- attacks and the psychological effects of extremely stress-
ever, whenever possible, a skill roll should be made inful and harrowing experiences.
stead. Skills reflect a character’s experience and develop- ~ The success level for saving throws is determined
ment in a way stats cannot; if the skill descriptions areby thestrengthof the attack. The strength of the various

carefully consulted, it will be found that most game situa-kinds of attack for which saving throws are necessary is
tions are in fact covered by one skill or another. usually a number between 1 and 30. Details of how the

strength of an attack is determined are given in the rel-

Example: A player asks the GM if their character €vant sections (the magic chapter for spells and the gam-
knows anything about the ancient cult that occupied théng environment chapter for poisons, diseases, insanities
ruins they are exploring. The GM could call for an intel- and fear attacks).
ligence check (a d100 roll plus the characters intelligence), Table 8 lists the success level for saves against at-
but this would be inappropriate. The situation is really tacks of various strengths; the perceptive will note that the
covered by either the ritual skill, which includes a histori- value is in fact simply the strength of the attack multiplied
cal, theological element, or by a specific law skill, such asPy 3, then added to 25. GMs need not always refer to this
history for this region. The GM might permit the player to table, therefore, to obtain success levels for saving throws.
make a novice law roll, but only if their character might

reasonably have come across this type of knowledge inthe ~ Example:Gorn and Morgan spend a harrowing
past. night hiding up a tree to escape the attentions of their

Orcish pursuers. Morgan didn't have time to get properly
dry before the Orcs arrived and as a result is at risk of
) contracting pneumonia. The GM consults the section on
21.7 Luck points diseases and determines that the strength of the attack will
be decided by summing 2d10. He rolls a 6 and a 4, for a
Luck points can be expended to alter a skill roll, ontotal of 10. The success level for Morgan's save is there-
a one for one basis. After a character has made an unsugre 55. This result can be obtained directly from Table 8,
cessful skill roll and expressed the wish to spend somey by applying the formula SAVE = 25 + (3 x ATTACK
luck, the GM informs him how many luck points are re- STRENGTH). Morgan has a save vrs poison/disease of

quired in order to turn the roll into a success. The playet7, He rolls a 61, for a total of 68, successfully resisting
can then decide whether to expend the luck, assuming tha}e disease attack.

have enough remaining, or to suffer the consequences of a
failed roll.

Example: Gorn and Morgan are not having a good
day. Their fire attracts the attention of a company of Orcs
out scouting. The desperate pair run to the fallen log and
once again attempt a crossing. Morgan crosses first and
this time is successful. Gorn, however, rolls a 42, which
with his skill modifier of —16 gives a total of 26. The GM
has previously set a success level of 65 for crossing the log
(slightly higher than for Gorn’s initial attempt, as it is now
dark). He therefore informs Gorn that he will need to spend
65 — 26 = 39 luck points in order to be successful. Gorn
resentfully agrees to expend the luck rather than risking
the river. His previous total of 95 luck points is reduced by
39, leaving him 56 luck points.

2.1.8 Saving throws

In addition to their skills, a character has a number
of saving throws. A saving throw represents a kind of
internal resistance, modelling a character’s ability to fight
off and resist threats other than actual, physical attacks.
Like skills, saving throws can be increased through the
expenditure of experience points. Also like skills, saving
throws are used by rolling 1d100 and adding the total sav-
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Action Success level
2.2 skill descriptions Climb cliff/wall with rope, per 30 ft* 10
Climb a free hanging rope, per 30 ft* 20
Climb a cliff, without a rope, per 30 ft* 65
. . Climb a typical (mediaeval style) wall,
2.2.1 Physical skills wi&y,gufampe, peyzoy&* 80
] Climb a rough hewn wall (plenty of hand
Acrobatics: (Primary mod: agility; secondary mod: holds), per 30ft* 50
strength; negative mod: size). This skill can be used Move hand over hand across a rope
perform all manner of gymnastic manoeuvres; the exan| supported at both ends (e.q. tied across a 25
ple skill levels below cover only a few obvious situations pit), per 30 ft*
Acrobatics should not be used as a kind of catchall skilf, Grab a rope, having fallen whilst climbing Velocity (in
however: in many situations, an alternative physical skill it meters/second) x 7
is appropriate. Hence acrobatics should not be used a] Grab a ledge, having fallen short from a -
substitute for dodge in combat, or for balance or jump fg jumping attempt
staying.sure—footed or leaping obstacles (otherwise ti € 1ab an outstretched hand while fulling past Velocity (in
acrobatic character will have no need to develop these other meters/second) x 5

skills). Double encumbrance should be subtracted from
acrobatics rolls.

* When using the optional exhaustion point rules (section 3.7.8) it costs
8 X ([100 — total climb skill mod]/100) exhaustion points for each 30 ft
climbed. For example, a character with a climb skill of + 22 would

Action Success level expend 8 x ([100 — 22]/100) = 8 x 78/100 = 6.24 = 6 exhaustion points
Back flip 45 per 30 ft climbed.
Somersault (from standing) 60 ** One such grab can be made per AT for a character. Hence, a charac-
Cartwheel 20 ter with AT 9 can make his first grab 9/10ths of a second after falling.
Flip to feet or backwards roll to go from %5 See combat and movement section 3.1, for more on AT, and the gaming
prone to standing in a single action environment section 4.1.1, for details of falling (especially establishing
Back flip out of combat range (following velocity).
successful dodge: see combat and 55
movement, section 3.7.17) Fly: (Primary mod: agility; secondary mod: intelli-
Break fall from a throw (see combat and Throw attack roll gence; negative mod: size). The fly skill represents the
movement, section 3.7.9) ability to manoeuvre effectively in three dimensions whilst
Break fall/roll from a fall (usually following in flight. While natural fliers such as birds tend to be highly
successful balance roll to land on feet: see 60 skilled in this respect, this is not necessarily the case for
the gaming environment, section 4.11) those who have obtained flight through magical means.

. ] o . ~ Rules for flying in combat are presented in the optional/
Balance: (Primary mod: agility; negative mod: gyanced section of the chapter on combat and movement,

size). The balance skill covers situations where characsgctions 3.7.12 and 3.7.13. The fly skill is affected by
ters must remain sure-footed, or re-orient themselves iRcumbrance.

space. It can also be used to maintain posture against sud-
den perturbations, such as an earthquake or shifting flog

Action Success level

Encumbrance should be subtracted from balance rolls.
Pulling out of a difficult dive, per second 60
» i Action Success level Making a turn to avoid a suddenly Current velocity
Walking a 6” beam, per 10 ft travelled 40 appeating obstacle (feet/sec)*
Walking a tightrope, per 10 ft travelled 80 . .
- — . Landing gracefully and without damage 20
Remain standing in a medium strength - -
60 Swooping to grab an item from the ground
earthquake 45
then return skywards

Maintain balance on ship deck, in 3 violent
storm (per 10 seconds)
Re-orient posture during a fall to land on
feet (see the gaming environment, section
411, for full details)

Traverse a 45° surface on foot (e.q. a slated
rooftop), per 30 ft.

35
* Note that maximum pace for flyers is typically presented in feet per
90-(3 x time to impact count, so should be multiplied by 10 to produce pace in feet per second.

in tenths of seconds)

Hide: (Primary mod: agility; tertiary mod: intelli-

40 gence; negative mod: size). The hide skill covers all situ-
ations in which a character attempts to avoid being de-
tected while remaining stationary. Clearly, the specific
circumstances will have a massive effect on the likelihood

terity). The climbing skill covers any situation where a of hiding successfully, so the example skill levels provide

character must traverse a surface, rope etc. using arms aHd .
L ere are very general. Encumbrance should be taken into
legs or arms alone. It also covers situations where charac-

ters attempt to make grabs for ledges, outstretched han&ccount at the GM's discretion; occupying small spaces

and so on. Often, when a GM is tempted to demand Ihay be inhibited by bulky equipment and metallic armour

dexterity stat check, a climbing roll will be more appropri- can make give-away sounds, but some circumstances might

i allow hide rolls to be made without taking encumbrance
ate. Encumbrance should be subtracted from climb rolls. ) :
into account, so judgement must be exercised.

Climbing: (Secondary mods: strength, agility, dex-
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Action

Success level

Action

Success level

Avoid detection in 3 cluttered, dim interior ) Make a horse charge: another horse 50
. _ Searchers sight
room (aqainst casual glance/mild a footman 30
. . x3/x5/x8 i
interest/detailed search) 3 pikeman 70
When well hidden, avoid detection through Keep a horse healthy in the wilderness (well] 30 to 70, depending
giveaway breathing or other noise (no Searchers hearing x3 fed and watered) on the breed and
background noise) degree of
Avoid detection in the wilderness by a No. of searchers x 10; domestication of the
group on the hunt (daytime; hunters have | modify for quality of animal
successfully tracked, heavy foliage) track roll Remain seated after bringing a horse to a 55
sudden stop from a charge
Jump: (Secondary mods: strength, agility; negative mod Remain seated after suffering a blow to the | Blow's base damage x 5
size). The jump skill should be used whenever a charact body or head on the charge
attempts to jump in order to clear some obstacle. The high Jump a six foot high obstacle 60
jump skill level given here assumes a hurdle, or other mea Jump a twelve foot long ditch 60

of jumping up while still landing safely. Similarly, the

long jump level assumes that characters will wish to land Seamanship:(secondary mods: strength, agility,
on their feet. GMs may wish to adjust rolls if the characterdexterity). Seamanship represents the ability to control a
is prepared to land in a more dangerous manner, at the risip or boat under treacherous conditions. It covers situa-
of damaging themselves (damage resolved at the GM'tions as diverse as organising and steering a ship to sur-
discretion). When attempting to clear a pit or similar, jumpsvive a storm, sailing effectively with a side wind (tacking)
which fall just short may be followed by a climb roll to and racing a rowing boat. Seamanship is a physical skill;
grab the opposite ledge. Rather than the usual succe#s not primarily about the knowing what to do of sailing
levels, formulas are provided for the jump skill which de- a ship, but rather the getting out on deck and doing it.
termine the distance cleared (based on the roll) as a pedsually, seamanship should be modified by encumbrance,
centage of the character’s own height. Jumping is modialthough GMs may wish to exercise discretion.

fied by encumbrance.

Success level

Action

Action % height cleared Maintaining a good course against 0
High jump. (50 + roll)/2 unfavourable winds (per day)
Diving over an obstacle (requires a Preventing a small boat from capsizing in a 60
successful roll with fall (acrobatics skill) to (70 + roll) /2 sea storm (per hour)
avoid injury) Negotiating difficult river rapids without .
Long jump (as above) (Roll + 50) x 2 striking rocks (per minute)
Standing long jump Roll + 50

Skiing: (Primary mod: agility; secondary mod:
Ride: (primary mod: agility; tertiary mod: strength; strength; tertiary mod: dexterity; negative mod: size).

negative mod: size). The ride skill covers all situations inCovers the use of simple wooden skis, strapped to the feet,
which a character needs to control a horse under challendQ negotiate snowy flats (cross-country) and mountainous
ing circumstances. Characters do not need to have trfdopes (downhill). Skiing is modified by encumbrance.
skill to sit on a horse and get it to walk. However, should
they attempt anything more complicated, even if it's onl
controlling their steed at a gallop, the ride skill is required]
An actual roll is only required when a specific, difficult
manoeuvre is attempted. Rules for mounted combat 3
provided in the advanced rules section of the chapter ¢
combat and movement, section 3.7.10 Rules for resolvirlgtoming to a sharp stop (from a fast pace) 5o
damage from falls are presented in section 4.1.1 of the toavoid a fall or obstacle
gaming environment chapter. Ride is generally modifie M3kingand landing safely from a jump
by encumbrance. from a precipitous edge

Action Success level

Using skis to half exhaustion costs when

) 30
traversing snowy country (per hour)

Safely negotiating a downhill slope of

medium difficulty (per half mile) 40

75

Sleight of hand:(Primary mod: dexterity; second-
ary mod: touch). The slight of hand skill covers situations
in which a practised degree of manual dexterity is called
for. Classic examples would be the performance of con-
jurer’s tricks such as find the lady, and palming objects to
make them appear from nowhere or disappear without
trace. However, the sleight of hand skill can be applied to
all manner of dextrous manipulations.
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aYeistels)

Action Success level

Cutting ’cbe purse of a typically aware Target’s touch x 5 Treading v.v;?ter in re[a’clrve]y calm 20
person in a crowded town square conditions, per minute
Making an item appear from nowhere (e.q. Target's sight x 3 Swimiming 100 feet” in:  Calm waters 0
behind someone’s ear) S

— Y p— T — Normal sea/medium river 40

//D;chvag obselkrers asﬁ;to’s e.[oca’clon .OI Highest observer’s sight Stormy sea/rapids 80

the lady” or pulling oft a similar con trick X3 Additionally supporting a comrade +20
Manipulate 3 lock pick or knife while Diving ¢ dium sized oblect

led or tied up Callows subsequent iving to recover a medium sized obje o~

manacied or pta q from 3 river bed

cutting of bonds or locks and mechanisms 60

attempt; low rolls will mean dropping the * When using the optional exhaustion point rules (section 3.7.8) it costs

lock pick or knife) 3 x ([100 — total swim mod)]100) exhaustion points for each 100 ft swum.
Escaping from bonds tied: ~ Rapidly 70 For example, a character with a swim skill of + 27 would expend 3 x
Expertly 120 ([100 — 27]/100) = 3 x 73/100 = 2.19 = 2 exhaustion points per 100 ft

Keeping a small object hidden (passing swum

between hands) during a reasonably Searcher’s sight x 8

thorough search.

Palming a small object to make it disappear | Highest observer’s sight
without attracting attention x5

Stealth: (Primary mod: Agility; tertiary mod: will;
negative mod: size). Stealth represents the art of cove
movement. It covers both the silencing of movement t
avoid detection by ear and the use of cover (and especia
shadows) to avoid detection by sight. The specifics of th
situation (lighting, noisy/clanking encumbrances, type o
ground to be covered, degree of cover available, alertne
of the potential discoverer etc.) will be very important, sc
the example skill levels provided will usually require some
modification. Stealth is modified by encumbrance.

Action Success level
Sneaking up behind an alert person on:
Grass Guard’s hearing x 5
Forest floor Guard's hearing x 7
Packed dirt/stone Guard’s hearmg x9
Sneaking in line of sight of quard, 100 feet Guard'ssight x 9
away across a shadowy courtyard
Keeping a target in sight during a pursuit
without being spotted in:
A crowded daylight street Target's sight x 4
. _ Averade of target's
A thick forest (daylight) sight and hearing x 4 Anna Szypszak
) ) Average of target's
Quiet backstreets (night) sight and hearing x 6
Swimming: (Primary mod: strength; secondary o ‘
mods: constitution, agility; negative mod: size). Swim- 2.2.2 Communication skills
ming, at its most basic, is the ability to remain afloat when
out of one’s depth in water. Stronger swimmers can pro- Ritual: (Secondary mod: intelligence; tertiary mod:

pel themselves through the water in an efficient mannerappearance). Ritual is the lore skill of the religious practi-
Swimming is modified by double encumbrance and maytioner. It encompasses some comparative theology and
even be affected by further penalties for particularly en-can be used in a limited way as a kind of catchall skill for
cumbering items at the GM’s discretion. Characters whayeneral religious knowledge. However, it is primarily con-
fail a swim roll are getting into trouble; a subsequent succerned with the details of ceremonial practice for a par-
cessful roll will get them out of trouble again, while a sec-ticular religion (although some knowledge of other reli-
ond failure means they are floundering and will need asgions’ ceremonies is included). Ritual covers a deeper
sistance to avoid beginning to drown (drowning damageknowledge of religious texts or oral traditions, a consid-
is covered in the chapter on the gaming environment, se®red interpretative stance and the actual carrying out of
tion 4.1.7). important rites. It can be used to inspire and reinforce the
faith of believers and enhance the impact of religiously
inspired magic through the ceremonial involvement of
other initiates and the laity.
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Action Success level constrained vocabulary. A strong accent is evident and
Notice an error in a ceremony or account 20 grammar will sometimes miscarry, causing misunderstand-
relating to one’s own religion ings. Example speech might include, “I am interested in

Give the general gist/important doctrines purchasing that trousers; what cost are they?”

2 ) 50
of another religion (of average size)
Successfully lead a religious ceremony or 0 Skill mod +16 to +30. Full understanding of sen-

rite for one’s own religion tence construction has been achieved. Able to converse
Recount verbatim a section of scripture 50 fluently, unless particularly advanced or abstract ideas are
(own religion) to be communicated. This is the typical level of speech

Recognise the religion to which a particular for a native speaker._ Fore_lgners will retain a noticeable
e but subtle accent, while natives’ speech will often betray a

symbol belongs (for fairly major religions) ; g
regional or class affiliation.

See priest magic in the

magic chapter, section Skill mod +31 and aboveMastery of the language

! has been achieved. Conversations can be held on virtually
S any topic, using a diverse vocabulary. Even if not the speak-
Sing: (Primary mod: appearance; secondary mOd:er’s mother tongue, there is no discernible accent and lo-

hearing). The sing skill quantifies a character’s ability 10| 5¢cents and mannerisms can be adopted to fit regional
produce music using their voice. Singing is typically agialects

tuneful rendition of lyrics, but can take more exotic forms,
such as the production of tones without words, chanting Write (Script): (Primary mod: Intelligence; terti-
and vocal percussion techniques. A good singer is tune- ' ’ X

ful. powerful and has a fine aporeciation of harmon and?ry mod: will). The write skill summarises a character’s
P © appre . y amiliarity with a particular script; their ability to both read
rhythm. In game terms, singing is most important to the

Use ceremony and the voices of fellow
believers to assist in spell casting.

bard, who uses it in conjunction with the weaving of spellsand WT‘te using a particular system Of. symbols. Gene_rally
(see the magic chapter, section 5.10), but can be useful ﬂ)eaklng, alanguage can be written in a number of differ-
performance situations, or simply to flesh out a characte

with a social dimension.

ent scripts. In order to decipher text, the reader must be
familiar with both the language and the script. English,
for example, like most European languages, is typically
et r— written in the Roman script. A person who is familiar
i ,tlon pa— Juccess eve with both English and French is able to read both, as long
eriorm 4 passable rendition of 3 we 30 as they are written using our traditional alphabet. How-
known song (in tune) . . ..
: ever, numerous other scripts exist (such as Japanese Kanji,
Perform 3 solo well enough to impress and ; . .
. . . or Hindu Sanskrit); an English speaker would be unable to
provoke an appropriate emotional reaction 60 . . . . .
. . read English, if written in Sanskrit, unless they were also
in 3 crowd of listeners . . . .
familiar with that symbol system. Like the speak skill,
90 rolls are rarely made using the write skill. Rather, a char-
acter’s total skill mod is used to determine their level of
competency according to the following guidelines.

Sing well enough to create a lasting
impression of wonder in an audience

Speak (language)(Primary mod: intelligence;
tertiary mod: will). Speak skills represent a character’s
ability to communicate effectively in a given language.
Normally, characters do not actually make speak skill rolls

in the course of play, although there are some circumstances ﬁki" mod 14 to —5V¢rydlimitded.uml:ierstal:jding. b
in which a GM might judge this appropriate (such as two"€Y characters are recognised and simple words can be

speakers with very poor mods in a mutual language at_sounded out” and thus interpreted, but complicated words

tempting to communicate a difficult concept). Rather, theand concept_s will _be mistranslated. Writing is extremely
following guidelines can be used to assist players wher§!OW and painstaking.
role-playing their characters’ attempts at communication.

Skill mod —15 or lesf\No understanding of the script.

Skill mod —4 to +15Basic ability with the script.
Reading is laboured, but as long as the subject matter is
fairly straightforward understanding is good. Writing is
somewhat haphazard, but generally interpretable.

Skill mod —15 or lessNo real knowledge of the
language.

Skill mod —14 to —5Faltering ability. Can commu- i )
nicate very simple ideas and concepts such as “want food”, kil mod +16 to +30Competency achieved. Read-
but no real understanding of grammatical rules and thd"d iS rapid and smooth, with only difficult and unusual
way sentences are constructed. Foreign accent is striking’cPulary causing problems. Writing is confident and
and mispronunciation common. Examples of permissiblg gible.
sentences might include, “hello, where marketplace?” Will

tend to understand a little more than can be communicated.  SKill mod +31 and above.Mastery of the script.
Virtually any concept can be easily absorbed and made

Skill mod —4 to +15The basic elements of the lan- SENS€ Of. Writing is quick and accomplished.

guage have been grasped, although the communicator is
still limited to fairly basic concepts and has a somewhat
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2.2.3 Combat skills priate sections of the chapters on combat and movement
and the gaming environment.

Bow: (Primary mod: sight; secondary mod: dexter- _
ity; tertiary mod: intelligence). The bow skill covers the EnCumbr.an.ce:(prlnjary mod: §trength; second-
efficient use of a variety of bow weapons and includesary mod: constitution; tertiary mod: size). The encum-

their Stringing’ drawing, a|m|ng/f|r|ng and genera] main- brance skill quantiﬁes a character’s ablllty to continue to
tenance. move smoothly and efficiently even when encumbered by

a substantial amount of armour or equipment. Encum-
Weapons coveredshort bow, composite bow, brance skill rolls are not made during the course of play.
recurve bow (with specialist), long bow (with specialist), Rather, itis used, along with the weight a character is car-

light crossbow, heavy crossbow, pistol crossbow, blow-Ying, to determine a character’s encumbrance score (see
pipe (with specialist). the chapter on character generation, section 1.1.7), which

in turn modifies many physical skill rolls.
Specialistslong bow; recurve bow; blowpipe. All

simply allow the weapon to be used; confer no additional Exotic knives: (primary mod: sight; secondary
+5 bonus. mod: dexterity; tertiary mod: intelligence). The exotic
knives skill covers the use of knives and like weapons as
Spending restrictionsione. rangedweapons. Hence, it subsumes weapons like throw-

ing axes and shuriken (throwing stars), but not when used
Chain weapons(Primary mod: dexterity; second- in melee combat (other skills cover these weapons when
ary mods: agility, strength; tertiary mod: intelligence; nega-used in this manner).
tive mod: size). The chain weapon skill covers all manner
of long ranged highly flexible combat implements, used Weapons coverethrowing knife, dagger (-5 when
in both one and two hands. These weapons can be usédfown), throwing axe, monwanga (throwing iron),
both as striking implements and to entangle opponents (seuriken, chakram, eggbombs.
the optional/advanced combat rules section 3.7.11). The
chain weapons skill should also be used when characters ~ Specialists:Knives (throwing knife, dagger), axes
attempt to cast grappling hooks or lasso animals. (throwing axe, throwing iron), disks (shuriken, chakram),
eggbomb. All specialists confer standard +5 mod.

Weapons coveretthip, kusarigami (chain section),

rante, star-type rante, nanchakas. Spending restrictionsione.

Specialistsone-handed chain (kusarigami, star-type Initiative: (Primary mod: agility; secondary mod:
rante); two-handed chain (rante, nanchakas); whip. Aligility; tertiary mod: intelligence; negative mod: size). In
confer standard +5 mod. combat, the initiative skill represents a character’s ability

to make the first strike, primarily modelling speed of re-

Spending restrictiond\either attack nor parry can flexes. The use of the initiative skill in combat is described
be raised above E.P. mod +50 without unarmed attack anit the chapter on combat and movement, section 3.3.1. It
parry E.P. mods of at least +15. Additionally, cannot becan also be used to determine speed of outcome in any
raised above E.P. mod +60 without unarmed attack an¢Rpid response situation. Initiative is modified by encum-
parry E.P. mods of at least +30 and one-handed swordyrance.
one-handed hafted, two-handed staved and two-handed
hafted attack and parry E.P. mods of at least +15. Net: (Primary mod: dexterity; secondary mod:

strength; tertiary mod: intelligence). The use of the net is

Disarm: (Primary mod: dexterity; secondary mod: combat is a fairly specialised undertaking. As a result, the
dexterity; tertiary mod: intelligence). The disarm skill is net skill covers the use of only a single weapon, used to
used during combat to remove a weapon from an oppoentangle an opponent. Details of the use of nets in combat
nents grip without inflicting a wound on them; it is com- can be found in the advanced/optional combat rules, sec-
monly used by the skilled fencer, for example. Rules fortion 3.7.11.
the use of the disarm skill are presented in the optional/
advanced combat rules section, section 3.7.11. Certain Weapons coveredhet.
weapons confer a special bonus for disarming, as noted in
their individual descriptions in the WEAPONS, ARMOUR Specialistsnone.
& EQUIPMENT booklet.

Spending restrictionsione.

Dodge: (Primary mod: agility; tertiary mod:
strength; negative mod: size). The dodge skill represents ~ One-handed hafted{Primary mod: dexterity; sec-
the ability to avoid all manner of attacks by a sudden an@ndary mod: strength; tertiary mod: intelligence). The one-
dramatic relocation of the body to avoid contact with ahanded hafted skill covers the use of unbalanced one-
potentially dangerous object. The dodge skill can be usetianded weapons, those with a handle or equivalent to grasp
to avoid melee and missile weapon attacks, as well as nat@nd some weighted striking surface at their ends.
ral hazards, traps etc. Its use is fully detailed in the appro-
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Weapons covered: spiked mace, war hammer, clubhanded hafted and unarmed skills’ attacks and parries.
maul, mace and chain, military flail, battle axe, bipennis
axe, hand axe, sickle, throwing axe (used in melee), Parry: (specialist for one-handed sword, one-
monwanga (used in melee). handed hafted; no mods). The specialist parry skill is unu-
sual, in that it does not confer a benefit with a particular
Specialistsone-handed club (spiked mace, war ham-class of weapons. Rather, it gives a special +5 bonus when-
mer, club, maul); one-handed flail (mace and chain, mili-ever a one-handed weapon is used in the off hand to parry
tary flail); one-handed axe (battle axe, bipennis axe, handith. Hence anything from a knife to a battle-axe could
axe, sickle); parry. All specialists confer the standard +%e used and still gain the specialist +5 mod. Note that the
mod; see the description of the parry specialist later in thiparry specialist does not confer a bonus when using shields.
section.
Shield: (primary mod: strength; secondary mod:
Spending restrictiond\either attack nor parry can dexterity; tertiary mod: intelligence). The shield skill cov-

be raised above E.P. mod +30 without possession of thgrs the use of all classes of shields to block incoming at-
one-handed sword skill. Attack cannot be raised abovgacks and to barge opponents.

E.P. mod +50 without parry E.P. mod of at least +30 and

one-handed sword attack E.P. mod of at least +30. Addi- Weapons Covered)uck|er, target Shie]d’ h0p|on'
tionally, cannot be raised above E.P. mod +60 without oneyiking round, kite, heater, scuton.

handed sword parry E.P. mod of at least +15 and E.P. mod

of at least +15 in two-handed staved, two-handed hafted Specialistsnone.

and unarmed skills’ attacks and parries. Parry cannot be

raised above E.P. mod +50 without attack E.P. mod of at Spending restrictionsparry cannot be raised above
least +30 and one-handed sword parry E.P. mod of atleagt p. mod +50 without one-handed hafted, one-handed

+30. Add|t|0na”y, cannot be raised above E.P. mod +6%Word and unarmed parry E.P. mods of at least +30.
without one-handed sword attack E.P. mod of at least +15

and E.P. mod of at least +15 in_ two-handed staveq, two- Strike level:(primary mod: agility; tertiary mod:
handed hafted and unarmed skills’ attacks and parries. gility: negative mod: size). A character’s strike level skill
represents their ability to make subtle alterations of stance
One-handed swordprimary mod: dexterity; sec-  and bodily position in the course of standard combat to
ondary mod: strength; tertiary mod: intelligence). The oneqyoid incoming attacks. Rolls are not made using the strike
handed sword skill covers all bladed, balanced one handegdye| skill. Rather, is it used in conjunction with a charac-
weapons, from knives to longswords. ter's encumbrance score to determine their strike level value
(see the chapter on character generation, section 1.1.7),
Weapons coveretbngsword, falchion, katana (used \yhich in turn determines how difficult they are to hit over
one handed), bastard sword (used one handed), ninjatgnd above any attempts to parry. The use of a character’s
gladius, long knife, wakizashi, knife, dagger, haladie, jitte,strike level in combat is described in the chapter on com-
rapier/foil, scimitar, cutlass/sabre. bat and movement, section 3.3.5.

Specialistsiong syvord (Iongsword,.fall_chion, ba;- Throwing spear:(primary mod: sight; secondary
tard sword); dagger (knife, dagger, haladie, jitte, throwingmqgs: dex, strength: tertiary mod: intelligence). The throw-
knife [-2 in melee]); scimitar (scimitar, katana, nijato, cut- jnq spear skill covers the use of spears, javelins, tridents
lass/saber); parry. All confer the standard +5 mod (see thgic a5 ranged weapons. In melee combat, these weapons

description of he parry specialist, later in this section). Foily e covered by the two-handed staved skill.
(rapier/foil); short sword (gladius, long knife, wakizashi).

Both confer the standard +5, and in addition allow the char- Weapons coverejavelin, one-handed spear, trident.
acter to make impale attacks (see the optional/advanced
combat rules, section 3.7.11). Specialistsnone.

Spending restrictiond¥either attack nor parry can Spending restrictionsione.

be raised above E.P. mod +30 without possession of the
one-handed hafted skill. Attack cannot be raised above Two-handed stavedprimary mod: strength; sec-

E.P. PT O?j +§?1 V\]fithdom palir)é IIED'P' m dOdfOf ellt leaSt3B3oA?jr:f0ndary mod: dexterity; tertiary mod: intelligence). The
one-hande afte a_tttac -P. mod of at eastfr : fwo-handed staved skill primarily covers the use of weap-
tionally, cannot be raised above E.P. mod +60 without one-

ons composed of a staff-like component, with or without
handed hafted parry E.P. mod of at least +15 and E.P. mC\J{' P P

fatl 151 handed d handed haft e addition of some blade, stabbing or contusing attach-
ofatleast +15 in two-handed staved, two-handed haftef,q ¢ '\ here the user’s hands tend to take a widely sepa-

and unarmed skills’ attacks and parries. Parry cannot bFated grip.  Additionally, the use of one-handed stabbing

raised above E.P. mod +50 without attack E.P. mod of a\'iveapons like spears and lances is covered by this skill.
least +30 and one-handed hafted parry E.P. mod of at least

+30. Additionally, cannot be raised above E.P. mod +60 Weapons coveregavelin, spear, trident, two-handed

without one-handed hafted attack E.P. mod of at least +1§pear, pike, halberd, pitch fork, sjang sutai, scythe, naginata,

and E.P. mod of at least +15 in two-handed staved, tWOhagamaki, guarterstaff, iron staff, lance, great flail.
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Specialists: staff (quarterstaff, iron staff); pole arm handed sword (flamberge, espadon, claymore, zweihander,
(halberd, sjang sutai, nagamaki, scythe, naginata), tworo-dachi, katana, bastard sword). Both confer the stand-
handed spear (two-handed spear, pike, pitch fork), twoard +5 mod.
handed flail (great flail), one-handed spear (javelin, spear,
trident, lance). All confer the standard +5 mod. Spending restrictiond\either attack nor parry can

be raised above E.P. mod +30 without possession of the

Spending restrictiond¥either attack nor parry can two-handed staved skill. Attack cannot be raised above
be raised above E.P. mod +30 without possession of the.P. mod +50 without parry E.P. mod of at least +30 and
two-handed hafted skill. Attack cannot be raised abovéwo-handed staved attack E.P. mod of at least +30. Addi-
E.P. mod +50 without parry E.P. mod of at least +30 andionally, cannot be raised above E.P. mod +60 without two-
two-handed hafted attack E.P. mod of at least +30. Addihanded staved parry E.P. mod of at least +15 and E.P. mod
tionally, cannot be raised above E.P. mod +60 without twoof at least +15 in one-handed sword, one-handed hafted
handed hafted parry E.P. mod of at least +15 and E.P. maahd unarmed skills’ attacks and parries. Parry cannot be
of at least +15 in one-handed sword, one-handed haftedhised above E.P. mod +50 without attack E.P. mod of at
and unarmed skills’ attacks and parries. Parry cannot bkeast +30 and two-handed staved parry E.P. mod of at least
raised above E.P. mod +50 without attack E.P. mod of at30. Additionally, cannot be raised above E.P. mod +60
least +30 and two-handed hafted parry E.P. mod of at leastithout two-handed staved attack E.P. mod of at least +15
+30. Additionally, cannot be raised above E.P. mod +6Cand E.P. mod of at least +15 in one-handed sword, one-
without two-handed hafted attack E.P. mod of at least +1%anded hafted and unarmed skills’ attacks and parries.
and E.P. mod of at least +15 in one-handed sword, one-
handed hafted and unarmed skills’ attacks and parries. Unarmed:(secondary mods: strength, agility, dex-

terity; tertiary mod: intelligence). The unarmed skill cov-

Two-handed hafted{primary mod: strength; sec- ers all manner of unarmed attacks, from punches and kicks
ondary mod: dexterity; tertiary mod: intelligence). The to throws and leg sweeps, as well as blocking using the
two-handed hafted skill covers the use of two-handed weaparms
ons where a grip is taken at one end of the weapon (with
hands relatively closed together) and the opposite end of Weapons coveredonfa (with specialist), knuckle
the weapon used to strike opponents. dusters, tiger claws, climbing palm guards.

Weapons coverettercules club, German war ham- Specialiststonfa. Allows tonfa to be used; confers
mer, woodman’s axe, great bipennis, flamberge, espadomo bonus.
claymore, zweihander, no-dachi, katana (used two handed),
bastard sword (used two handed). Spending restrictionsione.

Specialiststwo-handed unbalanced (Hercules club,
German war hammer, woodman’s axe, great bipennis); two-

2.2.4 Law and craft skills

Acting: (primary mod: intelligence; secondary mod:
appearance; tertiary mod: will). The acting skill encom-
passes the ability to stage act and hold the attention of an
audience during a performance, but also more intimate
tricks intended to deceive those with whom one is inter-
acting. Disguising give-away facial and verbal manner-
isms whilst lying, for example, might require an acting
roll, as well as more obviously performance relevant tal-
ents like mimicking voices. The acting skill can also be
used by the magic-using professions to disguise the vocal
and physical gestures associated with spell casting such
that they do not appear unusual.
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Fake own voice so it is not recognised as

Success level

ately endowed can breed, tame, train and where appropri-
ate command the animal group in question. Clearly, GMs

Agriculture: (secondary mods: intelligence, con-
stitution). The agriculture skill covers knowledge of land
husbandry, as well as the practical know-how to put th4
knowledge into action. It is the primary skill of the peas
ant farmer and as such perhaps the most commonly e
ployed skill of all in the settled, agrarian empires and king
doms. Indeed, it is a knowledge of agriculture that sep{
rates these kingdoms from the barbarian nomads af
hunter-gatherers they so despise, paving the way towa

specialisation and the division of labour.

Success level

own by: an acquaintance 50 must exercise discretion in applying this skill to different
3 friend 70 species of animal (some species will be more amenable to
Lie convincingly to: a close friend 50 humanoid intervention).
an acquaintance 30
3 stranger 10 Action Success level
Mimic the mannerisms and voice of a well Establishing contact with a wild animal such
studied target, such that in combination that its instinctive response (fight or flight) 70
with the creation of an appropriate is mediated/altered
appearance (see disquise) it is convincing Having a command obeyed (by a trained
to: animal) that is: straightforward 25
A distant audience 40 complex 40-60
Observers with only hearsay knowledge of - complexand dangerous 70-90
the target Successfully breeding for a desired trait 65
Observers of brief acquaintance with the 0 Training an animal to obey commands:
target From infancy 45
Close friends/colleagues of the target 130 From young 65
Add mimicry and expressiveness to a story Training an animal in a particularly difficult -0
such that it significantly enhances its 50 or unnatural “trick”
dramatic impact
Pass off spell casting as expressive Astrology: (primary mod: intelligence; secondary
mannerisms while: mod: soulstrength; tertiary mod: will). Astrology is an
Being closely scrutinized 80 elaborate system permitting the accomplished user to ob-
In a casual social situation 60 tain, through knowledge of another individual’s time and
Alone/unstudied in a crowd 25 place of birth, a detailed chart that can be used to ascertain
Watched casually from a distance watcher's sight x5 important life information. Note that to construct a use-
Perform well enough to move an audience able chart, the astrologer must have access not only to the
toa significant emotional and empathic subject’s time and place of birth, but also to an ephemeris
reaction while: (a work detailing planetary movements and providing tech-
Performing a finely crafted dramatic piece 20 nical assistance to the astrologer).
Acting in a typical stage show 70
Ranting in an ad lib manner 90

Action Success level

Make use of an ephemeris and accurate
birth information to produce a birth chart
(takes at least 3 day; a limited degree of
ltFa[]ure means that the chart contains some

60 (also requires
knowledge of the
maths skill)
inaccuracies)

plough (per hour)

Identifying a crop which is: Local 10
Foreign 25
Exotic 50
Knowledge of how to grow (when to sow
and reap, how to tend, when to rotate etc.)
3 crop which is: Local 20
Foreign 40
Exotic 70
Making efficient use of an animal-drawn 0

Animal husbandry: (secondary mods: intelli-

Interpret 3 birth chart to make inferences
about a person’s personality (one roll per
trait; failure results in an inaccurate trait
being inferred)
ccessfully predict an important life event
from a birth chart (e.qg. meeting a very
significant other, falling seriously ill, getting
an important opportunity)

50

75

Brewing: (primary mod: smell/taste; secondary
mod: intelligence). The brewing skill covers knowledge
and understanding of the processes by which traditional
ingredients can be fermented to produce alcoholic bever-
ages. ltincorporates awareness of the quality of the ingre-
dients and their impact upon the final product, some re-
finement in judging the worth of the various drinks that
can be produced (the good brewer is usually a connois-
seur) and associated skills such as distilling and appropri-
ately ageing liquor.

gence, will; tertiary mod: agility). The animal husbandry

skill encompasses all aspects of training and controlling a
domesticated animal. A separate animal husbandry skill
must be taken for each type of animal with which a char-
acter has familiarity (e.g. animal husbandry: hawking, or
animal husbandry: hunting dogs). A character appropri-
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Action Success level Disguise: (primary mod: intelligence; secondary mod:
Preparing basic alcoholic drinks successfully will). The disguise skill covers the use of clothing, props
(e.g. brewing ale from hops, barley, yeast 35 and makeup to alter a person’s physical appearance in a
etc.) realistic manner. Note that it does not include disguising
Producing a wine of vintage quality 80 + one’s voice, or impersonating the mannerisms of others,
Producing moonshine liquor 45 which come under the acting skill.
Refining and ageing a high quality spirit 70

Action Success level

Carpentry:(primary mOd deXterity; tertiary mod: | Look like a target of similar build to fool:
strength). The carpentry skill covers the use of wood il ,cone who's only heard a description of
the production of functional items such as furniture, carts the target 40
and so forth. As such it has a wide scope. Note, howevegr, 4, acquaintance of the target 70
that it does not cover the aesthetic aspects of woodwork- A close friend/colleague of the target 90
ing, such as carving and decoration, which are subsumegote: 3dd 20 to 50 o the success level for
under the woodcarving skill, or the use of wood in largg difficulties such as significantly different
scale building projects and ship construction, which arp  skin colour, physical build or sex)
covered by the timber-working and shipwright skills re- Do not look like oneself to fool:
spectively. Someone who's only heard a description 25
Someone who's seen you 40
Action Success level An acquaintance 55
Produce a functional, sturdy and A close friend/colleague 70
professional looking item of furniture (e.g. 40-60 )
chair, bed, wardrobe) Drawing: (primary mod: sight; secondary mod:
Make a specialist item, such as a cart wheel o= dexterity). The drawing skill encompasses the ability to
or barrel accurately represent imagined or copied scenes with ink
Break down an item, retaining its . or paints. While particular artistic techniques (such as per-
component timber in a reusable state spective) may reflect the character’s cultural knowledge

and therefore not be universal, the drawing skill will al-
Cartography:(secondary mods: intelligence, dex- ways confer the ability to create a picture which matches
terity, sight). The cartography skill represents the abilitythe artists intentions.
to make practical maps and charts. It incorporates both

the artistic and technical skills necessary for chart dra Action Success level
ing and the practical know-how required to judge distances sketch a person with reasonable accuracy
and terrain accurately during observational travel. based on:
A life model 35
Action Success level Memory 55
Make 3 useable coastal sea chart based on: Another person’s description (to the extent] 20
First hand experience 65 that it is accurate)
Sailors” accounts 90 Produce a high quality portrait, landscape 5650
Produce 3 useful and reasonably accurate " or devotional piece
local map for travellers Draw a plan or technical sketch for a well 40
Accurately chart difficult terrain (e.q. 70 studied building
mount3in passes)

Embalming: (secondary mods: dexterity, smell/

Cookery:(primary mod: smell/taste; tertiary mod: taste). The embalming skill represents knowledge of the
will). The cookery skill covers all aspects of food prepa-techniques that can be used to preserve the body after death,
ration, right up to the highest levels of culinary excellence.as well as the associated manual skills to employ such
In general, simple food preparation can be attempted eveknowledge. It covers such processes as mummification
by those who do not possess the cookery skill (with theand taxidermy, as well as short-term fixes useful to present
usual —25 mod). a respectable corpse at events such as wakes.

Action Success level

Action Success level

Skin and gut an animal without excessive . Make a corpse presentable, after: Typical
wastage (see also survival) natural death 25
Salt or smoke meat, cheese or fish to Death by unpleasant disease 40
: . I 30 . . o
improve its durability Serious bodily mutilation 65
Prepare potentially dangerous foods (e.g. 0 Embalming and mummifying a corpse for 45
shellfish, kidney beans) safely long term preservation
Use spices and herbs to significantly 0230 Stuffing a relatively undamaged animal or -
improve the taste of simple fare monster for display
Prepare a gourmet feast from a well stocked -
kitchen
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Engineering: (primary mod: intelligence; second- scapes.
ary mod: dexterity). The Engineering skill is employed in
the design of major works of construction, ranging fro

Success level

Action

the planning of a fortress or siege machine to the concejp-Obtaining a meal’s worth of food from a .
tion of an efficient irrigation or sanitation system. With- typical forest setting (per hour)
out a good engineer, any large scale building project { Finding vital nourishment under difficult
destined to fail. conditions (e.q. desert, high mountains, 60-80
snowfields etc.)
Action Success level Avoiding dangerous plants when foraging
Designing a fairly small-scale stone building in an unusual or daﬁgerous environment 4
(temple, inn etc.) 55 (e.g. rain forest)
Implementing an idea for an original ek d§se ) fare b Gonn 65
e~ 65 appropriate habitat (per day)
Conceiving and planning a large and . . . .
complex building project (e.q. a castle or a 75 ) ) Forgery: .(prlmary mod: s'ght’ secondary mOd
large bridge) intelligence; tertiary mod: dexterity). The forgery skill is

used when attempting to precisely mimic the fine detail of

Fishing: (secondary mods: dexterity, touch; terti- awork of art or bgsiness correspondence. Typical exam-
ary mod: will). The fishing skill encompasses the manyP!€s include forging the wax seal for a letter, copying a
and various techniques employed in the landing of marin¢/@luable painting or forging the signature/merchant's mark
animals, from catching river fish by tickling their bellies On @ promissory note. Of course, for artistic forgeries (such
to netting large hauls of sea dwelling fish or harpooning@S jewelry or paintings) the appropriate skills and materi-
whales. It also covers the maintenance of the tools necedls to create an item in the first place are required.
sary to employ these methods.

Action Success level

Forging a typical wax letter seal, from:

Action Success level

Spearing a decent haul of river fish (per 55 An example 40
hour; for a good meal) A sl<efccb 55
Netting 3 decent haul of sea fish (per trip) 35 A description 85

Catching a specific/exotic fish, using a line The forgery roll should

(per hour) 70-90 be noted down at
cregtion. Inspectors
Fletching: (primary mod: dexterity; tertiary mod: | Making 2 i of jewelry from cheap | must begt 5 )
touch). The fletching skill represents the ability to prof materials to appear more valuable. appropriate skill (e.g.

jewelcraft) to detect
the fake. They get +30
for a close inspection

duce usable arrows and quivers from suitable material
The fletcher is constrained by the quality of material avail
able, but generally the higher the roll, the better qualit

Write in the handwriting of another, if

the final item will be (arrows which confer a bonus re- , , 75
: : : . provided with an example
quire particular feathers and high quality woods/arrow 50120, plus
heads). The fletching skill covers the bonding of arrov] Forge a work of art (using very similar L )
. . ; appropriate other skill
parts and the creation of sharpened wooden or stone ti materials) olls.

but not the forging of metal arrowheads (covered by th
metal-working or weaponcraft skills).

lp

Glass-working:(primary mod: dexterity; tertiary
mod: intelligence). The glass-working skill represents both

Action Success level knowledge of the techniques used to produce glass of vari-
Producing useable (-5) arrows from ous hues (an expensive commaodity in mediaeval socie-
materials available in woodland (with 45

ties) and the ability to work the medium for the creation of
glass ornaments, stain glass windows and so forth. The
30 skilled glazier requires a specialised workshop and tools
to produce a quality product.

adequate tools, e.g. a knife)
Producing standard arrows or quarrels from
materials available in a town or city
Producing superior quality (+5) arrows

90

from suitable materials

Action Success level

Foraging: (primary mod: sight; secondary mod: | Froducing asheet OF“S?ab]Iq[aSS fora 30
intelligence; tertiary mod: smell/taste). The foraging skill—y-— W,mdowto_r eqluwa e_”; -
is used to obtain useful food and/or naturally occurrin o uc[nga;aggasSﬂxn one 55
herbs and spices from uncultivated land. Clearly, particy Sculpﬂn;?:zk;hj;iz[' {Z_;unne -
larly potent herbs can only be found if they can also be equivalent 40-75

identified using the herbalist skill. For foodstuffs, forag-
ing allows sustenance to be obtained in arid or unwelcom- Heraldry: (secondary mods: intelligence, will; ter-

mgtenwr(;)ns Ee.g. knowing V\(/jhelrle to It(?]okffor noutnsg!?fg tiary mod: sight). The heraldry skill is primarily the art of
roots and water sources) and aflows the forager o d erFecognising the allegiance of a soldier from their livery
entiate the edible from the poisonous in more plentiful land-
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(the colours they wear to identify themselves in battle

However, in many societies a complex system of rules ha
evolved around the use of identifying symbols, often dis}

Action
S Skin a large animal, preserving its pelt in

Success level

played on flags and shields. The heraldry skill can both H
used to identify the marks of a particular individual, fam/

ily, province, kingdom and so on and, in many cases, {

workable condition =

Fashion a pair of shoes from a decent o
quantity of leather

0 Produce 3 leather garment of superior 20

quality

determine aspects of parentage and allegiance from an
unidentified heraldic symbol.

History: (Primary mod: intelligence; secondary

Action Success level mod: will). The history skill is an academic lore skill,
Recognise the power represented by a representing both a good knowledge of general history and
heraldic symbol: an appreciation of the critical skills the historian employs
For 3 major kingdom 30 when attempting to discern historical truth from myriad
For a minor dignitary or province within 45 and contradictory written sources. In general, unless a PC
the skill owner's culture expresses a particular leaning, assume that their historical
For an obscure or foreign office holder 65 knowledge will focus on their society of origin.
From an obscure heraldic symbol,
determine: Action Success level
The region from which the user originates 40 Knowing an important date, or the history
The user's allegiance 55 surrounding a famous event 5
The user’s rank within their 50 Knowing what sources would be worth
kingdom/empire’s power structure consulting for details on a particular 50
Trace an individual’s ancestry through their 75 el e
heraldic symbol Recognising a historical inaccuracy in a tale
told or recorded by another source 4

Herbalist: (primary mod: intelligence; secondary

mod: smell/taste; tertiary mod: sight). The herbalist skill Jewelcraft: (primary mod: sight; secondary mod:
represents a thorough knowledge of the properties anghych; tertiary mod: intelligence). The jewelcraft skill
methods of preparing all manner of naturally occurringcovers all aspects of dealing with precious and semi-pre-
herbal flora. Itis the essential skill of the apothecary, butjous stones, from knowing where to mine, to cutting the

is useful to a variety of occupations. Herbs can be used tgones, to polishing, preparing and ultimately valuing them.
assist with the cure of illnesses and wounds, preserve or

enhance the taste of food, produce dyes and, of cour

produce potent poisons, among other things. The exarfi© Valuing a relatively well known type of

ple skill levels given here cover quite unusual situationg. stone, based on size 20
For the more common use of herbalist (to identify anqVA[gT more obscure or rare stone, based

employ particular herbs) GMs should refer to the WEAP on size and/or quality =
ONS, ARMOUR & EQUIPMENT booklet. For each herb Identifying a potential site for a future -
presented therein, a success level is listed to identify the mine

herb and another to apply it appropriately. A failure td Cutting a valuable stone toa fine finish 60-120

apply a herb properly generally means that that dose has

been wasted. Ki: (primary mod: will; secondary mod:
soulstrength). The ki skill (pronounced kee or chee) rep-
resents the ability to transcend the standard limits of physi-
cal competency through the power of the will. It is the
35 specialist skill of the warrior monk and cannot be learned
by other professions. Through use of the ki skill, the war-
rior monk focuses his mind to enhance his body in seem-
ingly magical ways. The use of the ki skill to perform
g5 specific actions is covered in detail in the chapter on magic,
section 5.9.

Success level

aYeistels)

Determine whether a particular habitat is
likely to support a particular type of herb

Detect the presence of 3 particular herb in
food from single mouthful
Grow a rare herb in conditions other than
its natural habitat

20-120, depending on
the herb’s pungency

Hide-working: (primary mod: dexterity; tertiary
mod: intelligence). The hide-working skill covers the de
sign and manufacture of all manner of leather and fur goods,
from ornamental masks to boots and trousers. It encork

passes the skinning of animals to retrieve the hide in good Locks and mechanisms (L&M)primary mod:
condition, proper preparation of the hide for various pur'dexterity; secondary mod: touch; tertiary mod: intelli-

poses and appropriate treatment (such as oiling) to preg'ence). The locks and mechanisms skill covers the design

serve it and make it workable. and manufacture of locks, but in game terms it is primarily
used to understand their mechanisms for the purposes of
picking them. The skill can also be used to spot and dis-
arm the treacherous traps that may be ingeniously built

25 + (5 x number of

s ki
Using a ki power spell points used
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into more advanced locks. In general, it takes around

paYeistels)

Success level

minute to pick a difficult lock, although this is at the GM’s| Obtain useable metal from appropriate ore 30

discretion. Characters should generally be allowed mo Mix alloys for specific purposes 65

than one attempt, but with a modified success level (e.§J. Work straightforward functional metal 2

+10 on the second attempt, +20 or 30 on the second and|so items using a forge

on). Craft fine or ar’c.is’cic metal items, using 580
moulding techniques

Success level

PaYeistels)

Milling: (primary mod: strength; secondary mod:

Pick a typical lock, with appropriate tools 60 | ! > < :
(picks) smell/taste; tertiary mod: intelligence). The milling skill
Pick a complex lock, or a combination type 75120 covers the production of flour from basic staple crops such
Pick a simple lock using a pin or equivalent 0 as maize, wheat, rice, rye, barley and so fqrth. In particu-
held in the mouth lar, it encompasses competency when using the technol-
_ _ P ogy that assists in the process of large scale flour produc-
Spot a trap on a lock (if a search is specified) 40-80 tion, such as grinding wheels,
Disarm a trép on % lock »(once spotted, 40-70
failure will set it off) Success level
Pick 3 lock with a trap without setting off | Normal success level + Service and use 3 water/wind powered
the trap (e.q. if the trap has not been seen) 60 grinding machine »
Separate the useful parts of a staple crop
Masonry: (primary mod: strength; secondary mod: from the husk etc. 25
dexterity; tertiary mod: intelligence). The masonry skilll'™Clean/refine flour to 3 high quality 40

represents knowledge and technical skills necessary for

the use of stone in large scale building projects. It is not Mineralogy: (primary mod: sight; secondary mod:
primarily an artistic skill, but rather embodies the know- jntelligence). The mineralogy skill represents a detailed
how essential in projects like cutting stone, building sup-knowledge of different base elements and their uses. It
porting pillars and arches, sealing stone walls and so fortthas a wide scope, from the identification of unusual ele-
ments, to knowledge of how to obtain pure metals from
their ores, to the prediction of appropriate regions for large-

Success level

PaYeistels)

Safely extract a useable block of stone from . scale mining projects.
3 quakr\/
Cut and polish a block of stone for a large . Action Success level
building Identifying a relatively rare mineral, and its
Construct a stone arch to bear weight safely 60 potential value/use >0-80
) . ] ] Spotting a seam bearing a particular
Maths: (primary mod: intelligence; tertiary mod: valuable mineral &
will). The maths skill describes the degree of numeracy Assessing the worth of 3 piece of land for
possessed by a character. Beyond very simple additi¢n mining purposes 6
and subtraction, all mathematical manipulations require|  Obtaining pure metal from an ore 35

maths skill roll. At higher levels, the maths skill covers

more advanced theoretical concepts, such as trigopnometry Musician: (primary mod: dexterity; secondary
and, where culturally appropriate, calculus and so forth. mod: hearing). A separate musician skill should be learned
for each musical instrument a character attempts to learn.
It represents the degree of technical mastery achieved by a

Success level

PaYeistels)

Successful long multiplication/division 15 musician and, in particular, the degree of expressiveness
Use trigonometry in advanced design . with which the instrument can be played. Often, a par-
projects ticular musician skill will imply not merely individual abil-
Construct scientific models of observed 90 ity, but a knowledge of how to interact successfully with
phenomena using complex equations other musicians in a harmonic and well timed perform-

ance.
Metal-working: (primary mod: dexterity; tertiary

mod: intelligence). The metal-working skill represents th{ Action Success level

ability to smelt good quality metals from ore, removing| improvise a spontaneous performance with 45
impurities as far as possible, to mix alloys and to produce other musicians
a variety of practical items, through the use of moulding Perform a challenging solo section to move

) X . . : 60-90
and shaping techniques. It is the stock skill of the black an audience
smith, but can encompass some degree of artistic skill |n Show technical expertise at a level that 0.70
the creation of ornamental metal items. Note that the metal- impresses onlookers

working skill does not cover the production of good qual-
ity weapons and armour, which are subsumed under the ~ Navigation: (secondary mods: sight, intelligence;
weaponcraft skill. tertiary mod: will). The navigation skill refers primarily
to the use of the sun and the stars (with appropriate tech-
nological assistance where necessary) to determine one’s
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position accurately, but also to the ability to apply thisa much more technical and specialist skill than either car-
knowledge to maps and charts to help determine an apprg@entry or timber-working. By virtue of familiarity with
priate course of action or direction of travel. The naviga-the optimum technologies for withstanding the power of
tion skill is more usually the speciality of the seafaringthe deep sea, shipwright confers some degree of ability at

man, but can also be usefully applied on dry land. actually sailing ocean-gong vessels.
Action Success level Action Success level
Use a map under difficult conditions (e.q. 0 Maintain a course in an ocean going vessel -
desert, mountains) (under good conditions, per hour)

Accurately determine position at sea using 55 Obtain suitable timber for a ship, based on

appropriate technological aids N —— 40-60
Plot a safe course through treacherous but £0-80 Treat/set timber to withstand an ocean -

charted waters voyage
Perfumery: (primary mod: smell/taste; tertiary Survival: (primary mod: dexterity; secondary mod:

mod: intelligence). The perfumery skill represents theintelligence; tertiary mod: constitution). The survival skill
ability to mix various naturally occurring oils, herbs and is a sort of catchall wilderness endurance index. It is a
so forth to produce particular smells. It also encompassasieasure of a character’s ability to survive away from the
knowledge of how traditional scent ingredients are obtainedthelping hands of society and as such covers a wide range
from the flora and fauna that originally hosted them (e.g.of situations, such lighting a fire without a flint and tinder,
getting rose oil from roses, or musk from musk deer).finding water and nutrients from local flora or building an
Often, some chemical know-how is implied (e.g. the useeffective shelter against adverse weather. In a sense, the
of sulfur, ammonia etc. in producing pungent smells, asurvivalist is something of a jack of all trades; the survival
well as preservative and colouring chemicals for particu-skill covers a variety of situations

lar purposes).

Action uccess level
Action Success level Light a fire using flint and tinder (per hour)
Produce 3 scent to mimic 3 particular smell 40-80 with:
Obtaining ingredients from herbs/plants, e 4e Dry materials No roll required
once located or identified Damp wood 35
Maintain a delicate fragrance in a preserving 40 Following heavy rain 55
solution Maximising meagre resources over the long
term (e.g. minimising activity, using every 30-60

Physician:(primary mod: intelligence; tertiary mod: dex- | part of a plant/animal for nutrition)
terity). The physician skill is used to provide basic firs{ Build a shelter against heavy wind/rain

aid for physical injuries, as well as appropriate simple treaf- in: Forrest 30
ments for various general health problems. It will often Light brush 60
comprise some knowledge of anatomy and reliable prac{  Trapping small animals sufficient for a 45

cal remedies for various ailments, but more advanced d_hearty meal, in an abundant environment
agnoses and treatments can be based on questionablg of?Ptaining useable nutrients/water by | As foraging skill, but
superstitious premises. In game terms, it is mainly used ta scavenging/gathering 20
assist with the cure of physical injuries (dealt with in the ]

chapter on combat and movement) and to help minimise ~ Textiles:(primary mod: dexterity; secondary mod:

the impact of poisons and diseases (dealt with in the chaygight; tertiary mod: intelligence). The textiles skill repre-
ter on the gaming environment). sents the ability to work common textiles, such as linen,

cotton, wool and silk, into wearable garments of clothing
or decorative items. Itis primarily practical as opposed to

Action Success level
Assist in the treatment of a disease (see | Adds physician’s skill artistic, covering the proper preparation of materials from
section 4.1.4) mod to saves the early stages of production, through weaving techniques,
Bandage/stitch/cauterize 3 wound (see 2 xwound’s injury to the cutting and stitching of garments. It also encom-
section 3.3.7.8) points passes basic dying techniques and the proper care of fin-
Treat a minor but irritating ailment with 0 ished items.

natural remedies

Successful[y diagnose a disease, inc]udl’ng 35.75 — Action : Success level
recognising potential infection risks - Stitching torn or damaged clothing to 20
extend its lifetime
. . . . Using a loom effectively to produce good
Shlpwrlght: (p.r|mary mod: degterlt'y; secgndary quality materil 35
mods: strength, intelligence). The shipwright skill repref ;e 3 well fitting simple garment (shirt
sents the specialist knowledge necessary to construct n etc.) 40

ocean-going vessel. Itincludes a large element of work-
ing with and weathering timber, but also covers nautical
design, the construction of sails and so forth. As suchitis
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Timber-working: (secondary mods: strength, in- ance.
telligence, dexterity). The timber-working skill covers the

use of wood in large scale building projects (wood bein Action Success level

the structural basis of the majority of mediaeval buildings).  Craft a useable iron weapon of 3 fairly 40

It also covers the original production of suitable pieces df standard type

timber from trees, including their felling and the subse{ Repair a garment of armour that has been SO

quent process of obtaining good quality timber suitabl damaged

for specific building purposes, as well as knowledge of Produce a weighted blade of superior 80130

various preservative techniques used to improve the lop- quality/strength/durability

gevity of buildings. Work particularly challenging materials e
(e.q. magical metals)

Action Success level

Felling a large tree in a safe manner Weather divining:(primary mod: sight; second-
(controlling falling direction) 30 ary mppls: smell/t.a}ste, touch). The weather Fj|yining skill
Cutting a tree to maximise the quantity of o guantifies the ablllty' t'o make accurate predlctlon's' about
useable timber obtained future weather conditions, based on current conditions or
Determine the best type of wood for a 20-40 alternative sources su.ch as the behaviour of' animals. It
particular building project . covers both intuitive situations such as smelling a storm

and the deliberate act of attempting to predict future mete-
Track: (primary mod: sight; tertiary mod: smell/ orological events.
taste). The track skill quantifies a character’s ability to

obtain useful information from the tracks and other clue Success level
left by animals and humanoids as they travel. It includesUse the behaviour of domesticated animals

the abilities to pick up, identify and follow tracks, as well| to roughly predict weather over coming 40-70
as the use of dung and other give-away signs to determipe days

the nature of the local fauna. The expert tracker can gle{ Smell/sense the approach of potentially 2= 80

a great deal of information from a very minimal source dangerous weather

such as the weight of a man from the size/depth of hfs  Vse seasonal knowledge to make 10-30
print. predictions regarding temperature etc.

Woodcarving: (primary mod: dexterity; tertiary
mod: sight). The woodcarving skill covers the intricate

Action Success level

Spot tracks on soft ground (when

looking): Light 50 and artigtic working of yvood to produge objects of qrt and
Heavy 55 decoration or to embellish Iarggr functlonal quden items.
Follow tracks over soft ground (per hour): It encompasses both the artistic skills to envision and cre-
Light 35 ate workable ideas and the necessary dexterity and crafts-
Heavy 20 manship to implement those ideas.
Deliberately disquised 90
- ) 50, +5 per group Success level
Disguise a group’s tracks member Carve an intricate ornamental piece for 30-60
Distinguish the type of animal from its e decorative purposes
tracks Add attractive design features to an 1560
Ascertain the rough size of a group from 40 otherwise functional item
tracks
Ascertain the size/weight of 3 humanoid
_ 55-90
from their tracks
Ascertain age of tracks (to nearest day) 50

* Slows walking pace to half normal

Weaponcraft:(primary mod: dexterity; secondary
mod: strength; tertiary mod: intelligence). The weaponcraft
skill covers the advanced techniques necessary to forge
weapons of fighting quality from suitable materials, as well
as the production of intricate pieces of armour. In particu-
lar, it confers a knowledge of how to maximise the strength
and durability of the component materials, particularly at
bonding points. At high levels, the skill includes knowl-
edge of how to produce items weighted to be maximally
efficient. It can also confer awareness of advanced tech-
niques, such as the folding of metals to purify them and
the use of clay of graded thickness to affect metal cooling,
in order to specify a particular level of hardness or endur-
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3. Combat 3nd Movement

Unlike most role-playing systems, action in Hexicon chapter concludes with a number of optional advanced
does not proceed on a round-by-round basis. Instead, amles. It is recommended that players and GMs become
tion unravels naturally on a real-time basis. The time taketfiamiliar with the basic combat and movement system before
to complete a given action is calculated and the GM changesttempting to incorporate the advanced rules into their
focus accordingly, moving between characters and NPCgame.
at appropriate junctures. This process can initially seem
challenging, but the end result is a smoother and more re-

alistic feeling action environment. 3.2 Movement

31 Game HOW basics For the purposes of calculating movement, each
character or NPC has pace values, typically one for
sprinting, one for jogging and one for walking. These
When an action sequence begins, the GM beginsalues represent the number of feet that can be travelled in
keeping track of time, starting at zero. Game flow thenone count. Hence, to calculate how long it will take to
progresses on an overall scale in tenths of seconds (hergavel a certain distance (in counts) simply divide the
after referred to asountg. Hence, when a character takes distance to be travelled in feet by the character’s pace value.
some course of action, the GM will inform him how long
that action will take and return to him when the appropri- Example:A character wishes to jog to an open
ate count is reached. doorway, 400 feet away along a city street. The character’s
jogging pace is 1.1. It therefore takes a total time of 400/
Example:A character elects to charge across an 1.1 = 363.6 = 364 counts (to the nearest count) to reach
open courtyard in order to engage an enemy. The GMhe doorway. This total time is equivalent to just over 36
informs him that he’ll arrive at the enemy “on forty” (four seconds.
seconds into the current action sequence) and returns to

him when that time is reached. Inthe meantime other char- Characters will tend to sprint in the course of an
acters and NPCs may take alternative actions, such as firaction sequence. Optionally, GMs may wish to model the
ing missile weapons. effects of accelerating from standing. To do so, the first

second (10 counts) of running is considered to be at a

The speed at which actions are completed will de-character’s jogging pace, to reflect the speed up process.
pend on the action in question and certain qualities of th&imilarly, if they must decelerate at the end of the run (to
character/NPC. The time taken to complete most actionengage an enemy, for example) the final second should be
will reflect a character’s attack time, pace and, for spellconsidered a jog. Other factors affecting movement can be
casting, level of competency with that particular spell. Thefound in Table 9, which lists a number of movement modi-
basic unit of action for a character is their attack time (AT).fiers for difficult terrain and some conversion values for
This value represents the time it takes a character to makbose happier working in meters. To apply a movement
one attack (e.g. take a swing) in counts (tenths of secondsnodifier, simply multiply the time a movement would usu-
Actions such as drawing weapons and aiming and firingally take over good ground by the movement modifier.
bows reflect a characters AT; for example, it takes 3 ATs
(3 x a character’s AT) to draw an arrow, fit it and fire a Example:Roswella, a character with a sprinting
snap shot (a shot with minimal aiming). When characterpace of 2.1 (and a jogging pace of 1.1) wishes to engage
are engaged in hand-to-hand combat, each swing they taks enemy 135 ft distant. The GM would perform the
takes one AT. The GM keeps track of the ongoing time foifollowing calculations: First, he would ascertain the
each individual combat, swapping between them at condistance covered in the two seconds of jogging (one to
venient pausing points. accelerate, one to decelerate). This total is 20 (time in

counts) x 1.1 (jogging pace) = 22 feet. This total is

Example:A character is attacking an NPC. After subtracted from the distance to be covered, leaving 135 —
taking two swings, the NPC gains the attack (parries suf22 = 113 feet. This distance is then divided by Roswella’s
ficiently well to begin attacking back; see the section onsprinting pace, to yield a sprinting time of 113/2.1 = 53.8
hand-to-hand combat later). The GM could swap to an=54 counts. The total time taken is therefore 54 (sprinting
alternative individual combat at this point, noting the time time) + 20 (accelerating and decelerating time) = 74
reached and whose attack was to follow in the first com-counts. If the intervening ground were covered in thick
bat, or allow the NPC to make his attacks before changinggrass, the additional modifier of x2 (from Table 9) would
focus. be applied to yield a total time of 148 counts.

This process will become clearer in the sections that
follow. Sections 3.3 to 3.5 detail the basic rules and are
followed by a lengthy and detailed example, covering a
typical action sequence for a party of five adventurers. The
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3.3 Hand-to-hand combat

y

The hand-to-hand combat system in Hexicon is de
signed for maximum realism without sacrificing
playability. Itis detailed enough to provide a real feel fol
the nature of an individual combat and the particular fight
ing style of a combatant. This realism is also reflected il
the rapidity of the armed encounter. Players used to oth &
role-playing systems may initially be surprised at how swi
and deadly an encounter can be; in particular, it is quit
possible for an advanced character to fall under a sing®
blow. GMs are therefore advised to be cautious, in orde
to avoid decimating overconfident parties. Combat will
initially be described for the simple case of two combat
ants engaging one another. It will subsequently be e;
panded to deal with more typical situations, in which ¢
number of characters are engaged with opponents and
in which one character or NPC is engaging two or mor
opponents simultaneously.

Anna Szypszak

331 Initiative falchion’s initiative mod is -5 and she is unencumbered

U first . th batant flnd uninjured. Roswella rolls a 67, yielding a total initia-
—pon hirst éngaging one anothér, combatants Musk o o o 67 + 35(skill mod) —5(weapon mod) = 97. This
make initiative rolls to determine who will strike first. The

s ) : X L is greater than Sir Garrick’s total, so Roswella gets to strike
initiative roll is a typical skill roll; the character’s initia- firgt 9

tive skill mod is added to 1d100, and any additional modi-
fiers are applied. The primary modifier comes from the
type of weapon that is being used; each weapon has an
initiative mod, as detailed in the WEAPONS, ARMOUR 3.3.2 The attack drive
& EQUIPMENT booklet. Some weapons, such as 2-h
spears, list two initiative mods. In these cases, the former When a character or NPC is attacking, it is said to
mod applies to situations in which combatants are engagse theirattack drive A character continues to make at-
ing from a long distance (such as charging across an opeacks in an attack drive until either the opponent parries
courtyard), the latter to situations in which combat is initi- sufficiently well togain the attackor the character has
ated at close quarters. Characters must further subtract theised up their maximum number of attacks. At this point,
encumbrance (the total encumbrance, based on weiglhe opponent commences his or her own attack drive. A
carried, not the encumbrance skill itself) and their injurycharacter’s maximum number of attacks is listed in the
points (see the later section on damage). Each combaireapon section of the character sheet. It is equal to their
ant's total is then compared, with the higher roller win- total strike plus divided by 15 and roundksivn Weapon
ning initiative and striking first. mods are not included when making this calculation. If a
character is bearing a weapon in either hand and wishes to
ExampleSir Garrick, an armoured combatant bear- use them both in a single attack drive, it is the lower maxi-
ing a claymore (2-h sword) is being engaged by Roswellamum number of attacks that is used.
an unarmoured character fighting with a falchion and tar-
get shield. Sir Garrick has an initiative skill total of +22. Example:Roswella attacks using her falchion. She
His claymore’s initiative mod is —5 and he is encumberechas a total strike plus of +46 (1-h sword skill: attack) —2
by 15 points. Additionally, Sir Garrick has already emerged(falchion weapon strike mod) = +44. However, for calcu-
victorious from a previous combat in which he received anlating her maximum attacks per drive, she uses the un-
injury to the thigh, for a total of 7 injury points. Sir Garrick modified +46. This yields 46/3 = 3.07 = 3 attacks maxi-
rolls a 46, yielding a total initiative roll of 46 + 22 (skill mum (rounded down).
mod) — 5 (weapon mod) —15 (encumbrance mod) —7 (in-
jury mod) = 41.
Note: the weapon section on the character sheet
includes a box for total initiative plus, in which the char-

acter’s skill mod, weapon mod and encumbrance mod can
be totalled to speed this calculation! In the case of Sir To make an attack, a combatant rolls 1d100 and adds

Garrick, his total initiative plus of +2 would be added to their total strike mod. The total strike mod consists of their
his roll émd his injury points subtracted. attack skill mod with the relevant weapon and the weapon

Roswella has an initiative skill total of +35. The Mod. Attack and parry rolls are modified by injury points

3.3.3 Attacking, parrying, and dodging
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(see later), but ndty encumbrance. In addition, a modi- Example: Roswella follows up her first attack with
fier is applied based on the kind of weapon used to attack second. She rolls a 23, for a total attack of 67 (23 + 44).
and the kind of defence used (the parrying weapon oS6ir Garrick again attempts to parry. This time, he rolls a
dodge). This is theelative weapon madTo find it, sim- 47, yielding a total parry of 95 (47 + 48). Since 95 beats
ply refer to Table 10. Each weapon has a type; the attacl7 by more than 15 points (95 — 67 = 28), Sir Garrick has
ing weapon’s type is listed down the left hand side of Ta-gained the attack. Had he failed to do so, Roswella, with
ble 10, while the defending weapon'’s type, in addition toup to three attacks, could have swung again.
categories for dodging or making an unarmed defence, is
listed along the top. The number listed where the two in- For humanoid combatants (including all PCs), it is
tersect is the modifier; this modifier is always a negativeimpossible to gain the attack using a dodge. A dodge rep-
mod, to be subtracted from either the strike or the parryfesents a fairly major movement away from the attacking
dodge. The prefiA indicates it should be subtracted from blow, leaving plenty of time for the attacker to recover and
the attack roll, while the prefi® indicates it should be attack again. Dodging will therefore only allow the de-
subtracted from the defender’s parry/dodge roll. Unlikefender to commence with their own attack drive once the
most skill rolls, there is an absolute maximum on the at-attacker has completed their maximum number of attacks.
tack roll; its total can never exceed 120. Totals above 126or monsters and animals that use dodging as their pri-
are simply treated as 120. mary defence (e.g. wolves), itis possible to gain the attack
Once the attack roll has been made, the defendeusing dodges at the GM'’s discretion.
attempts to parry or dodge. This roll is similar to the at-
tack roll. 1d100 is rolled, with the relevant defence skill
mod (parry or dodge) and, for parries, weapon mod, added. .
Again, it cannot exceed a total of 120. If the parry or dodge 3.3.5 The strike level

roll is greater thaor equal tathe attack roll, the defender . .
has parried or dodged the blow. In addition to their parry or dodge, defenders have a

Note: this means that if both rolls are very high andbasm ability to avoid blows. Their strike level represents

therefore get capped to 120, the defender will successfull} is abiIity.. A defender usate greaterof their strike
parry or dodge. Hence, when highly skilled opponent evel or their parry/dodge roll against an attack. A charac-

fight, a succession of parries becomes more likely. In exler's strike level models subtle and controlled avoidance

ceptional cases, characters or NPCs may have strike Jpovements in the course of combat. For this reason, it is
parry mods in e>’<cess of +120 and would therefore be expossible to gain the attack with strike level, if the attack-
pected to parry every blow. However, as with all skill ing blow falls more than 15 points below it. Note that a

rolls, attack and parry mods get modified for rolls of 1 to 9character’s strike level is affected by their injury point to-
on a d100 (see the chapter on skills and actions, sectiotﬁl'

2.1.3).

Example: Sir Garrick, having gained the attack,
Example: Roswella is attacking with a falchion; its elects to attack Roswella back. Roswella decides to parry

type is longsword. Sir Garrick will parry with his clay- with hgr target shield. C.ross—indexing 2 s_word \.Nith tar-
more; its type is 2-h sword. Referring to Table 10, it igget shield on Table 10 yields the reguil5. Sir Garrick’s

found that cross-indexing a longsword against a 2-h sworc}Otal strike mod.is LISNEIEE SEE (attapk sll) +.0 pon
gives the modifieD -5. Thus, Sir Garrick will have an mod) ~15 (relative weapon mod) ~7 (injury points) = +43.

extra mod of =5 for his parry. Roswella’s total attack skill iz roIIRs a 41i|f°r ?I ezl 84|'_| | dis +50
mod is +44 (+46 attack skill, -2 weapon mod). She rolls a oswella rolls to parry. Her total parry mod is +

90; her total attack is therefore 134. However, the maxi—(s‘hiGId skill) +0 (weapon mod) = +50. Roswellas luck is
mljm for attacks is 120. so this becomes her té)tal out and she only rolls a 5. She therefore only gets to add (5

Sir Garrick now rolls his parry. He has a total x 10 =50%) of her total mod (see skill use, section 2.1.3).

parry mod of +65 (parry skill for 2-h sword) +0 (weapon ghl's ISS5'OG)-(5O'/ 180 - 25|; Hance, heréotal |s”orr1]ly 30, W.i”
attack mod) -5 (relative weapon mod) —7 (injury points) :I € O;N » g 0 ami. S a:]tac ' owe\{:ar, f (r)]sweTe;]. as astnsg
+48. He rolls a 72, for a total of 125, again capped to 120.(‘:"e 'ok’ ' mak It?QG €ravery agiie 'r? ter 1S heatls_l g
Sir Garrick therefore successfully parries Roswella’s first arric _sattac 9 [, TSI i) 10 TS LUELE |l
bl Sir Garrick’s total been below 75 Roswella would also have
OoW. . N :
gained the attack, but in this case she does not, and Sir

334 Gaining the attack Garrick is able to attack again.

For many parries, the defender will stop the blow,

but the attacker may have further attacks to follow. How- 3.3.6 The time course of combat
ever, if a parry is particularly well executed the defender
will be able to redirect an attacker’s blow so successfully When combatants engage, the GM needs to keep

that theygain the attackcommencing their own attack track of how long the combat is taking. Each attack takes
drive early. To do so, itis necessary for a parry roll to beathe character’s base AT, plus the AT mod of the weapon
an attack roll by 15 points or more. Note that the limit of they are using, in counts. The GM simply keeps a running
120 for attacks and parries means that it is impossible ttotal as the combat progresses.

gain the attack against an attack roll of over 105.
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Example: The fight between Roswella and Sir location should not be made available. Similarly, thrust-
Garrick began on 148 (about 15 seconds into the currentng attacks will tend to strike the face, but not the skull,
action sequence). Roswella’s base AT is 6, and her falchioassuming face-to-face combat. Many warriors will be heav-
has an AT mod of 1, giving her an attacking AT of 7. Shdy armoured about the skull, but not about the face, pre-
attacked twice before Sir Garrick gained the attack, so atisely because most attacks are of a swinging nature, so
this point the overall action sequence counter had reache®Ms should be careful not to simply invite strikes to the
162 (148 + (2 x 7)). Sir Garrick has a base AT of 10, withless well-armoured face if the attack is inappropriate.

a weapon AT mod of 3 (claymores being large and slow to

swing). His total attacking AT is therefore 13. At this point 3.3.7.2 Base damage
he has attacked only once, so the overall action sequence
counter is at 175 (162 + 13). The base damage roll is made by rolling two ten-

sided dice and summing the total. This total is multiplied
by the attacking character’'s damage mod for the weapon
that is being used (listed in the weapons section of the
character sheet); the total, rounded to the nearest whole
number, is thébase damage

3.3.7 Damaging opponents

Inevitably, hand-to-hand combat will lead to dam-
age. The amount of damage done will depend on the ar-
mour being worn, the damage mod of the attacking weapo ) . .
and the body location that is hit. In turn, the number ofp|e 0l 616 emel @4, summing o Gl eif S Tis vliigl

injury points suffered and the chance of being knockecfnump“ed by Sir Garrick's damage mod with his claymore,

unconscious or killed will depend upon the damage doné’vhICh 5 600 (MIPTEsive 2.6, Eking & okl (oese el gl

and the victim’s resistance number. S 2o = 2

Example: Sir Garrick rolls 2d10 for his damage.

3.3.7.1 Determining body location 3.3.7.3 Penetrating armour

When an attack roll beats both the defender’s parry/ Armour can be vital in either completely prevent
. . ; ing or at least limiting the damage done by attacking blows.
dodge and their strike level, a blow is landed. To deter- . .
A character will have armour values for each location, and

mine where it strikes, the difference between the attacl§Or the four different tvpes of attacks that weapons. can
roll and the defender’s best defensive option (the greater yp b

of their parry/dodge or their strike level) is calculated. Themake: cutting attacks, chopping attacks, thrusting attacks

result is then applied to Table 11, which lists the body Io-and Impact attacks. Each weapon in the WEAPONS,

cations that can be struck when an attack roll defeats ARMOUR & EQUIPMENT booklet has the type of at-

defence by a given amount. Table 11 contains four Sec%tck/s it makes listed. Most weapons attack in only a sin-

tions. Part A is the standard table, used when combatan%Ie manner (e.g. Iongsworq makes only chopping attacks).
. S . owever, some weapons list two attack types and can be
are both humanoid and of similar size. The other parts

cover situations where the combatant being attacked is ef—sed in either way at the discretion of the character using

ther significantly larger or significantly smaller than the he weapon. The gladius, for example, can be used to ei-

d . her chop or thrust at an opponent.
combatant landing the blow, or is a monster or 4-legge . . .
o . . . . The difference between cutting and chopping attacks
animal; the decision regarding which table to use is made

at the GM’s discretion. Hence, a character on horsebac\?hquIte subtle; both attacks are made by weapons with
: : . _sharpened blades. However, whereas for a chopping at-
would strike a footman using the large on small section

: tack the blade tends to be straight, with a single point of
and a human would attack a Troll using the small on large hacking bl f X I d
part of Table 11. impact (a hacking blow), for cutting weapons gently curve

blades are typical; it is not the force of the initial impact
Example: Sir Garrick takes his second swing. This WhI.Ch causes the damage, but the action of drawing the
entire sharpened blade of the weapon across an opponent.

e e rells en &, for & il of 120 (b » 49 = 12 Hence, for a longsword (chopping) attack, the momentum
capped at 120). Roswella attempts to parry, but rolls only ' 9 bping '

a 34, for a tolal parry of 84 (34 + 50). She therefore usesy’ 18 PIOT 1208 2 BT e BT M8 S0 SPRORCHE S0
her strike level of 90 as her defence. Sir Garrick has there- P ) 9 '

fore beaten her defence by 30 (120 — 90), He is of Sim”amakes contact and is then drawn across the opponent’s

size to her, being another human, so refers to Table 11 par&ggy’ so that the whole blade slices into the wound loca-
A. This lists nine possible locations to hit. Sir Garrick '

) o When a character/NPC suffers a blow, the base dam-
feels he will do most damage by striking the chest and .
elects to do So. age of the blow is compared to the armour value for the

location that is being hit and for the appropriate attack type.
. . If the base damage does not exceed this armour value, the
Obviously, only locations that a combatant actually .
low does not penetrate the armour and no damage is done.
possesses can be chosen. Hence, a combatant cannot e
. : . : e base damage does exceed the armour value, the three-
to strike a human in the wings, or an eagle in the foreleg

even if these locations are available from Table 10 GMstfwarter value for the armour at that location (listed along-
' ide the armour value, after the slash) is subtracted from

should also exercise some discretion regarding the sku .

. . ) . e base damage to calculate pe@etrating damage
and face locations. Swinging (all chopping and many im-
pact type attacks) cannot usually strike the face, so this
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Example: Sir Garrick is using a claymore; his at- roll the rest of the knockout dice and add them to the death
tack is therefore a chop. Roswellais only lightly armoured,roll. If this second total exceeds the victim’s resistance
wearing a tough leather jerkin on her upper body. Her number, they have been knocked unconscious by the shock
armour value against chop attacks on the chest location i®f the blow. Otherwise, they are still standing and able to
5/4. Sir Garrick’s base damage of 23 easily penetrates arfight on. Table 12 lists the number of d6 that need to be
armour value of 5. The three-quarter value of 4 is there+olled for death and knockout rolls, opposite the damage
fore subtracted from the base damage to calculate pentotal, should the GM require a quick reference.

etrating damage, for a total of 23 — 4 = 19. If a character has previously been injured, they will
have not only an injury point total but also an index total
3.3.7.4 The damage total for their wounds. This index total for all woungisor to

the current woundnust be added to the death and knock-
When a blow causes penetrating damage, the firsut rolls before comparing them to a character’s resistance
step towards establishing its effect upon the recipient is ttumber. Hence, a character that is already injured is more
determine thelamage total. The damage total is simply likely to be killed outright or knocked unconscious by a
the blow’s penetrating damage multiplied by a locationalblow.
modifier found from Table 14. The locational modifiers
vary, depending upon the type of attack, as detailed in Ta- Example: Sir Garrick has scored a 67 injury point
ble 14; simply cross-index the location with the type ofwound on the unlucky Roswella. This results in a 67/7 =
attack to obtain the modifier. A separate section is pro9.57 = 9d6 knockout roll. The first half of these dice are
vided for 4-legged animal and monster locations. rolled first, rounding down as there are an odd humber of
dice; hence 4d6 are rolled for the death roll. If this does
Example: Sir Garrick's blow is a chop, and has not kill Roswella, the other 5d6 will be rolled and added
struck the chest. Table 14 gives a locational modifier ofto this first total for the knockout roll. This result could
3.5 for chops to the chest. This is multiplied by his penalso be obtained from Table 12, which lists a 4d6 death
etrating damage of 19 to yield a damage total of 66.5 =roll, with a + 5d6 knockout roll, for a damage total of 63
67. to 69 points.
Roswella has a resistance number of 15. She has
3.3.7.5 Knockout and death rolls no previous wounds, so there is no index to add to the
death and knockout roll. She rolls her 4d6 death roll, get-
Knockout and death rolls are made to determine thding two 2s, a 3 and a 1, for a total of 8. Hence the blow
immediate effects of a blow. To determine the number oft@s not killed her outright. She then rolls a further 5d6 for
six-sided dice that must be rolled for a knockout roll, di-her knockout roll, scoring a 2, a 3, two 4s and a 5. This
vide the damage total by 7 and round down. Initially, roll total of 18 is added to her death roll total of 8 for a knock-

half of these dice (rounding down for an odd number ofOUt roll total of 26. This value eaSily exceeds her resist-
dice) and sum the total; this is the death roll. If this total@nce number of 15; Roswella is knocked unconscious by

exceeds the victim’s resistance number, the blow has kille#he shock of the blow.
them outright. If the blow has not killed them outright,

kK.L o5 Anna Szypszak
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3.3.7.6 Injury points and index a full minute to resolve, so characters can often assist one
another before bleeding effects need to be taken account
Each damaging blow will cause a number of injury of). Each minute after a character is wounded they will
points and have an index. As previously described, théake a damage total (injury points/10) d4 wound, until (in-
injury point total for all wounds is subtracted from a char-jury points/5) minutes have passed. This damage total is
acter’s skill and combat rolls. It is also subtracted fromtreated as if it were a blow, to calculate additional index/
their strike level when determining if a blow hits them. injury point values. However, bleeding is cumulative; each
The index total is added to subsequent death/knockout rollgninute’s bleeding damage total adds on to the previous
To calculate the index of a wound, simply divide minute’s bleeding damage total, as a single wound. Bleed-
the damage total by 5, rounding to the nearest wholéng damage can therefore build up to cause additional
number. The injury points a blow causes are slightly more&knockout and death rolls if it is not attended to. When a
complicated to calculate, being dependent on both the danwound’s bleeding damage total exceeds 7, a 1d6 knockout
age total of the blow and the victim’s resistance numberroll is made. When it exceeds 14, a 1d6 death roll with a +
To calculate injury points, divide the damage total by theld6 knockout roll is made, and so on.
victim’s resistance number, then times by 10. Alternatively, The type of medical attention a wound requires de-
simply divide the damage total by the victim's resistancepends upon the injury point total. Wounds up to 25 injury
number/10. The character sheet provides a special sectig@ints can easily be bandaged. Whoever is applying the
to record wounds; GMs should keep track of NPC injurybandages must make a physician roll. A roll that exceeds
point and index totals on a sheet of notepaper. the wound'’s injury points will stop bleeding after the first
minute; the first minute’s damage is still sustained. A roll
Example:Roswella has suffered a serious blow. Shethat exceeds twice the wound’s injury points will stop the
records a chest wound under the wound description sedleeding immediately, modelling the use of a tourniquet.
tion of her character sheet. The index of the wound is th©ne bandaging attempt can be made in each minute. Al-
damage total (67) divided by 5 and rounded: this yields a&though bandaging a wound takes at least 20 seconds, if the
value of 13.4 = 13. The injury point total is the damagebandaging begins within the current minute, it can prevent
total divided by her resistance number of 15, and multi-that minute’s bleeding from causing damage. GMs should
plied by 10. This yields a total of 67/15 = 4.47 x 10 = 44.7always allow characters without the physician skill to make
= 45 injury points. Note that the same total can be ob-novice skill rolls for applying bandages (see the chapter
tained by dividing the damage total by her resistanceon skills and actions, section 2.1.5).

number/10 (1.5); 67/1.5 = 44.67 = 45. If and when Wounds above 25 injury points require stitching, or

Roswella regains consciousness she will be at —45 to aif no suitable equipment is available, cauterisation (burn-
skill and combat rolls, a very serious handicap. ing the separated flesh back together). Bandaging is only

effective on a role of over 2 times the wound’s injury points,

3.3.7.7 Time spent unconscious and even then will only stop bleeding after both the cur-

rent and subsequent minutes’ bleeding damage have taken

When a character fails a knockout roll they will be €ffect. Additionally, such wounds, when only bandaged,
unconscious for (injury point/4) hours. This is the resultare liable to reopen if any vigorous activity is undertaken;
of serious bodily damage; a character cannot be brougtf these cases, bleeding begins normally, as if a wound
round more swiftly by means such as pouring water orhad just been caused at the current level of injury points.
their face or using smelling salts. The only way to returnOnly when healing has brought a wound's injury points
them to consciousness more swiftly is to use some form glown below 25 can strenuous activity once again be safely

magical healing (see the magic chapter) to cure theifnhgaged in.
wounds. Stitching a wound both prevents further bleeding

and allows a wounded character to engage in physical ac-

Example: Roswella has sustained a total of 45 in- tivity without risk of the wound reopening. Successful
jury points from the wound that knocked her out. She wilstitching requires a physician roll of over twice the wound's
therefore be unconscious for 45/4 = 11.25 = 11 hours.injury points. The time required to stitch a wound means
Although she is helpless and Sir Garrick could kill her that damage is still taken for the minute when stitching

now, there are other battlefield events that demand his atPegins. If stitching is unsuccessful, another attempt can
tention and she hardly poses a further threat to him.pPe made, but another minute’s damage will be sustained.

Roswella may live to fight another day... Cauterisation is not an instant process. It requires a
fire in which to heat some metallic item (with which to
33.7.8 Bleeding (optional) melt the flesh); alternatively, alcohol can be poured onto

the wound and set alight. Itis therefore ineffective to stop

When a sharpened weapon has inflicted a wound® wound bleeding, but when bleeding has finished can be
the victim will continue to bleed until the wound is at- USed to allow physical activity to be undertaken without
tended to. This bleeding can itself be potentially life threat"€0PeNing the wound. Successful cauterisation requires a
ening. Bleeding damage is sustained at the end of eadysician roll of over twice the wound’s injury point total,
full minute after a wound is sustained, for (injury points/ including the damage sustained from bleeding. Particu-
5) minutes. Hence, if successful medical attention is giver@!y poor attempts (rolls of under the wound's injury
within 60 seconds of a wound being sustained, no bleedR0ints/2) can actually cause further damage; in these cases,

ing damage will occur (note that combats rarely take ovefdd 2d10 to the bleeding damage total. It is also an ex-
tremely painful process, even compared to stitching with-
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out anaesthetic, and requires a save against insanity/fetirough natural healing (see later) or some magical inter-
(attack strength = injury points divided by two) to avoid vention; at this point, they will come round.
falling unconscious. This unconsciousness lasts as long However, whilst in a coma a character is at serious
as it would have done if the original wound had knockedrisk of death. Upon falling into a coma, 4d6 should be
the character out (injury points/4 hours). rolled and summed. This total is the number of hours be-
fore the character must make a save verses poison/disease
Example:Roswella is in serious trouble. Her open to avoid sudden death. This save is made against an attack
wound, if left unattended, will bleed for injury point/5 = strength of (injury point total/6). Thereafter, a further save
45/5 = 9 minutes. Each minute, it will rack up a damageagainst sudden death must be made every 24 hours, until
total of 45/10 = 4.5 =5 d4. Roswella is unconscious, sothe character recovers from the coma.
can take no action to bandage or otherwise assist herself.
Luckily for Roswella, her comrade Goodly John arrives at Example:Roswella’s total index of 18 now exceeds
her side 20 seconds after she falls. John is a competeihier resistance number of 15, so she is in a coma. Rolling
physician, with a +22 in the skill, but has no equipment4d6, she gets a 2, a 3, a5 and a 6, for a total of 16. She
for stitching the wound (stitching is the best option, as thewill therefore have to make her first save against sudden
wound’s injury points are over 25). In desperation, hedeath after 16 hours. At this point, her condition has not
attempts to staunch the wound using his cloak (a bandagenproved (her companions have constructed a litter and
attempt). For any chance of success, John needs to rolire attempting to get her to a city). The attack strength of
above 2 times the wounds injury points (2 x 45 = 90). the sudden death attack is (62/6) = 10.33 = 10. Her suc-
John rolls an 82, for a total of (82 + 22 = 104), cess level for this save is therefore 55 (see Table 8, or the
yielding a success. However, due to the severity of thaules on saving throws, skills and actions, section 2.1.8).
wound, Roswella will still take both this first minute’s and Roswella has a +6 to save verses poison/disease. She rolls
the subsequent minute’s bleeding damage. In the firsa 53, for a total of 53 + 6 = 59. She has saved on this
minute, Roswella rolls two 1s, a 2, and two 3s on her 5d4occasion, but will have to make anther roll in 24
for a total of 10. This damage total is above 7, but nothours...(continued after rules for natural healing).
above 14. It would therefore lead to a 1d6 knockout roll,
where Roswella still conscious, but not a 1d6 death roll. 3.3.7.10 Broken bones and permanent damage

For the second minute’s bleeding, Roswella rolls two 2s, a (Opf,'o,k;/)
3 and two 4s, for a total of 15. This is added to her bleed-
ing damage total, for a new bleeding damage total of 25. Serious injuries can lead to broken bones, amputa-

A 25 injury point wound yields a 1d6 death roll (with a tjons, and in the case of head wounds, brain damage. The
+2d6 knOCkOUt, if Roswella were still awake; see Tabledamage table (14) lists injury point values for each loca-
13). Roswella has an index of 13 from her wound. Hetjon at which a broken bone occurs. If a wound to a loca-
death roll total will therefore be 1d6 + 13. With a resist- tion causes injury points in excess of this Va|ue' the rel-
ance number of 15, a roll of 3 to 6 will kill her. Luckily for evant bone is broken; for thrust attacks, double this value
Roswella, she rolls a 2; had she suffered another minute'gthrust attacks are therefore less likely to break bones).
bleedind damage, she would almost certainly be dead. Although injury points broadly model the effects of inju-
As the bleeding has finished, Roswella makes a notges on actions, GMs should carefully consider the effects
of the damage it has caused. She adds “bleeding” undepf proken bones. A 28 injury point elbow wound will break
the chest wound she has already recorded. The bleedi%e elbow and give a character a —28 to all actions. How-
causes an index of 25/5 = 5, and 25/1.5 (or 25 x 10/15) =gver, it might entirely prohibit some actions, at the GM’s
16.66 = 17 injury points. Her injury points total is there- gjiscretion, such as fine control skills involving the arm in
fore now 45 + 17 = 62, and her total index is 13 + 5 = 18. question (e.g. picking locks). When a broken bone wound
John, realising the severity of the wound, decides to get fas had over half of its injury points healed, consider the
fire going and use the blade of his sword to cauterise théyroken bone to be usable again.
wound. He needs a roll of over 62 x 2 = 124, requiring a Broken bones will heal at the normal rate (see later),
critical in John's case. The GM decides to let John knowyt if left to heal without some intervention they may set
how unlikely he is to succeed, given the chance of causingadly and lead to permanent penalties. For broken limbs,
further damage. John therefore decides not to attempt tg splint can be attached on a physician roll of over the
cauterise the wound until some healing has taken placeyound's injury points. For body locations, appropriate
improving his chances of success. Roswella will have t®andaging will allow the bones to heal well, again on a
be very careful when she comes round, to avoid reopeninghysician roll of over the wound's injury points. If no

the wound and restarting the bleeding... splint/bandaging is applied, or if this physician roll is failed,
there is an (injury points) % chance that the bone will set
3.3.7.9 Comas badly. Badly set arm bones, if left to heal naturally, lead to

a loss of one point of dexterity. Badly set leg bones lead to
When a character’s total index exceeds their resista loss of one point of agility, while badly set bones in the
ance number they will fall into a coma. This can occur ashest (broken ribs) lead to a loss of one point of strength.
the result of a single serious wound or when a number or A broken skull may lead to brain damage. Charac-
smaller wounds build up to massively impair a characterter’s suffering a broken skull must make a save verses poi-
A character will remain in a coma until their total index son/disease, at attack strength (injury points/6), or suffer
falls to a value equal or less than their resistance numbethe following permanent effects:
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3.3.7.12 Healing rate
* -4d10 % to intelligence, will and soul-strength.

* -1d10 special mod, rolled separately for each skill. Despite the numerous perils associated with physi-
cal injury, characters do often recover from their wounds.

Particularly damaging chop and cut attacks can alsd " €very week of rest, characters may remove (constitu-
actually sever a limb. If a cut or chop wound causes mord©n) injury points from a wound. If a character has more

than twice the injury points necessary to break a bone to #fan one wound, each week they may remove (constitu-
limb location, the limb is severed at that location. Fortion —3) injury points from each wound. As a minimum,

example, a wound causing over 50 injury points to the elfor characters with very low constitutions, a single wound

bow, if delivered by a cutting or chopping attack, would will recover 5 injury points per week; multiple wounds

sever the arm at the elbow. GMs should take lost limbgVill recover 3 injury points each (a wound and its bleed-
into account when setting success levels for skill rolls. N9 count as a single wound for healing purposes). The
number of injury points that are healed each week should

Example: Although not chief among her worries be spread out over the days of that week. Hence, if a charac-

the 45 injury point chest wound Roswella received exceed®' i to recover 12 injury points for a given wound in a
the chest location value for a broken bone (40; see Tablé/€€k (constitution 12, only one wound) they would re-
12). Roswella therefore has broken ribs. Goodly JohrOVer 2 injury points on five days and 1 injury point on the
decides to set them before her companions attempt to mo@&her two days. These injury points are regained first thing
her. He needs a physician roll of over 45 (the injury point!n the morning (arbitrarily at 8 a.m.) beginning on the
total for the wound; bleeding damage is not added). JohAnorning after damage is sustained. If characters are sig-
rolls a 30, for a total of 30 + 22 = 52. He therefore sets n!ﬂcantlly active _durlng a given week (decided at the GM’s
the broken ribs well: Roswella, should she survive herdiscretion) healing proceeds at half rate.

coma, will not risk (45%) losing a point of strength. Index also falls with healing. To calculate when a
wound’s index should drop by one point, divide the

wound’s injury points by its index. Every time this many

3.3.711 Infecti tati tional,
nfections and amputations (optional) injury points are recovered the wound’s index falls by one.

Open wounds, if left to heal naturally, are liable to

become infected (impact attacks do not cause open wounds (IjExa_n;]p!e: Roswglla 'j Ibr; sedr!ous thOUble' ng ChﬁSt
of this type). Historically, infection is probably a greaterWoun R C 2

battlefield killer than the damage inflicted directly by weap- total 0f"6,2 injlury pOirc;t_S’hWith."a?] indfex o de Thishis
ons. If a wound is left to heal naturally, 4d6 should beRoswe as only wound; she will therefore recover 15 (her

rolled and summed. This total is the number of hours afteFonStitUtion) injury points each week of rest. Dividing the

wounding that the first save verses infection (save verse\élound,S injury points by its index (62/15 = 4.13 =4) indi-

poison/disease) must be made. The initial attack strengtﬁates that her index will fall by one for every four injury

of the infection is equal to the wound’s injury points di- points recovered. The 15 injury points per week recovery

vided by 5. The rules for disease attacks are presented igte is SP”.t over t-he B @ _the e re-
gover 3 injury point on the first day of the week and 2

detail in the chapter on the gaming environment, sectiory", ) .
4.1.3. An initial successful save indicates that no infecIMury PoInts every subsequent day. She will therefore re-
tion has occurred; otherwise, saves must be made eveffPV€" ON€ point of index on the second, fourth and sixth
subsequent 24 hours to determine the course of the infe lays. On the sixth day, hgr injury_points Bl e Croy

to (62 — 13 = 49) and her index will have dropped to (18 —

tion. . :
For infections resulting from wounds sustained in &) = 118, T VElle Eaels e MRsisines mimoch Sdi

combat to limbs, a d100 should be rolled. A result of 1-40WiII awaken from her coma. However, by this point she

indicates a gangrenous infection; otherwise, the infectior)(v'" have had to make a total of five saves verses sudden

is miscellaneous (unspecified). The effects of gangrened.eath' The first, made 16 hours after the wound was in-

and of standard diseases, are detailed in section 4.1.3; ga g:t,ed, oc_curred after a night had passed and the morn-

grene may lead to the loss of an infected limb through vi-"93 reallg 20 il ETRE. Anaiher Sae BOLle Ll

tal surgical amputation, q_uwed each day (afte_r eaqh subsequent 24 hours), but the
sixth day’s healing will bring Roswella out of her coma

f before she needs to save for that day. The time course of

Example: Roswella must also run the gauntlet o ) X
d?oswellas healing would be as follows:

potential infection. Rolling 4d6, she gets two 3s and tw
4s, for a total of 14. The first infection save is therefore L

made 14 hours after infection, at attack strength 45/5 = 9.3 p.m., day one: wounded (62 ips, index 18)

This yields a success level of 52 (see Table 8). Roswella ' . L

rolls a 75, for a total of 75 + 6 (her save verses poison/8 a.m., day two: first healing occurs (59 ips, index 18)
disease) = 81. She has therefore resisted a possible infec- ' .
tion. Had she failed, the course of the infection would be9 a.m., day two: first save verses sudden death required.

resolved over the coming days as detailed in section 4.1.3, ; L
8 a.m., day three: healing occurs (57 ips, index 17)

9 a.m., day three: second save verses sudden death required
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and so on, until (assuming she survived her saves againsippropriate attacking AT/defending AT row from the first
sudden death)... column and read the result from the second column. For
example, if the attacker’s weapon modified attacking AT
8 a.m., day thirty: healing finally complete (0 ips, no in- were 8 and the defender’s base AT were 10, the GM would
dex). simply locate the 8/10 result in the first column and read
across to the second column. This yields the result: PP P
P NP P PP N. The Ps represent parryable attacks, whilst
the Ns represent unparryable attacks. Hence, if the attacker
is particularly skilful and has a maximum number of at-
. . . . tacks of 5 or more, there is a possibility that they will gain
As with skill rolls, luck points can be gsed to adjust a free attack at their fifth try (also at their tenth, although
attack and parry rplls on a one for one basis. In fact, the%irtually no attacker will have as many as 10 attacks in a
can be used to_adjust any d100-based roll relevant to Cc?'T@i’rive!) Of course, if the defender gains the attack before
bat or the healing process. They cannot be qsed to adjulﬂe fifth attack of the drive, no free attack will occur. Note
knockout or death rolls, or any other roll that is not madethat the first attack is always parryable, however quick the
on a d100. attacker is, so a defender will always get one opportunity
to gain the attack.
. : . o One circumstance which may complicate the free
L E Roswella_faned to parry Sir Garrick's second at- attack process occurs when an attacker wishes to use more
tack (120). Her strll_<e level is 90, better than the parry ro”than one type of weapon in a given attack drive. This can
sl el (84)' Clue g MuoiEale (_)f the unple""S"’“‘Happen when a weapon is held in either hand, or when a
fate that awaits Roswella should she fail to parry, let UShain weapon combination like a kusari-gami is used (see
charitably allow her to have some luck points still remain—the advanced rules for more on chain weapons). In these

ing. She can spend 30 of these luck p.omts, n order. t%ases, the higher attacking AT of the two weapons em-
boost her strike level to 120 and cause Sir Garrick to mis loyed should be used to determine if an attacker gains

e DU GaLEE, (L2 I peialllE jer [er i SEar i sl b any free attacks. If a character wishes to use the lower AT,

_ R O L occasion, so Sl CELTES BILT MaXI"he must continue to use that weapon for the entire drive.
mum of 4 attacks per drive (2h sword attack mod +65,

divided by 4 and rounded down) can attack again.

3.3.8 Luck points

Example:Rewinding rapidly, we return to the point

Example: It is Sir Garrick’s third attack of his cur-
rent drive. Sir Garrick’s attacking AT of 13 (base AT of 10
+ weapon mod of 3) exceeds Roswella’s base AT of 6. He

3.3.9 Free attacks will therefore not get any free attacks against her. For his
third attack, Sir Garrick rolls a 46, for a total of 89 (46 +

When one combatant is much quicker than the other43; see earlier examples for calculation of Garrick's total
it is possible for them to follow up a strike with a secondattack mod). Although this is below Roswella’s strike level,
swing before their opponent has recovered from the previ is not 15 points below it, so she does not gain the attack
ous parry. This allows them to make a free (unparryableffom it. Roswella rolls to parry, and gets a 62, for a total
attack. The situation is exemplified by a swift combatantof 112 (62 + 50, Roswella’s total parry mod). This total
with an easily manoeuvrable weapon attacking a slowegxceeds Sir Garrick's attack by 15 points or more (112 —
opponent. To be effective in making a parry, a weapon oB9 = 23), so Roswella parries and gains the attack.
shield must be in a central position relative to the defend- ~ Roswella’s attacking AT is 7 (base 6 + weapon mod
er’s body, from which it can be rapidly shifted to block an Of 1 for a falchion). This is less than Sir Garrick's base AT
incoming attack. If a previous attack has provoked a parr@f 10, so she may gain free attacks. Referring to Table 14
and is followed up so swiftly that the defender cannot bringVith @ 7/10 attacking AT to defending AT ratio yields the
his parrying weapon back to a central position (recovefollowing result: PP NP PP NP P N. As Roswella has a
his fighting stance), the follow up attack cannot be parriednaximum of three attacks per drive, the results for attacks
and must be resolved against the defender’s strike leved to 10 are irrelevant. However, the N at position 3 indi-

alone. cates that if Roswella gets a third attack, Sir Garrick will
In game terms, this process is modelled by free atbe unable to parry it.
tacks. To work out if a combatant will have any free at- For her first attack, Roswella rolls a 56, for a total

tacks in their attack drive, their attacking AT (modified by 0f 56 + 44 =100. Sir Garrick rolls a 60, for a total of 60 +
the weapon mod for the weapon they are using) is comd8 = 108. He therefore parries, but does not gain the at-
pared to the defender’s base AT (unmodified by weaporidck. For her second attack, Roswella rolls a 90, for a
mods) and the result applied to Table 15. Free attacks wilPtal of 90 +44 =134 =120. Sir Garrick rolls an 85, for
only ever occur if the attacking AT is less than the defenda total of 85 + 48 = 123 = 120. Again, he has parried, but
er's base AT; Table 15 only lists results for situations offailed to gain the attack. However, for Roswella’s third
this kind. Because large, slow weapons significantlyattack, Sir Garrick is unable to parry. He mustrely on his
modify an attacker’s attacking AT, but the type of weaponstrike level, an unimpressive 38 (usually 45, but he has 7
they are using does not modify a defender’s base AT, it ighjury points). Roswella rolls a 43, for a total of 43 + 44

unlikely that attackers using these types of weapons wilF 87. This attack beats Sir Garrick's strike level by 87 —
gain free attacks. 38 = 49. Looking at the available locations from Table

To read a result from Table 15, simply identify the 11, Roswella elects to strike Sir Garrick on the skull. She
has a damage mod of 1.2 with her falchion and rolls a 12
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for her base damage roll (on 2d10). Her base damage ishoulder after one AT (10, for Garrick). At this point (se-
therefore 12 x 1.2 = 14.4 =14. Sadly for Roswella, Sirquence timer 242), Sir Garrick has travelled 10 x 1.6 = 16
Garrick is wearing full plate armour, with a chop armour feet, plus his initial head start of 15 feet, so he is 31 feet
value of 20/15 for the skull (a fachion makes a chop atfrom where he began. Roswella has now covered 10 x 2.1
tack). Her blow fails to penetrate Sir Garrick’'s armour; = 21 feet. She is therefore only 10 feet behind him. Real-
as this is her final attack, he is now free to attack back. ising that he will be caught, Sir Garrick decides to turn
and fight. Roswella will gain one free attack, then begin
an attack drive. In this case, fleeing was clearly a mis-
take...

3.3.10 Disengaging from combat

When a character gains the attack in combat (or at

least gains the opportunity to attack, as a result of an op- 3.311 Large creatures
ponent running out of attacks), they can choose to take an
alternative 1 AT action rather than beginning their attack The basic combat system is tailored towards armed

drive. Examples include using a spell in a magic itemcombat between humanoids. For particularly large crea-
(which typically take 1 AT to use), casting a very quick tures, the damage system needs to be adjusted somewhat.
spell (see the individual descriptions for spells, where @ blow that penetrates a humanoid’s armour in the head,
note is made if the spell can be used in this manner) oneck or body is certain to damage some fairly vital inter-
drawing a weapon from a scabbard. Their opponent wouldal organs. By contrast, large creatures may have sub-
then be considered to have won the attack again and coudantial layers of flesh covering their internal organs, such
initiate another attack drive. Note that when combat firsthat the high locational damage modifiers shown in Table
begins, winning initiative only permits beginning an at- 14 for blows to sensitive regions may be inappropriate. It
tack drive, not an alternative free action of this kind. An-is quite possible to thrust a sword into a dragon’s head
other alternative is to turn and run. Again, this cannot bevithout actually penetrating far enough to damage the crea-
attempted immediately following the resolution of initia- ture’s brain. For this reason, large creatures hdiesla
tive, but must await an attack gained by alternative meanszalue as well as whatever natural armour they may pos-
The use of an action in this manner means that the fleeingess. Blows which penetrate their armour are initially re-
character gains a 15 feet head start on their opponent, bsblved against the flesh section of Table 14c’s locational
obviously is only an alternative if a suitable avenue of esmadifiers; only damage which penetrates both armour and
cape is available. The opponent may still choose to purflesh value will score internal damage.
sue them; in this case, the two characters’ paces should be  Penetrating damage is calculated as normal, by roll-
compared to establish what happens in the coming sedag 2d10 and multiplying by the appropriate damage mod
onds. A fleeing opponent is facing away from their pur-for base damage, then subtracting the armour’s three-quar-
suer; they can take one glance over their shoulder eader value in the location of interest (assuming the base dam-
subsequent AT, to determine the distance to their pursueage is sufficient to penetrate the armour). However, in
If the pursuer gets within 6 feet of them (as a result ofcalculating the damage total, two scores must be summed.
running faster) they can take a free attack against the fled®?enetrating damage up to the creature’s flesh value is mul-
ing combatant’s strike level. A fleeing combatant can turntiplied by the flesh locational modifier of Table 14c, for
at any point; their distance from their pursuer at that pointhe location of interest. This score is the flesh damage
will determine the immediate result as follows: total. Penetrating damage in excess of the creatures flesh
value is multiplied by the internal locational modifier of

* 0 to 10 feet: Fleeing character must face one freefable 14c, again for the location of interest. This score is
attack, followed by their opponent beginning their attackthe internal damage total. Finally, the flesh damage total
drive as if they had won initiative. and internal damage total are summed to find the overall

* 11 to 20 feet: Fleeing character loses initiative; 9amage total.

their pursuer begins their attack drive. . . .
¢ 21 to 30 feet: Close quarters initiative rolls as usual Example:Amin, atruly insane Half Orc, is attempt-
. : q ing to single-handedly defeat the dragon Orginias. Arnin
to determine who attacks first.

) o has surprised Orginias in his cave, so the dragon cannot
* 31+ feet: As in normal beginning to combat (long take to the air and is instead engaging Arnin in hand-to-
range initiative mods used for spears etc.) hand combat. Arnin has succeeded in striking the twisting
beast in the neck. Arnin is using a halberd and is an ex-
Example: Sir Garrick has won the attack. How- ceptionally strong fighter; he has a damage modifier of
ever, he has lost his nerve in the face of Roswella’s sword g with this weapon. He rolls a 16 for his base damage
rattling off his helm and decides to turn and run. Thisy||, for a total base damage of 16 x 3.8 =60.8 = 61. The
gives him an initial 15 feet head start. The action sequenc@ragon’s scaly hide protects against chop attacks with an
timer is now at 232 (175, plus 2 more of Sir Garrick's at- armour value of 22/17. Arnin's penetrating damage is
tacks (26), plus three of Roswella’s swings (21), plus Sikherefore 61 — 17 = 44, a truly mighty blow. The dragon
Garrick's base AT (10) to turn and run). Sir Garricks has a flesh value of 30, so the first 30 points of this pen-
sprinting pace is 1.6. The enraged Roswella decides t@trating damage are resolved against the flesh section of
pursue; her sprinting pace is 2.1 (she’s not encumbered byaple 14c. The locational damage modifier for neck is
plate armour, remember). Sir Garrick glances over his2 5 for a flesh damage total of 30 x 2.5 = 75. The remain-
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ing 14 (44 — 30) points of penetrating damage have got single opponent; if an opponent falls under an early blow,
through to the dragon’s vitals and use the internal damagethe rest of a combatant’s attackannotbe redirected
modifier for the neck location (8). The internal damage against a second foe.

total is therefore 14 x 8 = 112. The full damage total for The complete run of attacks in a multiple combat-
this blow is 112 + 75 = 187. Referring to Table 12, this ant engagement is referred to asyale A single cycle
wound causes a 13d6 death roll, with an additional 13d6includes each combatant’s attack drive, from the highest
knockout roll. The death roll total comes to 43 and theinitiative roller to the lowest. When a new combatant en-
knockout roll total to 96. Unfortunately, the dragon has aters a multiple combatant engagement, they roll initiative
resistance number of 130. It therefore suffers an index 3as normal. This roll determines where their attack drive
(187/5), 14 injury point head wound (187/13, or 187 x 10/will come, in thenextcycle. Hence, a new combatant in a
130). Arnin had better hope his next strike is equally sucmultiple combatant engagement will never gain an attack
cessful... until the current cycle has completely run its course.

To model the intense difficulty involved in parrying
against multiple opponents, a single combatant’s base at-
tack time suffers a +3 penalty against two attackers and a
+ 8 penalty against three attackers, for the purposes of cal-
L L . culating free attacks. Additionally, if the multiple attack-

S|tuat|ons often arise in which one cqmbatant facgsers, attacking AT is now below their single foe’s modified
more than a single opponent. These situations are particy o AT, they can choose to modify the result obtained

larly perilous. On.open gr.ound, a cpmbatant can be_surﬁom Table 15 further. If there are two attackers, they can
rounded by up to six enemies (three in front, three behmd)0

0 behind b ke f K a—ﬁﬁt to start from position 2 in Table 15 and if there are
pponents be ind a com atant ta € .re,e attgc S, ON€ €afilae attackers, they can start from positions 2 or 3. Hence,
on each AT, against the unlucky victim’s strike level. A

ded b . | kel ."* one of three attackers, with an attacking AT of 11, against
surrounded combatant is extremely unlikely to survive, single defender with a base AT of 9, would enter Table

more than a few §econds. prever, i.t is pften possible 95 with an attacker’s AT/defender’s AT ratio of 11/17 a7
prevent such encirclement, either by fighting back to back_ 9 + 8), which yields the resultt PPNPNPP NP N. In

orin atight circle _WiFh companions or by backing aga,inStaddition, they can choose to start in position 1, 2 or 3 of
a wall or some similar barrier. In these cases, a smgl‘aﬂis sequence. Electing to start in position 3 would make

combatant can be engaged by up to three opponents in ri'ﬁeir first and third attacks unparryable.
field of view. Intelligent use of the environment, such as

fighting in a doorway or corridor, and good footwork (keep- Example: Arnin, the truly insane Half Orc, has

It?g mofvlng) can allow a combatant t_o engage greater NUMsq o ehow survived his encounter with Orginias. Enthused
ers ch;]pponents one orltyv|c> ata tlkme. ithi b by his victory, Arnin decides to engage a band of merce-
en engaging multiple attackers within a combat-p, 5 s tq test their mettle. He has positioned himself

antslﬂgll_?].of vlllevv_,”|2|t|atlvg ShOhU|d |g|t|allfy be rE"T askagainst an inn wall and is taking on the first three merce-
usual. This roll will determine the order of attack. Attac naries. Arnin has rolled an initiative total of 78, placing

drives proceed as normal, with each combatant taking thePiis attack drive after the first mercenary (with an initia-

drive in tum. Hence, a given co.mbatant may gain the v total of 101), but before the other two (respective ini-
tack, but this does not necessarily mean that they aCtua”tYative totals of 63 and 14)

get to strike next; the attack drive merely shifts to the next The first mercenary attacks with a longsword. His

combatantin line. A given attack drive is directed at Onlyattacking AT is 11. Amin's base AT is 8, but because he is
engaging three opponents, he suffers an 8 point penalty,
making it 16. From Table 15, an attacker’s AT/defender’s
AT ratio of 11/16 yields the result: PP NP PP N P P N.
The mercenary decides to start at position three, so that
his first attack will be unparryable (his maximum attacks
per drive are 3, so his other attacks will allow parries).
The mercenary gets a total attack roll of 84, easily beating
Arnin’s strike level of 43. He elects to strike Arnin on the
skull, but luckily for Arnin fails to penetrate his armour.
The first mercenary gets to take his second swing, but this
time Arnin parries by more than 15 points and gains the
attack.

Although for a multiple combatant combat gaining
the attack only shifts the focus to the next combatant in
line, in this case Arnin is next to attack. He dispatches the
first of the three mercenaries with a trademark decapita-
tion (selecting this opponent in anger at the dent in his
helm). As Arnin’s attack drive is now over, the second mer-
cenary gets his turn. Although another mercenary is join-
ing the fray, the GM decides that at this precise point Arnin
is facing only two attackers. Hence, the second mercenary’s
attacking AT (also 11) is compared to Arnin’s base AT + 3

3.3.12 Multiple opponents
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(two opponent penalty). This value is 8 + 3 = 11. Thetacks the first Orc, but is parried. However, the parry is
attacking AT is not below the defending AT, so the secondot by 15 points, so she gets to attack again. She does not
mercenary gets no free attacks. His first attack is poor anchave an AT advantage over the Orc, so he can attempt to
Arnin successfully gains the attack. parry all her attacks (she has a maximum of 3). Her sec-
The GM rules that at this point another mercenary ond attack is successful, hitting the Orc in the shin and
has entered combat. Arnin is hence once again facingnjuring him. For her final attack she is once again suc-
three opponents. The new mercenary now rolls initiativecessful, this time striking the wounded Orc in the chest.
to see at what point he will gain the attack, once this comWith the index from his previous wound, the Orc fails his
plete cycle of attacks has run its course. He rolls a 54. Irknockout roll and goes down. At this point, Adoric’s at-
the current cycle, the first mercenary (initiative 101) at- tack drive is over. Her attacking AT is 10 and she has
tacked, then Arnin (initiative 78) killed him, then the sec-made three attacks, so this sub-combat’s timer is on 30. It
ond mercenary (initiative 63) attacked. To complete theis now the remaining Orc’s attack drive. However, the GM
cycle, the third mercenary (initiative 14) must attack. Thenmakes a note of this and changes focus to another sub-
a new cycle will begin, in which the new mercenary’s ini-combat, the one between Les-Ri and a single Orc.
tiative of 54 will place his attack drive second (after Initiative rolls are made and the Orc wins (with a
Arnin’s). Arnin must now face the third mercenary’s attack 65, beating Les-Ri's 44). The Orc swings a falchion at
and is again facing three foes for a defensive AT penalty dfes-Ri, who is defending himself with a longsword. Les-
8 points... Ri narrowly fails his parry and is struck in the upper arm
for an 18 injury point, index 5 wound. However, the Orc’s
follow-up attack is poor and Les-Ri parries and gains the
attack. At this point the timer for this sub-combat is on 22
(2 times the Orc's attacking AT of 11). The GM notes down

All the el f the basic hand-to-hand b that it is Les-Ri to attack next, then again changes focus.
the elements ol the basic hand-to-hand combat Kili fights with a two-handed axe. For his sub-com-

system have now been described. Perhaps the most Ch%'ét, the initiative rolls leave him second (initiative 53),

'engi.”g aspect of comba}t however, at I<_aast fc_)r the GM’ I?ollowing the Orcish captain (initiative 90), but beating
keeping track of an action sequence involving multipley, s o00nq Orc (initiative 39). The captain attacks Kiri

characters and NPCs. Upon the initiation of combat, the, ..t - vo-handed spear. Because Kiri is facing two op-
GM should split the overall combat into a number of sub- :

b Each sub b il invol b {)onents, he has a 3 point defensive AT penalty. The cap-
com ats. Each sub-combat will involve one combatant iy gjects to begin on column 2 of Table 14, which means
against one or more opponents and can hence be handl

) ; : L tif he gets a third attack, Kiri will be unable to parry it
using the rules previously described for individual ormul—(the result from Table 14is PP P NP P N P P P). Kiri
tiple opponent combats. parries the first attack, but not by 15 points. Luckily, the

The GM should keep t_rack of th_e timg course forsecond attack is weak and Kiri gains the attack. At this
each sub-combat. At convenient stopping points, typically,

st bef b her beai C%Oim’ the sub-combat timer is on 20, as the captain’s at-
Just betore one combatant or other begins a new atta cking AT is 10. This is the lowest of the three sub-com-

drive, the GM should switch focus to a new sub-combatbats, so the GM remains focused on this sub-combat. It is

”°“T‘9 whois to attac_k next and any other r(_alevant_ im(Qr'Kiri’s attack now; he makes the most of it, splitting the Orc
mation from the previous sub-combat. Obviously, it will captain's helm and skull in a single blow. Kiri’ attacking

not be possible for all the sub-combats to be resolved UP R+ is 14 s the sub-combat timer is now on 34. At this
identical points in time; there will be some overlap, with Ec’i”t the GM notes that it is the remaining Orc's attack

some sub-combats having progressed slightly further tha T S e s Frak (@ e st ta e e

others. However, the GM should aim to keep the Subj o< i and his Orcish opponent.

combats as temporally close as possible. Hence, it is not It is now Les-Ris attack drive. He swings and the

advisable to allow a single sub-combat to progress to ity parries, but fails to gain the attack. Les-Ri attacks
conclusion without having switched to othersub—combatsonce again, but is again parried. This time, he cannot
and sgen_how they are going. This IS because prOb'enlake another swing, as he has a maximum of two attacks
can arise if a subsequent sub-combat is resolved more ra er drive. Les-Ri's attacking AT is 11. The timer for this
idly and the successful combatants wish to assist their CO”’E’ub-comt.)at has now reached 44: thé GM switches focus
rades. to the lowest timed sub-combat, which is now that between
E le: A f th h Les-Ri of Adoric and her remaining Orcish opponent.
MEITIRIIES /= [ZElgy O 12 CEIEEEIS, LosiR e It is the Orc’s attack. He swings, but is parried by

Obenium, Adoric the brave and Kili Tough-in-the-hide, »qoric. she fails to gain the attack, however, so he swings

have been spotted and attacked by five Orcish raiders. WS e e, TS (e, Gk parries and gains the

characters have been charged and elected to stand ﬁm&ttack The timer for her combat is now at 52 (the Orc's

gnd engage the oncoming ores in a I|r!e. St _Lesf@ttacking AT is 11). Once again, the GM changes focus,

is a less able fighter, he will take on a single Orc, while h|sthiS A e TS EEr

compfls\n_lgr;ls eﬂgaé;'atfwo OuEs ea;:]h. b batb Kiri's opponent has been unnerved by the savage

Adori n't'z y, ¢ ef h (o)cusesl O.r.]t 1esu —cor’r;l Zt_ :éwgendismembering of his captain and elects to use his attack to
GUE 2 180 SLINE 1eIEs, (InliRnies eife el Eoh MOl s =0 o s 2 B &l wisely recognises the futility of

wins, with an initiative of 93, beating the Orcs’ totals of | .« i+ He instead decides to enter the sub-combat in-
65 and 12 respectively. She is using a quarterstaff, heEolving the wounded Les-Ri. The Orc’s action of fleeing

opponents have falchions and target shields. Adoric aliakes his base AT of 10, so at this point Kiri’s timer is at

3.3.13 Handling multiple combats
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44. It takes Kiri one action (base AT 11) to change to astandard initiative rules.
new combat, as it is close at hand. Hence, Kiri will enter
Les-Ri's combat on 55. The GM changes focus to this com- Example: Arnin the truly insane Half Orc is drink-
bat, which is currently on 44, with the Orc to attack. Theing at his favourite bar when he hears some out-of-town
Orc takes a first swing and is parried. His second swing ismercenaries disrespecting his parentage. He turns to face
again parried, this time winning Les-Ri the attack. Thethem; at this point, neither Arnin, nor either of his foolish
timer has now reached 66; hence, Kiri has entered the frayadversaries, have their weapons to hand. Suddenly nerv-
However, the current cycle must be resolved before Kirious at the intensity of Arnin’s glare, one of the mercenar-
can roll initiaive to see when he will get an attack. As theies decides to go for his sword and finish the matter quickly.
Orc won initiative originally and attacked first, Les-Ri must All three roll initiative, with the nervous mercenary get-
take his attack drive to complete the cycle. Only at thiging a special +20 modifier. He gets a 102, while Arnin
point will Kiri roll initiative to see where his attacks come gets 88 and the third mercenary gets an unfortunate 21.
in the new sequence (note that this makes it important foArnin therefore gets an AT disadvantage of ([102 — 88]/
the GM to record everyone’s original initiative rolls). In 10) = 14/10 = 1.4 = 1 count, while the second mercenary
fact, before any of this can occur, the GM shifts focus backets an AT disadvantage of ([102-21]/10) =81/10=8.1=
to Adoric’s sub-combat, which is only on 52... 8 counts. The first mercenary has already declared he will
go for his sword. Arnin opts to ready his halberd. The
final mercenary will ready his shield first. The first mer-

) . cenary’s base AT is 10, so he will be ready to attack then.
3.3.14 Fast-draw situations Arnin’s base AT is 8, so even with his AT disadvantage,

he’ll still be ready on 9. The final mercenary, also with an

bFast-d(rjaw S'tl;at'onf] are those in Wh'ﬁh onz or bgthAT of 10, won't have his shield ready until 18. Arnin is
com at.ants 0 not have their weapons at the ready an refore free to attack, an opportunity he never forgoes...
not in fighting stances. Broadly, there are two types of

such situation: where both combatants have their weapons If one of the combatants does elect to attack while

initially sheathed and where one combatant has Weapone others are in the process of readying their weapons, he
atthe ready anq th? othgr does not. . may gain additional advantages. If his entire attack is com-
The S|tuat|.on in which cpm_batants have their We,ap'pleted before they have a weapon drawn, it is treated as a
ons s.heat.hed will be dealt with first. The standard Nitld o0 attack against their strike level (as may be his second,
gve situation assumes that all combatants haye.weapoqﬁ, even third attack if they still come before the defender
in hand and are in c_ombat stances_. When this is not thI’?as a weapon drawn). If the victim manages to draw his
case, one party moving to .d.r"’.lw their weapons or make lYeapon some way into the attack, he can attempt to parry,
unarmed attack will havg .”."“."’“ed combgt. At this point, but with a negative modifier that reflects the difficulties of
all those present make initiative rolls, with the character, uch a desperate, late block. This modifier is based upon
that made the. decis.ion o initiate com.bat ga‘”.""g a specia[ e proportion of t,he attack that has been completed when
+20 mod. This rollis useq to determme/&ihdsgdvan- the parrying weapon finally becomes available. To calcu-
tagefor all slower potential combatants relative to the late it take the amount of the attack that has been com-
quickest in the following manner. Each combatant fi.ndspleted (e.g. 3, if the defender draws his weapon 3 counts
the difference be.tvyeen th.elr own roll and that of the_h'gh'after the attacker), divide it by the attacker’s weapon modi-
est roller, then divides this difference by 10. This is thefied AT and multiply by 100. Hence, if an attacker with an

time in counts it takes them to react before they begin t%ttacking AT of 8 had swung at a defender who only un-

draw their weapons. Hence, if the highest rolling Combat'sheathed his sword 3 counts after the attack began, the

ant gets an initiative of 94, and the next highest roller getSafender’ ldbe at—(3/8x 100) =-37.5 = - 38
265, the difference (29) divided by 10 (2.9 = 3) would be C 10" S Parry would be at— (3/8x 100) = - 37. '

the number of counts head start the quicker combatant gets. Example: Arnin has a choice of who he can attack
Ittakes one AT to draw a weapon (or two sheathed swordsyy e inows is that at the point he has his weapon ready,

for combatants using a two-sword combination) and bne mercenary nearly has a sword to hand while the other

additional AT to ready a shield, although shield using com-¢ moving for his shield. Arnin decides to go for the one
batants may choose to ready the shield first.

: . ) Hence, b%ith the sword. He rolls an impressive attack, which, with
adding a character’s AT to any AT disadvantage they havi n attacking AT of 11, will be completed on 20. The mer-

incurred, the time at which they have their weapon in han enary will have his weapon out on 10, 1 count into Arnin's

ck?n brf determg\edr.] No further |n!t|art]|vedr?ll IS reqwfred; attack. He therefore gets a negative mod of — (1/11 x 100)
the character that has a weapon in hand fastest is free 10 g -y, ever, he is parrying with his sword, rather than

attack first, because no one else is ready. Hence, combEl-a

ho ch K d K ft _This preferred shield, which he hasnt had a chance to grab
ants who choose to make unarmed atacks are often quic; - Arpin dispatches him with a hefty clout. As Arnin

est, as they begin as soon as their AT disadvantage is s facing two opponents, it is now the second merce-
Alternatively, the quickest combatant can wait and see Whaﬁarys attack, but he only has his shield ready. He can use

the next fastest combatant does, but they risk that COmb.altt'to attack, use his attack to draw his sword, or he can run

antstealing their thunder and choosing to attack (thus 9aMike hell. Had Arnin gone for this mercenary first, he would
ing the initiative). Only if all combatants elect to defer h '

. o . ve had his shield ready on 18, 9 counts into Arnin’s at-
their attacks does the situation once again reach a staqga

# but this ti ith all h dv. A b ck, for a negative mod of — (9/11 x 100) = - 82. How-
off, but this time with all weapons at the ready. Any su "ever, the other mercenary would then have been ready to
sequent initiation of aggression will be handled by the

attack Arnin with a sword.
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Combatants can of course choose not to draw theicommence an attack drive as normal. Combatants who
weapons from the outset. This would prevent them beindpse initiative but do not immediately find themselves un-
attacked mid draw and allow them to attempt dodges oder attack can join in the first cycle using unarmed attacks,
unarmed defences up until the point at which an oppoer draw their weapons and re-roll initiative to see when
nent’s attacks are used up or an attack is gained. At thihey join combat in the second cycle.
point they could use their free action to draw a weapon.
Another alternative is to immediately run; subsequent pur-
suit follows the standard disengaging rules, but with only 3.4 Missile combat
a 10 feet head start. However, these options may be inef-
fective if the quickest attacker actually begins to initiate
their attack before the defender has reacted at all (during
the time of their AT disadvantage). If this is the case, run-
ning is impossible and dodging will have an initial nega- . . .
tive modifier that is proportional to the amount of the at- Throwing weapons, such as knives, throwing axes,

tack that has been completed, exactly as outlined for |atgpe:|:1rsha|r:jd_ sh;}ml:]en, dcfanhbe thrown Il‘? smglebAT (lf cur-
parrying attempts above. rently held in the hand; otherwise, an AT must be taken to

draw them). Bows require 1 AT to draw an arrow, 1 AT to
Example: Pinickity Nitpicker, the infamously quick fit it and between 1 and 4 ATs to aim and fire. This as-

Hobbit, has just drawn his sword upon two rogues Thesumes that the bow is strung and ready; note that it is not
initial initiative rolls mean that the rogues have AT disad- uiual to l((:arryha bbow aroun_;:l Wh'le. st:jung (thr:s w;IIAe_I\_/entu—
vantages of 3 and 7 counts respectively. Pinickity has y weaken the bow), so if surprised, another s may

base AT of 4, so will have his sword out at this point. The>€ required to string the .bOW' Additionally, crossbqws
first rogue reacts on 3, before Pinickity can begin to at-[ake anumber of ATS to wind; the number of ATS required

tack, so he has the option of running, an option he wisel aries between crossbows, and is listed in Table 13. Table

takes. He will have an initial 10 feet advantage. The sec—3 also lists the maximum ranges for common throwing
ond rogue is less lucky. He decides to dodge; he could trY)’eaPO”S and bows.

to draw his weapon, but with his base AT of 9 this would .
take him until 16, by which time Pin would have already Ex?‘mp'.e: l_(alvos iz archer. e tp EalEEg an
had two free attacks (his attacking AT is 5). However, hefToW using his l'gh.t CipEshon [ Cra t|_me (ba_se_ AT)
cannot start to dodge until 7, 3 counts into Pinickity’s at- IS 9 I take§ L a(_:tlon 19 sl £ BEl, 1 2EHer 19 i (A
tack. His first dodge will therefore be at — (3/5 x 100) = - actions to wind his bow (from Table 13) and between 1

60 and, of course, dodging cannot gain the attack. Hisand 4 actions to aim/fire the bow. Kalvos is in no hurry,

fleeing friend had better hope Pinickity dawdles over theand decides to take the full 4 actions to aim. He therefore

- takes a total of 14 actions before firing the bow; the attack
pse. X
will take effect on 9 x 14 = 126.

3.4.1 Firing ranged weapons

If one or more combatants have weapons ready while Note: C b be loaded in ad b
the others do not, but none are in an overtly combat ready olte. d (rqus hgws can be loa g r']n |3 Va'.’}‘;.e’ dutlfa
stance, the same general process is followed. All combaty€apon loade In t |s.mrf1r.m.er must. ene unt nred.
ants roll initiative, with a +20 for the one who made the droPPed itis likely to fire; it is certainly inappropriate to

first move, and penalties are calculated relative to the quick"EIIIOW chara.cters to s.trap aloaded crossb_o_vv to their backs,
est combatant present. Combatants without weapons c progeed inan equn(a_lent manner. Add|t|onally, across-
draw them, but suffer the above-described penalties if the ow will be damaged ifit remains loaded and unfired for a
are attacked mid draw. Combatants who already hav rolonged period (the cord will stretch and lose tension).
weapons, or those prepared to make unarmed attacks, can
initiate attacks as soon as their penalty time is up and are

hence extremely likely to attack first. Of course, those 342 Se[ec’cing target locations
combatants who suffer a speedy attack can elect to dodge
or make unarmed blocks until the opportunity arises to In hand-to-hand combat, target locations are selected

draw their weapons using a free action (in place of initiat-hased on the success of the attack. For a standard missile
ing an attack drive). However, if they are attacked beforeyitack, this is not the case. Instead, the success of the at-
they begin to respond at all, they will suffer a penalty totack is determined (a hit by whatever amount, or miss/
their first dodge as described in the previous example. parry), then target location is resolved by rolling 1d12 and

It should be noted that if everyone is in a combat-cross-indexing the result with the success of the attack (how
ready stance, the AT disadvantage rules should not be usadych it beat the defence by) on Table 16. The d12 roll
Initiative is simply rolled as normal. Combatants who win simply determines the direction of scatter for the shot, if it
initiative but find themselves without weapons have thedeviates from perfect accuracy (equivalent to directions
choice of making unarmed attacks, but their initial initia- gn 3 clock face). Note that even successful attacks (which
tive victorycannot be used to draw a weaparhose Who  peat a defence) can still miss if they scatter in the wrong
choose to do so simply suffer attacks beginning on zerqgjrection. Prior to making an attack roll, a character must
so are likely to get attacked mid draw or suffer a largechoose a specific target area; as well as aiming at the body
penalty to parry the first strike. If they do not wish to centre, they can aim at a particular limb, or at the head/

make an unarmed attack, they simply forfeit their initia- neck. Table 16 has sections for each of these six options;
tive victory. Armed combatants who win initiative simply
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in each case, a d12 roll determines the location that is struckuill make it increasingly difficult to hit targets that are
distant/small.

Example: Kalvos has rolled an attack of 78. Marv
cannot rely on his strike level, which is only 42, so must
hope his parry roll is successful. He has a shield skill mod

f + 51; however, parrying a crossbow bolt with a target
hield yields a D -15 relative weapon mod, so his total

3.4.3 Ranged weapon attack rolls

When making an attack roll with a ranged weapon,
1d100 is rolled as usual and the relevant attack skill mo
is added. However, a spgcial penalty is applied to rangeg rry mod is +51 — 15 = +36. Marv rolls an unfortunate
attacks, based on the distance to the target, the type , for a total of 64. This is less than the attack roll by 14

ranged weapon being used and the size of the target. Fir vints, so the bolt may well have struck home
the distance to the target is determined, in feet. Then, an : :

relevantrange mods are identified. The first range mod is
determined by the type of weapon used and is listed in
Table 13. A second range mod comes from the size of tie4.5 Determining strike location and damage
target; there is no mod for a human sized opponent, but for
larger/smaller targets mods are again listed in Table 13. When a hit is scored, the location is determined by
Finally, there is a special range mod if lighting is poor.rolling 1d12 and applying the result to the relevant section
The distance in feet to target is multiplied by all relevantof Table 16. If a location comes up that is inappropriate
range mods. Then, 10 is subtracted from this total (takinde.g. wings for many humanoids) simply treat it as a miss.
it to a minimum of zero). This total is thenge penalty  From this point onwards, damage is determined in an iden-
and is subtracted from the attack roll. The total attack rolltical manner to that previously described for hand to hand
minus range penalty, cannot exceed 120, as for hand-tattacks. Most limb locations are specified as left or right,
hand attacks. but sometimes this is not the case. In these cases, roll
randomly for which limb is affected. Similarly, a head
Example: Kalvos the archer is firing at a human strike is listed as “Face/Skull’. The GM should determine
opponent, who is 60 feet away. Kalvos elects to aim for thevhich is hit, based on the direction the victim is facing
centre (body) of his foe. He is using a light crossbow, whictand/or a random roll.
has a range mod of 0.5 (from Table 15). A human sized
opponent incurs no special range penalty and the light is Example:Kalvos has scored a hit. He rolls a 10 for
good. The total range mod is therefore 60 (range in feet) ocation which, referencing the upper body column of Ta-
0.5 (light crossbow) = 30, -10 = 20. ble 16 with a success by 14 points, indicates that the bolt
has struck Marv’s right upper arm. Kalvos rolls 2d10 for
Ranged weapon attacks are also subject to the standamage, getting a 5 and a 7 for a total of 12. The damage
ard relative weapon mod adjustment from Table 10. Notenod of his light crossbow is 1.8, yielding base damage of
that it is typically fairly difficult to parry ranged attacks, 12 x 1.8 = 21.6 = 22. Marv is wearing a tough leather
unless a large shield is being used. Finally, for bows therangmail jerkin with a thrust armour value of 8/6. The
is a modifier based on the number of actions taken to ainbolt therefore penetrates, with 22 — 6 = 16 points of pen-
the shot (up to 4). This modifier is listed in Table 13.  etrating damage. This yields a damage total of 16 x 1
(locational damage mod for upper arm) = 16. Marv has a
Example: Kalvos is firing at Marv the mighty, who resistance number of 14; he suffers a (16/1.4) =11.4=11
is aware of Kalvos’ unwelcome attentions and will try to injury point, index (16/5) = 3.2 = 3 wound. The 1d6 death
parry the attack using his target shield. From Table 10, a+ 1d6 knockout rolls cannot exceed his resistance number
crossbhow against a target shield yields a result of D -15,as he has no previous index. However, if left unattended
so Marv's parry roll will be affected, not Kalvos’ attack his wound will bleed for 11/5 = 2.2 = 2 minutes, at a rate
roll. Kalvos has aimed for a full 4 actions, yielding a +15 of 11/4 = 2.75 = 3d4 per minute.
(Table 13). He has a bow skill mod of + 47. His total

attack roll mod will therefore be 47 (bow skill) + 15 (aim- These rules for determining strike location apply
ing) — 20 (range mod) = +42. He rolls a 36, for a total of only against humanoid opponents. For four-legged and
78. monstrous opponents, any attack which beats their best

defence is considered a hit. Simply roll 1d100 and apply
the result to the damage location tables (14 b and c); ran-
dom roll percentages are provided for each damage loca-
tion. If the target does not possess that location (e.g. wings
. . . - for a lion) simply roll again. Missile attacks are assumed
Attack SUCCESS 1S determined in a S|m|lar. mannéty, e targeted at the centre of the body. For very large
for melee and m|§S|Ie attacks.. Th? attack r.oII IS S'mpl_ycreatures, GMs may wish to allow characters to target a
compared to the higher of the victim’s defensive roll (be 'tspecific location rather than the whole body, using an ap-

aparry ora dodge) or strike level, anq if it beats Fhem Ebropriate size mod when calculating their range penalty.
strike may have occurred. Note that if the target is una-
ware of the attacker he cannot attempt to parry/dodge, but

. . - ExampleHad Kalvos been firing at a dog and suc-
must rely on his strike level. For shots at inanimate ob-

. e level of O- the eff tth eeded in beating its dodge, he would have rolled 1d100,
Jects, use a strike level of 0; the effect of the range mo(getting a 44, and from Table 14b found that he had struck

3.4.4 Determining attack success
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it in the chest.

3.4.6 Firing into melees

i

Under some circumstances, combatants may wis#

to launch ranged attacks at opponents engaged in hand-’é_
hand combat with allies or neutrals. Obviously, this it}

only possible if the GM determines that a suitable line o’§

sight is available. Furthermore, the uncertain nature c
the combatants’ movements makes firing into melees som
what unpredictable. Engaged combatants may not par
or dodge, but must instead depend on their strike levels
defend them. !

When firing into a melee, an attack roll of over twice &
the target’s strike level ensures a successful strike. Hoy
ever, if this is not attained 1d100 must be rolled. For
typical melee, a roll of under 40 means that the wron
combatant has been targeted; however, GMs should adjt
this value, depending on circumstances, angle of atta(
and, in particular, the number of combatants engaged wi
the actual target of the attack (for example, if the target . §
currently engaging three opponents, there will be a greatg
chance of accidentally hitting one of them). If the wrong
combatant is targeted, the attack roll is simply compare
to their strike level to determine if they are hit.

Example:Kalvos now turns his attention to a nearby
combat, where a companion of his (leros of Sark) is ener j5 ynder attack during spell casting, as well as to re-
gaged with an anonymous soldier. The GM judges that

¢ - i ! solve situations involving timing ambiguities.
given that the pair are fighting alone and in the open, Spell casting is an attention-demanding exercise. A

Kalvos can attempt to target the soldier. Kalvos boldly o\aracter must be standing still and concentrating during
ignores the potential risk to his friend and unleashes age|| casting. This means that they cannot make extrava-
crossbow bolt. With all appropriate mods taken accounty,; gefensive manoeuvres. They cannot dodge and they
of, Kalvos ends up with an attack roll of 61. The soldier annt parry, either against missile or melee attacks. Any
has a strike level of 34, so Kalvos fails to beat twice this, 4.k that takes effect over the duration of their spell cast-
value (68) and must roll to determine who is targeted. Theny eftorts is simply resolved against their strike level.
GM elects to use the standard 40% chance of hitting they,\iously, they can choose to respond to the threat if they
wrong combatant in this textbook e_xample; Kalvos rolls a,isp, (assuming that they are aware of it), but this means
31. Unfortunately, leros has a strike level of 55, 50 theing the spell. If a spell has been initiated and the
attack roll of 61 is good enough to potentially cause acgter continues to cast in the face of threats and is dam-
strike... aged as a result, the spell may be disrupted and fail to take
effect. This is always the case if the caster is knocked
- unconscious or killed, but will also occur if the damage
3.5 Using magic durmg combat total inflicted exceeds the spell caster’s will statistic. In
—— this case, the caster can begin to act again one AT after the
wound has been resolved (not immediately; a brief recov-
It has already been noted that some spells can bery period is necessary). Note that the decision to abort a
used in place of an attack drive when a character gains thepell and parry or dodge an incoming attack must be made
attack. Most, however, cannot. Many spells do come witfefore the attack is rolled; a character cannot wait to see if
a time value, however (based on the user’s level of comhis strike level will save him, then make a defence if it
petency, as described in the chapter on magic), represerttoes not.
ing the time it takes to cast that spell. Such spells can be
used during an action sequence (indeed, many spells are  Example:Valmos Firecap is standing on a cart, at-
designed to be used in this way). Clearly there is no prolbtempting to assist his comrades who are battling off some
lem in using magic in this manner when a character is irbandits. He is in the process of casting the spell “bolt of
no immediate danger; the GM simply makes a note of wheffieat,” due to take effect on 70, when a bandit takes a pot
a particular spell will take effect, then returns to determineshot at him with a short bow (on 61). Valmos is aware of
its effects when that time comes. It is usual to impose dhe bandit, but elects to ignore the bowman, relying on his
one AT decision period in between a magic user casting atrike level to keep him safe. Unfortunately for Valmos the
spell and beginning to cast another one. However, ruleshot is a good one and strikes him in the abdomen, caus-
are required to govern those situations in which a charagng a damage total 22 wound. Although Valmos survives
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the 3d6 knockout roll, the wound’s damage total exceeds A note on rounding For large-scale combats, the
his will of 14, so the spell is lost. Valmos is free to begimote keeping and maths work for the GM can become quite
casting again one AT after the shot was resolved; he has ghallenging. Under these circumstances, it is quite rea-
base AT of 10, so this will be on 71. sonable for GMs to round their NPC's combat modifiers
to the nearest five (Hence a +32 to strike would be treated
A difficulty arises when a spell caster completes as a +30). This greatly simplifies the process of summing
casting mid-way through an incoming attack. The situa-d100 skill rolls, without losing much in the way of real-
tion is handled in a manner identical to that discussed folsm. Of course players, who have only their own charac-
quick draw situations. The spell caster is permitted to makeer’s rolls to concern them, ought to be able to handle the
a dodge or parry, but with a negative modifier based orrequisite addition and subtraction without too much diffi-
the proportion of the attack that has been completedeulty. It is strongly recommended that GMs limit the
Hence, if a spell caster completes casting 4 counts into aftumber of PCs in their games to three or four the first few
attack from another character with a weapon modified ATtimes they try out the combat system, so that combats can
of 11, his subsequent dodge or parry will be at — (4/11 e resolved on a reasonable time scale while the rules are
100) = - (0.36 x 100) = -36.  For missile attacks, parrieeing learnt.
or dodges must occur at the time that the missile attack is
resolved, so a spell caster is either free to parry/dodge with
their full skill mod, or completely unable to do so.

3.6 A complete combat example

Example:Valmos is having a tough day. On 71 he
begins to cast another spell; this time it's “haste”, a pow-
erful spell that will speed his companions in combat. The Before progressing to a discussion of the advanced/
spell has a cast time of 23 for Valmos, so he is due to conpptional rules, a complete combat example is presented to
plete casting on 94. However, a bandit leaps onto the cargive GMs a feeling for the flavour of a real encounter.
and initiates an attack on Valmos. He begins to attack orNote that while many of the basic rules are covered here,
91 and has at attacking AT of 11. Valmos decides not tmo magic using examples are presented. Further examples
abort his spell, but instead to complete casting then atof the use of magic in action sequences are given in the
tempt a belated dodge. Because the bandit is already 8hapter on magic, alongside detailed rules for its resolu-
counts into his attack, Valmos suffers a penalty of — (3/11 &on.

100) = - (0.27 x 100) = - 27 to his dodge.
A party of five adventurers have just completed a

Another important point is what happens to the re-mission offered to them by the merchant Aramit the wily.
cipient of the spell caster’s attentions. Many spells have dhey are meeting him at the appointed hour to receive
fairly unpleasant effect on their targets. The spell is conpayment. The party is familiar to us, consisting of Kalvos
sidered to take effect immediately upon its completion andghe archer, Arnin the truly insane Half Orc, Les-Ri of
it is up to the GM to determine the effects if the target is inObenium, Adoric the brave and Kili Tough-in-the-hide. The
the process of making an attack (although the spell deencounter occurs in an abandoned hamlet, now simply a
scriptions may provide guidelines). Generally, any spelifew half-ruined hovels centred around a dried-up well. Les-
which causes the target to lose consciousness or die midi has advanced to the well to meet with Aramit, while the
attack will abort that attack. For spells that damage amnore hot-headed members of the party wait by their horse
opponent but fail to knock them out, the current attackand cart some 50 feet back with the object of their quest, a
continues, but with a penalty of twice the injury points sealed scroll case. Les-Ri demands payment, but Aramit
actually inflicted (to model the effects of the surprise). Notehas other ideas; he goes for his sword. The ambush is re-
that these rules should also be employed when a characteealed as soldiers appear from the ruined buildings. At
suffers the effects of a missile attack or a free strike fronthis point, the GM decides that a map would be useful and
behind mid strike. draws one to give the players a sense of their predica-

ment. The PCs are denoted using the first two letters of

Example: If Valmos had decided to cast “bolt of
heat” again instead of haste, he probably would have opte
to direct it at the bandit who leapt up onto the cart. In thig
case, the spell would have taken effect three counts in
the bandit’s attack (Valmos’ cast time with bolt of hea
also conveniently being 23). We'll imagine it struck theg @
bandit in the upper arm, for a damage total of 32 and alj R
index 6, 27 injury point wound (the bandit’s resistancq
number is 12). If the spell had caused sufficient damag S S
to knock the bandit out, the attack would be aborted. How S
ever, in this case the bandit rolls a lucky 9 on his 4d6 knoc s S
out roll, so the attack continues, but with a special - 2
injury point = - 54 modifier. Valmos can of course still O
attempt to dodge at —27 (see above example). Dﬂ .
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their names, except for Les-Ri, who is denbt&d Aramit  ing pace is 1.7 + 1.6 = 3.3. This final distance is therefore
is denoted?, while each of his soldiers is denoted with an covered in 13.2/3.3 = 4 counts, on 25. With 10 counts of
S. deceleration, this means that the combatants will meet on

The timer for this action sequence now begins at35. The soldiers run a little faster, but Arnin started a bit
zero. At this point, the soldiers have not actually emergedooner, so the GM rules that they meet in the middle, 25
from their hiding places yet and the action is centred onfeet from where each side started. If he desired, he could
Les-Ri and Aramit. This is a fast draw situation, with bothbe more exact, and work out how much distance one side
men currently not wielding weapons. Initiatives are there-had covered by 35. Arnin, for example, would have had
fore rolled, with Aramit getting a +20 mod for having ini- 20 counts at a jog (20 x 0.8 = 16) and 7counts at a sprint
tiated the encounter; note that these rolls are based on th€7 x 1.6 = 11.2), so in fact, he would have covered 27 feet
combatants’ initiative skill mods minus encumbrance andand the soldiers only 23. The GMs estimate is probably
are not modified by any weapon initiative mods, as weapgood enough though.
ons have not yet been drawn. Aramit gets a 92, while Les- Clearly, other things will have happened by 35, so
Ri only manages a 64, for an AT disadvantage of ([92the GM goes on to resolve some of the other PCs’ actions.
64]/10) = 28/10 = 3 counts. Aramit’s base AT is 8, so heKalvos wishes to get onto the cart and ready an arrow
has his scimitar ready at this point. Les-Ri, who begins tqhe’s using a longbow today). The GM informs him that
react on 3, decides to draw his longsword. His base AT ifie can attempt to jump onto the cart in one action, or climb
10, so he'll be ready on 13, 5 counts into the treacherousn in two. Kalvos is no hurdler and doesnt want to end up
merchant’s attack. hurting himself, so he elects to clamber on. Once aboard,

The GM rules that all those characters not involvedit will take him one action to ready his bow, two to string
in the initial fast draw situation must spend 1 AT realisingit, one to draw an arrow, one to fit it and one to four ac-
what's happening before they can begin to react. Thigions to aim and fire. Kalvos wishes to defer this decision
means that Arnin will begin to act on 8, Kalvos on 9, Adoricuntil he sees what's happened by then. When he’s ready to
on 10 and Kili and the soldiers on 11. As Aramit’s attackaim, it'll be 7 (his actions up to that point) x 9 (his AT) =
will not be resolved by this point, the GM asks the othel63, so the GM will return to him at this point, assuming
PCs for their intentions before returning to Les-Ri’s plight. nothing impinges upon him before then.

Arnin, in traditional style, decides to charge the four

soldiers emerging from the ruined long house to his right

readying his halberd as he runs. The GM declares thg

these four soldiers (who already have their weapons read S

are charging at the characters gathered around the cart \

so Arnin will meet them around mid-way. None of the \K@;

other PCs are charging this way, so the GM goes on f
calculate when the fireworks will begin. This must be don
in a series of steps, because both Arnin and the soldie S S
are moving, and Arnin will begin to move slightly earlier T S
than them (the most complex movement scenario). The s /' )/S S
diers are adjudged to be 50 ft from Arnin. The GM is 3 /
stickler for details, and decides to work the timing out ver ) // X
precisely. Arnin begins moving on 9 and has a jogging o/

pace of 0.8 (not bad, considering he's wearing full platg Ka ,ﬂ] / A
armour). The GM knows that for the last second befor ~

they meet, all parties must be moving at a jog (as they
slow). The soldiers have a jogging pace of 0.9, so the total

eSS Eoss) Gl il Lt @=smie) vl i 200 5 O'E{’:as emerged from the building to the left will attempt to

(Arnin’s coverage) + 10 x 0.9 (for the soldiers) =8 + 7 = :
cut off her run and engage her. Glancing at the sketched
15 feet. The GM therefore needs to calculate how long '?nap, iim 1) ¢ eites G Ace, & llis kel i o

will take both parties to cover the remaining 35 feet, then .
add 10 counts to this time. From 9 to 11, only Arnin iSmust cover around 35 feet before she gets to the point where

the soldier will cut her off. He will only have to cover

?O?J\g?s?,h:’rllldcst/:rjggx (g %s:a;: Zeigtmg% degr;g ;%ezstﬁaround 20 feet. Although Adoric is faster (her sprinting
: : N ace is 2.1 and her jogging pace 1.1) it will still take her

Arnin and the soldiers are accelerating (it takes 10 counts’ : .
to accelerate, so Arnin will begin sprinting on 19). Their e e T e ac-

: L . celerating second and the remaining 24 feet will take 24/
combined jog is 0.8 + 0.9 = 1.7, so during these 7 countsz1 _ 11_% - 11 counts). This wouldgput her there on 31.

LIy BDUEF 1 X Ll = A0, el &) Il @ L9+ A ~The soldier, if he wants to decelerate enough to engage
14.3 feet. From 19 to 21, Arnin is sprinting and the sol- ! : an 9ag
her, must spend 10 counts accelerating (covering 9 feet),

diers are still accelerating. Arnin’s sprint pace is 1.6, so . :
the combined pace over this period is 1.6 + 0.9 = 2.5; in 310 countg c.iecgleratlng. (Gl GeliED o Tl an_d L
count sprinting in the middle (2 feet left to cover, so a time

counts, 3 x 2.5 = 7.5 feet will be covered, for a total ofo]c 2/1.7 = 1.2 = 1 count) for a total of 21 counts. He'll

14.3 + 7.5 = 21.8 feet. The remaining distance, excluding_ . . X : . .
the final second’s deceleration, will be covered with eve-a.Ch'eve 7 o) 3.’2’ 50 M B qwte qu.'Ck. ST t_o set
ryone sprinting. There is 35— 21.8 = 13.2 feet left to coverh'mself for a swing. However, this margin is pretty tight
. . . 3 " : i
The soldiers’ sprinting pace is 1.7, so the combined sprint—(1/10 £ 1 SEFane), 50 I Chol, TIgii Hie oL I

Meanwhile, Adoric decides to run to the well and
ssist Les-Ri. The GM decides that the lone soldier who
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cides to play on the ambiguity a little. He informs Adoric around him and continue. He has at least slowed them,
that as she begins to run, she sees the soldier approachirfgowever, as they had to decelerate to negotiate his charge
and cant be quite certain if he’'ll intercept her. She canand cannot take a direct route to the cart. The GM de-
either risk sprinting on, in which case if he does interceptcides that the slight detour means they still have 35 feet to
her he'll get a free strike as she runs past, or she can slowover to get to the cart. This will take them 30 counts (20
and engage him. Adoric doesn't wish to risk a free striketo accelerate/decelerate, covering 20 x 0.9 = 18 feet, and
so she opts to slow down. This being the case, she’ll actd-7/1.7 = 10 to cover the remaining 17 feet). They will
ally engage the soldier on 38. Her accelerating and detherefore arrive at the cart on 65.

celerating seconds will cover her 20 x 1.1 = 22 feet, and Arnin and his remaining two opponents all have their
the remaining distance (at a sprint ) will take 13/2.1 = 6.2 weapons ready, so a standard initiative roll is called for to
=6 counts. He, of course, has been waiting for her sincaletermine who goes first. Arnin’s total initiative mod (from
31. his weapons box) is +42/+12. He’s closing from a dis-

Only Kili still has to declare an action. He's no tance, so gets to use the value preceding the slash; Arnin,
runner and decides to remain at the cart, draw his weaponolls a 47, for a total of 89. The GM rolls for the two
and guard the scroll case, waiting for events to force hissoldiers, who both have total initiative mods of +8. He
hand. He will have his axe ready after one AT, on 22gets a 78 and a 34, for totals of 86 and 42 respectively.
Meanwhile, the two soldiers at the distant house are goingArnin will therefore get to attack first. His attacking AT is
to make a run for the well. The GM adjudges the distancdl, the same as the soldiers’ base AT, so he wont get any
to be 30 feet, taking them until 38 (20 x 0.9 = 18 feet coviree attacks. From Table 10, the relative weapon mod for
ered during 2 seconds acceleration/ deceleration; remain-a pole arm against a target shield (all the soldiers are us-
ing 12 feet covered in 12/1.7 = 7.1 = 7 counts; = 27 countsing longswords and target shields) is A -15, so Arnin’s at-
on the run, and reacted on 11). tack will be adjusted. His total strike plus (from his weap-

It's time to resolve a bit of action. Aramit is attack- ons box) is a rather impressive +71, so with the —15 he
ing Les-Ri with his scimitar and Les-Ri is attempting astill has a +56. Arnin rolls a 55, for a total of 111. The
desperate defence. The relative weapon mod for a scimsoldier he is attacking has a +44 to parry with his shield,
tar against a longsword is D -5, so it wont affect Aramit. and rolls an impressive 97; his total would be 141, but it is
He rolls a 51, which with his +48 to strike gives him a capped to 120. He therefore only beats Arnin’s attack by 9
total attack of 99. Les-Ri has only a +32 to parry nor- points (120 —111) and fails to gain the attack. Arnin, with
mally. He’s only got his sword out 5/®f the way into a maximum of four attacks per drive, is free to swing again.
Aramit’s attack (on 13; Aramit’s attacking AT is 8), so he This time the soldier is less lucky. Arnin’s attack
gets a— (5/8 x 100) = - (0.625 x 100) = - 63. He also getscomes to 103, but the soldier rolls a 55, for a total of 99,
the relative weapon mod of —5. He therefore has a total o6o Arnin has beaten the parry by 4 points. The GM reads
+32 — 63 —6 = -36 to parry. He rolls a 75, but still only Arnin his choice of locations from Table 11: elbow, fore-
gets a parry roll of 39. This is worse than his strike levelarm or shin. Arnin decides to strike the soldier’s elbow.
(50), so he uses that. Aramit’s strike has beaten him by 9Ble rolls for damage, and gets a 12 on 2d10. With Arnin’s
—50=49. Aramit, being a merciless cad, elects to cut himmighty damage mod of 3.8, his base damage is 3.8 x 12 =
across the face. He rolls damage, scoring an 11 on 2d1045.6 = 46. The soldier is wearing a chain shirt over a
His base damage is 11 x his damage mod of 0.88 = 9.68 padding shirt, for a chop AV of 14/11. The blow easily
10. The hapless Les-Ri has no armour on his face, so thearts the metal links, for 46 — 11 = 35 points of penetrat-
penetrating damage is also 10. From Table 14, theing damage. The locational modifier for a chop attack to
locational modifier for a cut to the face is 6, so Aramit the elbow is 2, so the wound has a damage total of 35 x 2
inflicts a damage total of 10 x 6 = 60. Glancing at Table= 70. From Table 12, the GM notes that this calls for a
12, we find that this wound causes a 4d6 death roll, with &6d6 death roll, plus 5d6 additional knockout dice. The
further 4d6 knockout dice. mercenary has a resistance number of 17, but rolls 19 on

Les-Ri's Resistance number is 14. First, he rolls histhe first 5 dice; death is instantaneous. There is no need
death dice, getting a 2, two 3s and a 5, for a total of 13to go on and calculate injury points and index for this
Les-Ri has not been killed outright. However, with 4 morewound. Arnin has had two attacks, with an attacking AT
knockout dice to roll he is assured of unconsciousness. Hef 11, so his sub-combat timer is now on 35 + 22 = 57.
suffers an index 12 (60/5) 43 injury point (60 x 10/14, o
60/1.4) face wound and is clearly at serious risk from bleeq
ing damage. Aramit is a merciless rogue and would ordi
narily make sure of his work, but he's concerned with even
elsewhere. The GM declares that on aroll of 1-3on adl ~
Aramit will take a moment to plunge his scimitar in for the C®y
kill; he rolls a 7 and Les-Ri gains a respite.

Aramit completed his attack on 16 and decides t
survey the scene before choosing his next course of actiq
The GM therefore skips to 35, the point at which Arnir ad
engages the four soldiers. In fact, the soldiers are keen -
get to the cart (their instructions are to recover the scrol S
case), so they dont all want to deal with Arnin. Arnin, by V SS
contrast, is keen to fight all four, but the GM rules that he g !
can only engage two of them, while the other two ski
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The GM notes down that it is the second soldier’s turn ti that this does not provide her with any free attacks. He
act and shifts focus. then checks Table 10, with a staff attacking and a target
On 38, The two furthest soldiers reach the well anc shield defending and reads off the relative weapon mod of
Adoric engages the soldier who blocks her path. The sc A -10. Adoric’s total strike mod with her quarterstaff is
diers at the well will ask Aramit for instructions, an action +51, so she has a +41 for this attack. She rollsa 71, for a
the GM decides will occupy them for two ATs, so they wor total of 112. The soldier has a +44 to parry with his shield
begin any further action until 60 (38 + 11 + 11). The and rolls a 46, for a total of 90. Adoric has beaten him by
focus therefore falls upon Adoric. The GM judges that sh 22 and elects to strike him in the chest (from the available
can have readied her staff while running, so both comba locations on Table 11). She rolls a 13 for damage and has
ants are armed and initiative rolls are required. Adoric a damage mod of 1.08, for a base damage of 14.04 = 14.
has a total initiative mod of + 35 and rolls a 28, for a total The soldier's armour value on the chest against impact
of 63. The soldier, with a +8, rolls a 71, for a total of 79, attacks is 13/10, so the blow just penetrates, scoring 4
and gains the initiative. His attacking AT is 12, higher points of penetrating damage. This is multiplied by the
than Adoric’s base AT of 10, so he’'ll get no free attacks chest damage mod for impact attacks (3, from Table 12),
He attacks with a longsword against a quarterstaff, yield for a damage total of 12. The 1d6 knockout roll will not
ing a relative weapon mod of A -10, so he’'ll have a — 10 t trouble the soldier, but he has suffered an index 2 (12/5 =
his attack. The soldier’s total strike mod is +40, so he ha 2.4 = 2), 7 injury point wound (resistance number = 17,
a +30 for this strike. He rolls 60, for a total of 90. Adoric 12/1.7 = 7.05 = 7).
has a +53 to parry with her staff (from her weapons box) Adoric follows up with a second blow (she has a
she rolls a 51, for a total of 104. This beats the soldier* maximum of 3 attacks per drive). This time she rolls a 45,
attack by 14 points, parrying but narrowly failing to gain for a total of 86. The soldier attempts to parry, but only
the attack. He has a maximum of two attacks per drive, < rolls a 30, for a total of 67 (30 + 44 = 74, minus his 7
strikes again, this time getting a total of 71. Adoric rolls injury points = 67). Adoric has beaten him by 19 points.
to parry and gets a 109. She has parried by more than 1 She has also learned something about his mail armour
although in this case she would have gained the attac and this time elects, from the available locations, to strike
anyway, as the soldier has used up all his attacks for th him in the knee. She rolls an 11 for damage, for a base
drive. The soldier’s attacking AT is 12, so this sub-combz damage of 11 x 1.08 = 11.88 = 12. The soldier wears
timer is now on 62 (38 + 12 + 12). The GM notes that it's tough leather ringmail trousers, with an armour value
Adoric to attack and changes focus. against impact of 5/4 for his knee. She therefore does 12 —
On 57, the soldier facing Arnin gets to attack him. 4 = 8 points of penetrating damage, for a damage total of
Arnin has despatched one foe, so need not worry about 8 x 2 (impact locational mod for knee) = 16. Even with his
AT penalty for facing two opponents; the soldier’s attack index of 2, a 2d6 knockout roll cannot threaten the sol-
ing AT of 12 won't trouble him. The soldier attacks with ¢ dier’s resistance number of 17. The wound is noted, with
longsword against Arnin’s pole arm, for a relative weapon an index of 3 (taking his total to 5) and injury points of 9
mod of D -10. His attack mod of+40 is therefore unaf- (for a total of 16).
fected, and he rolls a 62 for a total of 102. Arnin has ¢ For her final attack, Adoric rolls a 93, for a total
+69 to parry, but is modified by the —10 for a total of +59. (134) capped to 120. The soldier rolls a 50, but with his
His luck is in, however; he rolls a 90, so his total (149) is 16 injury points only gets a 78 overall. Adoric has the
capped to 120, beating the strike by 18 and therefore gair opportunity to hit him in the skull and takes it. Unfortu-
ing the attack. The time at this point is 69, so the GN nately, her damage roll of 12, yielding a base damage of
changes focus once more. 13, narrowly fails to penetrate his plate helm/padding hood
On 60 the soldiers with Aramit have requested theil combination (impact armour value 13/10), so she scores
instructions. The GM decides that Aramit must now sper no damage. Her 3 attacks have taken the combat sub-
2 ATs giving them: to wait by his side for developments timer to 92 (62 + 10 + 10 + 10), so the GM changes focus
This will be completed on 76 (60 + 8 + 8). On 62 Adoric before the soldier’s attack drive begins.
begins her attack, but Kalvos will have readied an arrow On 65 the two soldiers who wisely avoided Arnin
on 63 and the GM decides to find out what his next mo\ reach Kili and the cart. One of them has split off towards
will be (in case it impinges on one of the melees). The G the rear of the cart and Kili is happy to leave him to Kalvos
informs Kalvos that from his elevated position he can se rather than moving to the rear of the cart himself, so Kili
Arnin fighting a soldier, Adoric fighting a soldier, two sol- will engage a single soldier. The GM decides that the de-
diers about to reach the cart, one on whom is veering tc tour will mean the soldier splitting off must cover an addi-
wards Kili, the other making for the back of the cart, anc tional 15 feet (at a jog) to get to the cart’s rear. This will
Aramit standing by the well with two soldiers. While he take him (15/0.9 = 16.7 = 17 counts, so he’ll get there on
suspects that he may soon become the target of unw 82. On 65, Kili and his opponent roll initiative. Kili, a
come attention, Kalvos decides to take the opportunity fc heavily armoured Dwarf using a two-handed axe, has an
a pot shot at the loathsome Aramit. He opts for only 1 A initiative of —12. He rolls a lucky 94 for a total of 82 and
of aim, as he is concerned by the approaching guard an manages to beat his opponent, who rolls a 60 for a total of
realises that Aramit can see him and may attempt to duc 68. Kili’s attacking AT of 14 is no issue. He attacks with
behind cover. Kalvos’ base AT is 9, so his shot will bra 2-h axe against a target shield, for a relative weapon
resolved on 72. mod of A -15, so his usual +62 becomes a + 47. However,
These events will not effect Adoric, so the GM shift Kili rolls only a 30, for a total of 77. His opponent rolls a
to her attack. Her attacking AT is 10, while the soldier’s 69, for a total of 123 capped to 120, so he easily gains the
defending AT is 11. The GM consults Table 15 and note¢ attack. He will begin attacking on 79 (65 + 14), so the
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have time to accelerate to a sprint, and anyway, sprinting
is unsuitable for controlled movements), so they’ll be cov-
ered up on 89 (72 + 17).
On 79, the soldier fighting Kili gets to attack. His
@ attacking AT of 12 is greater than Kili's base AT, so again
- there will be no free attacks. He’s attacking with a
longsword against Kili's 2-h axe, yielding a relative weapon
mod of D -20. The soldier’s attack is therefore only modi-
S fied by his total weapon mod of +40; he rolls a 63,for a
Ad total of 103. Kili has a + 65 to parry with his axe, but with
S the relative weapon mod he only gets a +45 for this de-
I fence. He rolls a 48, for a total of 93, failing to parry by
<l « S 10 points. The soldier decides to strike him in the elbow,
il and rolls a 10 for damage. His damage mod with a
longsword is 1.4, so his base damage is 10 x 1.4 = 14.
Luckily for Kili, his chop armour on the elbow is 14/11, so
GM shifts focus once again. the blow fails to penetrate. The soldier has a maximum of
On 69, Arnin attacks again. With relative weapon two attacks per drive and follows up with an attack roll of
mod taken into account he still has a +56 to strike and his71, for a total of 115. This time, Kili rolls a 31, for a total
roll of 83 assures a 120 attack. The hapless soldier onlyf 76, failing to parry by 39 points. The soldier elects to
manages a roll of 21, for a total of 65 (still better than his strike Kili in the chest and rolls a 14 for damage, for a
strike level of 34). Arnin is free to strike any location and base damage of 14 x 1.4 = 19.6 = 20. However, Kili is
opts for the skull. He rolls a 9 for damage, for a basesolidly armoured about the body (he has metal brigandine
damage of 9 x 3.8 = 34.2 = 34. The soldier wears a helmpver double mail over padding), with a chop armour value
over a padding hood, but still only has a chop armourof 28/21. The blow fails to penetrate and the soldier has
value of 20/15, so 19 points of penetrating damage areno attacks left, so it’s Kili's turn to strike. At this point, the
scored. The locational modifier for chop attacks to thesub-combat timer is on 103 (79 + 12 + 12) and the GM
skull is 8, so the damage total is 8 x 19 = 152. The resultshifts focus.
ant 11d6 death roll is quite sufficient to beat the soldier’s On 80, Arnin has finished off his two opponents and
resistance number of 17, as Arnin’s mighty blow splits hiss looking for more action. He can see the two soldiers
skull and spills the jelly-like contents to the dusty earth.who are in the process of making for the cover of the well
This is accomplished on 80 (69 + 11), so the GM onceand decides they may want company. With this in mind,
again changes focus. he begins to charge. The GM judges that the distance to
On 72, Kalvos’ bowshot is resolved. His target, their destination, behind the well, is 50 feet (Arnin will
Aramit, is 50 feet distant. The base range mod for a longeircumnavigate the well from the right to meet the sol-
bow is 0.33, the light is good and Kalvos is aiming for thediers). It will take Arnin 41 counts to cover this ground
body, so his total range mod is 50 x 0.33 = 16.7 — 10 = 6.qhe’ll cover 16 feet in his 20 counts of accleleration and
=7. He's only taken 1 AT to aim, so he has an additionaldeceleration and the remaining 34 feet will take 34/1.6 =
— 10 (Table 15). His bow skill gives him a +47, so his mod21.25 = 21 counts). Arnin will therefore arrive at his quarry
for this shot is +47 — 10 — 7 = +30. His target, Aramit, is on 121. They have reached cover by 89 and can see him
still instructing his soldiers, but he's aware of Kalvos and coming, a fearsome sight indeed. The GM decides to roll
elects to try and dodge the shot. The relative weapon moal d10 for their reaction, higher being braver. He rolls a 2
for a bow against a dodge is D -25, so Kalvos’ attack roll for the first and a 10 for the second soldier. When Arnin
is unaffected. He rolls a 75, for a total of 105, easily beatreaches the well, only one soldier will be standing there to
ing Aramits strike level. Aramit makes a desperate dodgegreet him; the other begins to run on 89. The GM decides
but his dodge skill is only + 18, leaving him a -7 after thethat he will calculate how far he’s got when the need arises
relative weapon mod is taken account of. His impressiveind switches attention back to the cart.
roll of 98 still leaves him a total of only 91, 14 points short
of Kalvos’ attack, so the arrow may have struck home.
d12 roll determines its location. Kalvos gets a 12, an
consulting Table 16 is delighted to find he’s hit Aramit in
the neck. He rolls damage, getting a 10, which with hi *\\
[

longbow damage mod of 1.32 gives him a base damage
13.2 =13. Aramitis unarmoured, so the penetrating dam )
age is also 13, which with the neck thrust locational dam S g
age mod of 8 yields a damage total of 104. Aramit has
7d6 death roll and a further 7d6 knockout dice. His resist
ance number is 14, but his death roll totals 21; this is th
last arrow that he’ll ever see. The two soldiers standin
with Aramit are stunned by his sudden death and the G ) . 5
declares that they will scuttle for cover behind the well U

He decides that they must cover 15 feet to reach safe || ki 8

which will take them 15/0.9 = 16.7 = 17 counts (they wonf )
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On 82, the soldier who split off has reached the backHe rolls a 63, for a total of 77. Adoric, with a parry mod
of the cart. Kalvos fired on 72 and the GM rules that it of +53, rolls a 45, for a total of 98. She has beaten the
takes him one action to swing round to face the directiorstrike by 21 points and gains the attack back. At this point,
he knows the soldier is coming from. This will be accomthe sub-combat timer is on 104 (92 + 12). The GM shifts
plished on 81 (72 + 9), just as the soldier is coming intoto Kili, who begins attacking on 103.
view. The GM knows that the next few counts will be very Kili is again attacking with a 2-H axe against a tar-
tight and decides that the fairest way to resolve them is tget shield, for a relative weapon mod of A -15. His attack
secretly decide the soldier’s intentions, then have Kalvosmod is therefore +47 and he rolls a 65, for a total of 112.
player announce his intentions (drawing another arrow His opponent is particularly unlucky, rolling a 04. He only
and fitting/firing it, dropping his bow and drawing his gets 40% of his parry bonus, or +18 (44 x 40/100=17.6 =
sword, or some other manoeuvre). The outcome can thelB), so his total is a measly 22, worse than his strike level
be determined, with appropriate time penalties for chang-of 34. Kili has beaten this by 78 and can choose any loca-
ing actions as the situation unravels. tion. He goes for the neck and rolls a 9 for damage. Kili’s

The GM decides that the soldier will climb onto the 2-H axe packs a fair wallop, with a damage mod of 2.98,
cart, leaving himself exposed for the two actions this takeso his base damage is 26.82 = 27. This is enough to de-
(the soldier is guessing that Kalvos will go for another feat the soldier’'s chop armour in the neck (14/11) and cause
shot and wants to get to him first). However, Kalvos de-16 points of penetrating damage. The chop locational mod
cides to drop his bow, go for his sword and move forwardfor the neck is 8, so the wound causes a damage total of 8
The GM judges that it takes %2 an action to drop the bowx 16 = 128. This leads to a 9d6 death plus 9d6 knockout
and one action to draw a sword and move forward. Thisroll; the GM rolls a 34 on the first nine dice, so the soldier
means that Kalvos will be ready to strike on 95 (81 + 5 + has had his neck split wide open and slumps in a lifeless
9). The soldier will be climbing from 82 to 104. This heap. The sub-combat timer has advanced to 117 (103 +
means that by the time he gains his feet, Kalvos will be 94) so the GM shifts focus once again.
counts into his first attack. Kalvos has an attacking AT of Now it's time for Adoric to swing again at her bruised
10 (he’s using a longsword), so at this point the soldieropponent. With a relative weapon mod of A -10 (staff
will get a — (9/10 x 100) = -90 to his parry. The relative against target shield) she has a +41 to attack. She rolls a
weapon mod for a longsword against a target shield is A 54, for a total of 95. The soldier has a mere +24 to parry
15, so Kalvos’ normal strike mod of +33 (he's no swords-after taking account of his 16 injury points and rolls a 35,
man) becomes a +18. His attacking AT of 10 against thdor a total of 59. Adoric has beaten the parry by 36 points,
soldier’s base AT of 11 doesnt give him any free attackdut mindful of the soldier’'s armour once again decides to
(from Table 14). He rolls a 68, for a total of 86. The go for his knee. She only rolls a 6 for damage, for a base
soldier, meanwhile, has his normal +44 to parry reduceddamage of 6 x 1.08 = 6.48 = 6. This is still just enough to
to a —46 by the unfortunate circumstances of his clamberpenetrate his impact armour in the knee (5/4), but only by
ing. Herolls a 71, for a total of 25, so his strike level of 342 points, so the damage total is 2 x 2 (knee impact locational
is used. Kalvos beats this score by 52 points. The GM harod) = 4. The wounds gives no knockout roll, but does
already decided that for this attack Kalvos would have useddd one to the soldier’s total index (now 6) and 2 to his
the large on small section of Table 11, because the soldigotal injury points (now 18; 4 /1.7 = 2.4 = 2).
is still gaining his feet. Kalvos elects to strike the soldier For her second strike, Adoric rolls an 85, for a total
in the neck and gets a 14 for damage. With his damagef 126 capped to 120. Her opponent, now with a +22 to
mod of 1.1, he scores a base damage of 15.4 = 15, jugtarry, can only manage a roll of 58, for a total of 80. Adoric
enough to penetrate the soldier's chop armour of 14/11is nothing if not persistent and once again strikes his knee.
The 4 points of penetrating damage are multiplied by theThis time, however, she rolls a 15 for damage, yielding a
neck chop locational modifier of 8 to yield a damage totalbase damage of 15 x 1.08 = 16.2 = 16. 12 points of dam-
of 32. age penetrate the soldier’s armour, for a damage total of

It's a vicious wound and from Table 12 requires a 12 x 2 = 24. The 1d6 death roll is not an issue, but the
2d6 death + 2d6 knockout roll. The death roll can't threatenfurther 2d6 knockout may well be, given that the soldier
the soldier’s resistance number of 17, but the knockout rolhas an index of 6. The GM rolls the 3 dice, and gets a 12.
can. In the event, however, the GM rolls a 14 and theNith the addition of the 1ndex, the total of 18 just exceeds
soldier remains conscious. He does suffer an index 6 (32he soldier’s resistance number and he goes down, uncon-
5=6.4 = 6) 19 injury point wound though (32/1.7 = 18.8 scious after his repeated beating at Adoric’s hands. The
= 19). Additionally, Kalvos has a maximum of two attackssub-combat timer is now at 124 (104 + 10 + 10), so the
per drive, so he gets to follow up. This time, he rolls a 45GM shifts to the action at the cart.
for a total of 63. The soldier, now fully able to parry, rolls The soldier in the cart will initiate his attacks on
a 61, which with his 19 injury points gives him a total of 115. Kili is not finished with his soldier until 117, but the
63 + 44 — 19 = 88. This beats Kalvos' strike by more thanGM decides to find out what he’ll do next, so he knows
15 points, although in this instance he would have gainedvho it might impinge upon. Kili decides to make for the
the attack anyway. The sub-combat timer is now on 11back of the cart to help his friend. The GM judges that
(95 + 10 + 10), so the GM shifts focus. this will require a jog of 10 feet. Kili is slow, with a jog-

The soldier fighting Adoric is about to take a swing. ging pace of 0.5, so it will take him 20 counts (10/0.5) to
He has no AT advantage so will gain no free attacks andeach the back of the cart. This will be accomplished on
there’s a relative weapon mod of A -10 (longword against137 (117 + 20) and the GM returns to Kalvos’ struggle.
staff). Furthermore, he’s injured to the tune of 16 injury The soldier in the cart has been badly wounded, but
points. He therefore has a +40 —10 —16 = +14 to strike. is now all the more desperate to floor his foe. His attack-
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ing AT is greater than Kalvos’ base AT, so he’'ll get no freearmour. He therefore turns and begins to sprint back to
attacks. He’s attacking with a longsword, and Kalvos isthe cart to assist his comrades. The GM judges the dis-
using his longsword to parry, yielding a relative weapon tance to be 65 feet, including circling the well. This will
mod of 0. With his 19 injury points, he has a + 21 totake Arnin 51 counts (20 counts accelerating/decelerat-
strike, and rolls a 66, for a total of 87. Kalvos has a +33 ing, during which time he’ll cover 20 x 0.8 = 16 feet; then
to parry, and rolls a 41. His total of 74 is insufficient to 49/1.6 = 30.625 = 31 counts to cover the remaining 49
parry the blow, which has beaten him by 13 points. Thdeet). He’'ll arrive at the cart on 183, having passed the
soldier elects to strike Kalvos in the thigh and rolls an 11kneeling Adoric en route.
for damage, for a base damage of 11 x 1.4 = 15.4 = 15.
Kalvos’ tough leather trousers offer only limited protec-
tions (3/2 for chop attacks), so the strike causes 13 poin s
of penetrating damage, for a damage total of 1.5 (thigh
chop locational mod) x 13 = 19.5 = 20. Kalvos has 4 X .
resistance number of 13, so the 1d6 death plus 1d6 knoq @ |
out rolls cannot affect him, but he still suffers an index 4 L: ‘
15 injury point wound (20/5 = 4; 20/1.3 = 15.4 = 15). a AL
The soldier isnt finished yet; he still has a second |
attack to make. This time he rolls a 39, for a total of 60 =
Kalvos rolls a 45, for a total of 63 (his normal parry mod /
of +33 has been reduced to +18 by his injury) and jus fég
makes his parry. It is lucky for him that the soldier has 0 /
now run out of attacks. The timer is now on 139 (115 + 1 . 5/
/
> _

+ 12) and the GM shifts focus to the well.
On 121, Arnin engages the brave (or rather fool-

hardy) soldier behind the well. He’s closing from distance .

total of 93. In response, his opponent can only manage &37- The combatants are fighting near the back, so the
71, plus his initiative mod of +8, for a total of 79. Armin GM judges that Kili is immediately in combat range, al-
attacks first. With the relative weapon mod of A -15 (polehough from down here any strikes he makes will be re-
arm against target shield) he still has a +56, and rolls a solved using the small on large section of Table 11.. If_ }_<|I|
90 for a total of 146, capped to 120. The soldier rolls a'Vere entering atypical melee, he would have to roll initia-
laughable 48 to parry for a total of 92 and Arnin decides tive at the end of the current cycle to see when he got to
to strike him in the chest. Perhaps rather unnecessarilyattack. In fact, this would be a brief wait, as the soldier

Arin rolls a 19 for damage, yielding a base damage of 1geoncludes the current cycle with his second attack on 139
x 3.8 = 72.2 = 72. The soldier’s chain armour (14/11 (Kalvos attacked first, remember). However, the soldier is

against chop attacks) is no match for this kind of powerfacing Kalvos and even if the GM did consider him aware

modifier of 3.5 for the chest, the wound's damage total idi"'St being resolved on 151 (137, plus his attacking AT of
3.5 x 61 = 213.5 = 214. This is good enough for a 15d614). Meanwhile, Kalvos' first strike of his new drive be-
death plus 15d6 knockout roll; the GM need roll only a9ins on 139, and will be completed on 149, slightly earlier
few dice to realise the soldier is dead. Arnin's halberd hasthan Kilis. He rolls a 38, for a total of 41 (he's got a
quite literally cleaved him in two, leaving quite a mess.elative weapon mod of A -15 and 15 injury points). The
The timer is now on 132 (121 + 11), so the GM shifts brieﬂySO|d|er is injured too, but rolls a 70, for a total of 95, par-
to Adoric. rying and gaining the attack. Unfortunately for him, Kili
Having despatched her foe, Adoric wishes to try andcompletes his swing on 151, 2 counts into the soldier’s
assist her fallen comrade Les-Ri. The GM decides thagounter. Kili rolls a 50, for a total of 112 (there’s no rela-

she is 20 feet away. With her jogging pace of 1.1, she’lfive weapon mod for a free attack). This easily beats the

fact, it takes her 20/1.1 = 18.2 = 18 counts to reach Les-Soldier's head from the earthen floor, he chooses to aim

Ri's side, so she'll get there on 142. She immediately af?iS Uppercut at the unfortunate man’s groin. Rolling a 12
tempts to bandage his bleeding; this is only 142-16 = 1260 damage, he scores base damage of 2.98 x 12 =35.76 =
= 12.6 seconds after he received his evil wound, well within36- The soldier's chop armour here is solid (20/15), but
the first minute; the GM decides to return to resolve theSadly not good enough. 21 points of penetrating damage,
outcome after the current action sequence is over. with a chop locational modifier Of.3 for the groin, yield a
On 132, Arnin has finished his latest victim and is damage total of 21 x 3 = 63. This is good enough for a
thirsty for more blood. At this point, the soldier who be- 4d6 death plus 5d6 knockout roll. With his index of 6, the
gan running on 89 has covered 64 feet (10 x 0.8 = 8 feetoldier gets 13 on the first 4d6 for a total of 19; the blow
accelerating from 90 to 99, then another 33 x 1.7 = 56.1has killed him outright. Given its location, this is perhaps
feet between 100 and 132). Arnin doesnt actually know? blessing. The I_ast non—fleging soldier has fallen on 151,
that the soldier’s pace is better than his (the GM hasntiust 15 seconds into the action sequence.
given him this information), but he recognises that a 60 Two of the PCs are injured. While Adoric attends to
foot start is tough to make up when you're wearing plateL€8-RiS wound, Kalvos attempts to bandage his own in-
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jury. His 15 injury point wound is amenable to simple double the normal damage.
bandaging, so he tears a section from the soldiers cloak to
use and gets stuck in. He's been bleeding for under a Example:Aelric Orc-bane is attacking a Black Orc
minute, so at this point has taken no damage. Kalvos is nohieftain with his battle-axe. Aelric rolls a 99 to strike; he
doctor, but he has the physician skill, with a +4 mod. Hehas a +52 total mod for this strike, so gets a critical 120.
needs a 30 to stop any further damage (twice the wound%$he Orc is parrying with a target shield and rolls a 75. It
injury points) or a 15 to limit it to one minute’s bleeding has a + 65 to parry, so is also capped at 120. Usually,
damage (it would usually bleed for 15/5 = 3 minutes, atAelric’s blow would be parried and he would continue with
15/10 = 1.5, = 2d4 per minute). Kalvos rolls a 71 for a his next swing. However, because the attack was critical,
total of 75 and therefore takes no damage from bleedingthe blow lands. Aelric can choose to strike the elbow, fore-
Ironically, Les-Ri is the party’s best healer. How- arm of shin (the choices available if he had beaten the
ever, Adoric also has the physician skill, with a +8 mod. parry by 1-10 points). He elects to strike the Orc in the
The 43 injury point face wound needs stitching and Adoricshin. Additionally, the blow does double normal damage.
knows that Les-Ri keeps a bone needle and some cat-g@ielric’s already impressive 2.08 damage mod is increased
string in his pack, so she retrieves them and sets to worko 4.16 for this strike...
She needs a roll of twice the wound?’s injury points, or 86,
to stop further bleeding damage (the first minute’s dam- Parrying and dodging Against a normal attack,
age will automatically take effect). This time, Adoric is a critical parry or dodge will gain the attack regardless of
lucky. She rolls a 92 for a total of 100 and successfullywhether it beats the attack by 15 points. The attack can
stitches the wound. Les-Ri must still suffer 43/10 = 4.3 =even be gained against 120 attack rolls in this manner.
4d4 points of bleeding for the first minute, but is saved Critical parries and dodges are successful against critical
further 8 minutes of potential bleeding. The 4d4 roll comesattacks, but do not automatically gain the attack against
to 9, not a high enough damage total for a death roll (andthem; effectively, the two criticals cancel each other out

Les-Ri is already unconscious). The bleeding thereforeand the attack is resolved normally, without double dam-
gives him an additional index 2, 9/1.4 = 6.4 = 6 injury age being inflicted.

point wound. His total index is now 14, equalling, but not

exceeding his resistance number, so he narrowly avoids Example: Aelric’s really on a roll. Having dis-

falling into a coma. Les-Ri will come round in 43/4 = patched his first Orcish attacker, he is set upon by another

10.75 = 11 hours and will be cursing black-hearted mer-bloodthirsty brute. The Orc attacks savagely with a 120,

chants. Of course, both he and Kalvos may still suffer th@ut Aelric rolls a natural 100, for a 120 critical parry. He

effects of infection... therefore parries and gains the attack, much to his oppo-
nent’s horror...

3.7 Advanced combat rules Natural 20 damage rollsWhen the result of the
2d10 damage roll is a natural 20, another d10 is rolled and
added to yield a maximum unmodified damage of 30. If
Having got to grips with the basic combat system,Yet another 10 is rolled, another d10 may be added and so

GMs and players may wish to further enhance their actio®": although given that the chance of rolling three 10s is
sequences with some or all of the following advanced rules?n€ in @ thousand, the process is unlikely to progress much
Note that while some of these additions are very straightfurther.

forward to incorporate, others will add realism at the price ) } . )

of some increased record-keeping/time demands. GMs  Example: Aelric has succeeded in striking his op-

should feel free to try them out and include only the rule?@nent in the chest and rolls for damage. Amazingly, he
they feel suitable for their gaming style. rolls a natural 20 for damage, so gets to roll an additional

d10. Thisrollis a 7, for a base damage of 27 x 2.1 (Aelric's
damage mod) = 56.7 = 57. Another Orc is about to bite
the dust.

3.7.1 Criticals and natural 20s

When rolling to determine the success of some ac-

tion using a skill, a natural (unmodified) 99 or 100 yields 3.7.2 Penetrating damage
a critical success. In combat, too, exceptional rolls can )
produce exceptional outcomes. Some blows are simply so forceful that even a suc-

cessful parry cannot stop them entirely. The penetrating
Attacking. When an attack roll is a natural 99 or damage rules are intended to handle these situations; they

100, the blow is unparryable, except by a critical parrymOdel the effect of a powerful impact which forces the

roll. Even if the parry or dodge roll equals or exceeds théjefenQer's pa_rrying shield_ on into their bodies, or causes
modified attack roll, a strike occurs, but with the locationstH€ Wrist bearing the parrying weapon to buckle and allow

available determined as if the strike had beaten the ddN€ attacking weapon to continue in its trajectory. A com-
fence by 1-10 points. Obviously, if the attack roll also MO €xample occurs when small humanoids attempt to

actually beats the defender’s parry or dodge, location i&@Ty blows dealt by much larger humanoids, like Trolls
determined normally. Additionally, critical attacks inflict and Giants. Obviously either a dodge or an avoidance based

on a character’s strike level would completely evade con-
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tact with the attacking weapon, so no penetrating damagey the defender and the locational damage mod.
would occur. Note that some results from Table 17 list an addi-

During the character generation process, eachional subtraction to penetrating damage, modelling the
weapon in the weapons box is assigned a strength valueffects of space between the defender’s body and the par-
dependent on the weapon itself and the character’s dammying weapon/shield. This subtraction is applied to the
age mod (the latter reflects both a character’s strength st@enetrating damage and can completely stop it taking ef-
tistic and any training/experience relevant to combat). Thidect (drop it to zero). For example, a roll of 84 for a thrust
strength value is the maximum base damage a parry witagainst a shield would yield a -10 damage attack against
that weapon can absorb. Broadly speaking, base damagiee abdomen. In this case, the shield is held away from the
in excess of this value is likely to penetrate and cause danbody, so the attacking weapon must not just penetrate the
age to the defending character. The weapons box also coshield, but thrust a considerable distance through it. Even
tains a value for an attacking weapon’s maximum normah blow which scores penetrating damage can therefore be
damage. This is provided because the process of rollingissipated before it actually strikes the defender’s body.
damage for every parried blow to check for penetratingAnd of course, it must still overcome the defender’s ar-
damage is a cumbersome one. In most cases, the maxirour before a wound is scored.
mum normal damage can simply be compared to the par-
rying weapon'’s strength value, and if it is lower (as is usu- Example:Flushed by earlier success, Aelric Orc-
ally the case), there is no need to go on and roll damagéane decides to hunt down a Troll for his trophy wall. Un-
Although weapons can inflict base damage beyond thigortunately, the Troll has won initiative and taken an al-
value, as a result of a natural 20 damage roll, the situatiomighty swing at Aelric with its makeshift 2-h club. Aelric
is uncommon enough that it can reasonably be ignored. has successfully parried with his viking round shield, but

Only specific types of attack are liable to cause penthe GM notes that the Troll's maximum normal damage
etrating damage. Cutting attacks never cause penetrati@24) is well in excess of Aelric’s shield’s strength (57), so
damage; the nature of the attack (drawing a blade acrosstlae blow may penetrate his parry.
target area) precludes penetrating damage based on mo-  The Troll rolls an 11 for damage, which with its fe-
mentum. Thrusting attacks, when parried by anotherocious damage mod of 11.2 yields a base damage of 123.2
weapon, also cause no penetrating damage, because thd23. This is sufficient to defeat Aelric’s shield and cause
nature of the defence is to push the thrusting attack ou6 (123 — the shield’s strength of 57) points of penetrating
side the line of the defender’s body, rather then absorb itdamage. Referring to Table 17 to determine where the
impact. For thrusting attacks against shields, penetratinglow strikes home, a d100 roll of 65 yields the result “Shd
damage can occur, modelling the effects of a shield puncelbow”. The remaining impact of the Troll's blow will be
ture, with the weapon carrying on into the defender’s bodyabsorbed by Aelric’s shield-bearing elbow, so the blow
Penetrating damage will therefore be resolved against thrugirobably landed fairly centrally on the shield (a “chest, -
armour values. 5 BD” result, for example, might have implied that the

Chopping attacks and impact attacks based on swingedge of the shield was struck and forced into Aelric’s body).
ing a weapon to create momentum are the classic caus@se blow is resolved against Aelric’s elbow impact armour
of penetrating damage. When these attacks are parriedalue; in this case, the attack was of impact type anyway,
with a shield, the shield is forced into the defender’s bodybut even had the Troll been using a chopping weapon, the
and penetrating damage is resolved against impact armopenetrating damage through a shield would be impact.
values. Parries with other weapons are forced aside (usu-  Aelric is wearing a plate arm grieve over a mail
ally as a result of buckling wrists or arms), yielding pen-shirt over a fur tunic, giving him an impact armour value
etrating damage of the normal type for the attackingof 18/14 on the elbow. The massive blow therefore pen-
weapon in question (chop or impact). Some impact atetrates this armour too, resulting in 52 (66-14) points of
tacks may involve thrusting actions (straight punches openetrating damage. With an elbow locational damage
quarterstaff thrusts, for example), so the GM should judganod of 2 for impact attacks, this results in a damage total
whether penetrating damage is applicable in each casef 52 x 2 = 104. In the unlikely event that Aelric lives,
Random rolls can be made when a weapon (like théne'll think twice before standing firm against a Troll's swing
quarterstaff) can be used to inflict impact attacks in aagain.
number of ways.

If penetrating damage is a possibility, base damage
should be calculated in the normal manner. The defend-
ing weapon’s strength is then subtracted from the base
damage to calculate penetrating damage, as if the weapon . .
where acting as armour, but with only a three-quarter Valuii Sometimes, a character may have their path blocked

3.7.3 Dodging past opponents

Before a damage total can be determined, the location y an opponent and rather than stopping and engaging

the strike must be found (in order to obtain both an approt- em, may V_ViSh to attempt to keep rur.m.ing and donge.past
Ehem. This is clearly a dangerous activity. The guidelines

presented here are just those; broad guidelines. GMs should
odify them to fit specific circumstances.

priate armour value and a locational damage mod). Tabl
17 in the TABLES booklet contains a number of sub-ta-
bles, one for each different attack/defence combination (e.dn .
chop attack against shield). To determine the location of 'F‘ standard comba_t, a cha}racter cannqt gain the.at-
damage, simply select the appropriate sub-table and roﬁSle with a dodge, anq i dO(_jgmg must wait until their

1d100, reading off the result. Damage can then be resolvePPonent exhausts thel_r maximum number of attack; be-
as usual based on the penetrating damage, any armourwJFHe responding. In a situation where the character is at-
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tempting to sprint past an attacker, a successful dodge (lgpecial materials or methods, it is possible to have a break
15 points) accompanied by a special additional initiativevalue of less than 1. In these cases, if a natural 01 is rolled
roll, which beats the attack roll, will carry the dodging for an attack and the blow is parried, the weapon’s break
character on past their attacker. The initiative roll shouldvalue should be multiplied by 100 to yield the percentage
be subject to the same relative weapon mod as the dodghance of a break. Hence, a break value of 0.1 would give
(whether it affects the attacker or the defender). Obvia 10% chance of a break following a 01 natural attack.
ously, the attacker is then free to turn and pursue their
quarry. If the dodge is successful by less than 15 points, ExampleXanthor of Renon is attacking a city guard
or the defending character is actually hit, they are considwith his Hercules club. The weapon has a break value of 3
ered to have been perturbed sufficiently in their run thatand Xanthor rolls a 02, for a total attack of 12 (remember,
the attacking character can follow up their initial strike he only gets 20% of his normal attack mod). The guard
and combat proceeds normally. Similarly, if the initiative parries easily with a 98, so Xanthor has broken his club
roll fails to beat the attack roll, the defending characterover the guard’s shield. He must now fight on with only a
has had to seriously adjust their run in order to avoid bestump of handle...
ing hit and the attacker can follow up as in normal combat.
However, because the sprinting character has been seri-  Weapons can also break when parrying. If a parry
ously perturbed and must suddenly slow, their next detotal is exactly equal to the attack, a weapon with a break
fence suffers a special =15 mod. value of 1 will break, while a weapon with a break value
Characters can also attempt to cover up, using &f less than 1 will have a break x 100 % chance of break-
shield or other parrying weapon, whilst ducking past theiring. If a parry equals an attack or is successful by 1 point,
assailant. In this case, a parry roll is made in place of a weapon with a break value of 2 will break. Similarly, if
dodge, along with the initiative roll if successful, but be- the parry equals the attack, or is successful by 1 or 2 points,
cause the action of parrying whilst running is less naturala weapon with a break value of 3 will break and so on.
the initiative roll must now be successful by 15 points toThe exception to this rule is for parries capped to 120,
carry the defender on past their opponent. Otherwise, folwhich never result in a broken weapon.
low-up attacks proceed as above, with the next defence at
—-15. Example:Having somehow evaded the guard’s re-
Note that characters can also attempt to dodge beurn attacks and got his hands on a quarterstaff, Xanthor
tween two loosely spaced attackers, making a single dodgeow attacks the guard again. He rolls a 51, for a 112 total
and initiative roll which must be successful against bothattack. The guard is parrying with a target shield, and
attacks. It is not possible to parry two assailants in thigolls a 71, for a total parry of 113. This parry beats the
manner; one attacker simply receives a free attack againattack by only 1 point, so will result in a weapon break if
the defender’s strike level. the parrying weapon’s break value is 2 or greater. A tar-
get shield’s break value is 3, so the shield has been broken
ExampleRaisha deft-arm is attempting to traverse under the blow and is now useless.
a battlefield at a sprint in order to assist a fallen comrade
when she finds her path blocked by an enemy soldier. Her
comrade’s situation is pressing and she decides to simply )
try and dodge past the man obstructing her run. With all 3.7.5 Advanced locations
mods taken account of he gets an 84, attacking with a great . .
flail. Raisha must first dodge by 15 points; she rolls a 68 The t?as'c ruIe§ assumea stand.ard combe}t|ve stance
and with an impressive +41 dodge skill gets a total of 109,When offering a choice of body locations to strike based

beating the attack by 25 points. Next, she must make al! a}ttack Success. Fc_)r tho;e desiring a greater degree of
initiative roll. Again, she is lucky, and ends up with a total realism, Table 18 provides different selections of body lo-

of 116, successfully beating the attack of 84 (had she beéﬁ‘tions based on the stance and weapon combination of

parrying, she would have had to beat it again by 15 pointst e defender. Itis used in anidentical way to Table 11, but

but in this case would still have been successful). Raish e defender’s fighting style ShOUId be identified i.n order
nimbly ducks past her flailing foe; had she failed either 0 Us€ the appropriate sub-section of Table 18. Unlike Table

roll, she would have had to face his remaining attacks,ll' Table 18 differentiates between left and right limbs.

have been brought to a standstill and have a —15 to heEIence, a defender who is using a shield combination will
e e extremely difficult to strike on his shield arm. Also,

because the shield side is usually angled forward in a com-
bat stance, he will be more vulnerable on the left leg (as-
suming a right handed combatant, using a shield in his left
3.7.4 Weapon breaks hand; limb choices are referred tocasandoff in Table
18, with on referring to the primary, usually right, side).

Weapons are not indestructible and can break undédxote that the advanced location table (18) can only be used
the strains of melee combat. Each weapon in a characterfer equal sized humanoid opponents.
weapons box is given a break value, typically between 1
and 5. When attacking with a weapon, any time the char- ExampleMillania iron-eye is locked in combat with
acter’s natural (unadjusted) attack roll is equal to or leser arch rival Vrondana of Ash-down. Millania fights with
than the weapon'’s break, a successful parry will result ira longsword and shield, while her opponent (who has just
the weapon snapping. For some weapons constructed witharried successfully and gained the attack) is using a
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naginata (a form of polearm). As described in Table 18, Stumbles Stumbles occur when a heavy blow to
Milliana (who is right handed) is currently defending her- the leg causes a combatant to drop to one knee or even fall
self in a stance with her left side somewhat forward (thuso a prone position. Where for fumbles, penetrating dam-
using her shield to maximum effect). However, as fateige is compared to dexterity, for stumbles, base damage is
would have it she parries Vrondana’s first blow by only acompared to strength. Hence, even a blow that fails to
single point and her target shield breaks under the impactpenetrate heavy armour can cause a combatant to stumble
Hence she must change stance to bring her longsword fordue to its sheer momentum. Stumbles occur only as a re-
ward into a defensive position, adopting a side stance withsult of blows to the knee or shin.
right arm and leg forward. Vrondana's second swing is To determine if a stumble occurs, simply compare a
even more effective (Miliana is not used to parrying withblow's base damage to the victim's strength. If it exceeds
her longsword) and beats the defence by 18 points. Refetwice their strength, a stumble to one knee occurs. If it
ring to Table 18 part d (for defenders using a single one-exceeds three times their strength, they will fall to a prone
handed weapon), we find that she can select to strik@osition. The exception is for cut attacks, which by their
Miliano in the on (right in this case) elbow, forearm, el- nature fail to cause stumbles. The stumble itself inflicts
bow, upper arm, thigh or knee. This result is very similarno further damage, but the defender will now be in a dis-
to that that would have been obtained using the standarédvantaged position for further combat. Specifically, a
hit location table, except that the particular limb (right vs combatant on one knee is at —10 to strike and parry, and —
left) is specified. 30 to dodge; he is also likely to be considered a smaller
opponent for determining available hit locations. Prone
combatants are at —35 to strike and parry, but can roll around
to dodge attacks at —10; they are always attacked using the
normal section of the hit location tables.

Combatants affected in this manner can of course
Fumbles Fumbles occur when a blow to a com- attempt to regain their feet. It takes one action to rise from

bataqt_s hand or arm results in them dropping the'rV"e"’morkneeling to standing, so characters can forfeit the chance
Specifically, attacks to the hand and forearm may lead tg

fumbl b q ; b X 0 initiate an attack drive to rise, or ignore attacks for one
umbles. Dropped weapons can of course be retrievedyy o doing so. Similarly, it takes one action to get

bu_t ittakes 1 AT tc_) do.so, typically atthe expense of initi'from a prone position to a kneeling one. Characters with
ating an attack drive i.e. using a free action). acrobatics can attempt to go straight from prone to stand-

bl hTob:jet?rmme wh_eth%r a blow Whlll(;esult ina fuImIZt ing using only one action by springing up or backward
€, the blow’s penetrating damage (the damage total a %Iling to a standing stance; the success levels for these

armour has been accounted for, but before locational mOd'é\ctions are given in the acrobatics skill description (skills

fication) is compared to the character’s dexterity stat. Fo'émd actions chapter, section 2.2.1). There is a risk, how-

strikes to the hand, afumble, oceurs "f the penetrgtmg daméver, as a failed effort leaves the character still prone.
age exceeds the character’s dexterity. For strikes to the

forearm, the penetrating damage must exceed double the

character’s dexterity to cause a fumble. If the basic hi owerful enough to both break his opponents arm and
location rules are being used, GMs should roll randoml e T I FEVA A SR 1 10
to determine which arm has been struck and therefor‘?ﬁnother bandit, landing an impressive strike to the man’s

Wh'fh’ |fhany, we?pon IS 1n dgng:er of b(la(mg irﬁppedd (th'SqSETin. This time he scores 28 points of base damage. Be-
is also the case for some missile attacks). € advancefyo worrying about armour and continuing to calculate

hit location rules specify which limb has been struck. Somedamage the GM compares this score to the bandits

we«?\pons (suchbag shields th?t at;? strapﬁedet&,adc.ombgg—rength stat of 12 and notes that it exceeds twice (but not
e}ntsarm) may be immune to fumbles, at the S dISCre%hree times) this value. The bandit will therefore be knocked
tion. to one knee, but not prone.

E leTol he fearless is locked i bat with The GM goes on to calculate damage and as a re-
bandi xarr]nphe. omatt) ehea(tjr iss IS locke hm ﬁombatth]_ sult of a rather lucky knockout roll, the bandit retains his
RIS O WENE E IS U EETEVE 15 e DCIM redamiees, However, he is now fighting from one knee.

to protect. Tomla has just succeeded in striking one of th?le must attempt to parry Tomla’s remaining blows at —10
bandits in the left forearm and has inflicted 24 points Ofand then decide whether to use his attack to regain his

beEe EmER Bl 15 Cermen vl [iemmer (i GM.'%oting (at least giving him the opportunity to flee, although

using the advanced hit location rules; if using the basmthe GM may impair his pace given his heavy leg injury) or
rules, he would have rolled randomly to deterimine which ..~ | 'po i at —10

forearm was struck). The desperate bandit is unarmoured,
so the blow’s penetrating damage is also 24 points. Be-

fore the GM goes on to calculate damage, he compares Knock-back. Some blows have such a lot of mo-
9 g€, Pares entum that they can actually knock a combatant back-

this value to the bandit’s dexterity stat of 11. 24 exceeds . .
. . ards off their feet and even throw them through the air.
double the bandit’s dexterity (22), so a fumble results an ) -
nock-back rules are really provided to add a descriptive

the bandit drops the dagger he has been using in his off . ) 2T . .
hand. Had Tolmas blow been to the hand. he would onii&r to a combatant’s demise; a blow of sufficient magni-
' ’ ude to cause knock-back will usually sufficiently maim

NV M 1D ©EEEE L2 (RS if [FREHEIig) ChEe tf?s recipient such that additional problems arising from loss
cause a fumble. ; . ) . >
of footing and falling damage will seem fairly trivial.

3.7.6 Fumbles, stumbles and knock-back

Example:As it turned out, Tolma’s initial blow was
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Knock-back occurs only for chopping and impact 3.7.7 Armour damage
blows to the body (shoulders, chest, abdomen, hips and
groin). Parried blows normally cannot cause knock-back, In the course of protecting its wearer, even the tough-

unless penetrating damage to one of these body locatiorsst armour will eventually be damaged and even destroyed,
occurs, in which case the blow's penetrating damage igecessitating repair or replacement. Rules for repairing
used in place of an unparried blow’s base damage. Thgrmour are presented in the chapter on the gaming envi-
base damage of the blow is compared to the recipientsonment. Here, guidelines are given for the deterioration
weight in pounds, including armour. If it exceeds one thirdof armour as a result of blows sustained during combat.
of this Value, the target is thrown off their feet; in addition Any time a blow penetrates armourin a given loca-
to any damage the blow itself inflicts, they will be left tjon, there is a chance that the armour will be damaged (in
prone and suffer x1 (2d10) non-locational damage fromyact, a penetrating blow will of course always damage ar-
the impact. mour, but whether the damage is significant enough to af-
If the base damage of the blow exceeds half the chafect the suit’s armour values must be determined). Each
acter’s weight in pounds, they will be thrown through the hodily location has a percentage value assigned to it, indi-
air backwards. To find out how far they travel in feet, cating the proportion of total body area it represents (see
divide the base damage by the character’s weight in poundgse guidelines on designing custom armour garments in

subtract 0.5, and multiply by 15: the character generation chapter, section 1.1.5). These
. . values are presented in the WEAPONS, ARMOUR &
Distance (feet) = [(BD/Weight) — 0.5] x 15 EQUIPMENT booklet. To find the base chance of dam-

age for a given location, simply subtract the location’s

Again, they will be prone and this time suffer dam- percentage value from 20. Hence, the chance of damage
age equivalent to a fall of velocity (distance thrown in feet)from a blow is greater for smaller body parts, because the
m/s (see the gaming environment chapter, section 4.1.5ame blow will damage a greater area of an armouring
for details of determining damage from falls; note that smallgarmem_
creatures tend to take less damage from falls than large When a blow penetrates, simply roll 1d20 and com-
ones). Should they hit a solid object during flight (such asyare it to the base chance of damage for that location. If it
a wall) this velocity should be doubled for the purposes ofs equal to or less than this base chance, armour damage
determining impact damage. Note that when determiningyil| result. The base chances assume a chop or cut attack.
knock-back, any character with a weight of less than fiverhey should be halved for thrust or impact attacks, which
pounds (e.g. a pixi) is assumed to have a weight of fiveyre |ess likely to substantially damage an armour garment.
pounds. GMs should make appropriate descriptive adjustrhese base chances are summarised in Table 19.
ments if they feel that a blow would have consequences If armour damage results from a blow, one point
other than knock-back (a mighty sword swing might chopshould be subtracted from each armour value for that loca-
a character in half, for example, which would minimise tion (j.e. from chop, cut, thrust and impact armour values).
knock-back...) Often, armour values for a given location are built up from

a number of layers and it is important to note down which

Example:As fate would have it, the bandit who is particular garment has suffered the damage (not least for
fighting Tolma is saved a difficult choice regarding his the purposes of later repair). Roll randomly to determine
next action. At this point, some comrades of his in thgyhich component on a given location has sustained the
treetops unleash a |Og they have tied to an Overhangingjamage_ Any time any armour value for a given compo-
branch. The log weighs around a ton, and is aimed at theient garment reaches zero, that garment is utterly ruined
unfortunate Tolma, who fails to dodge it. The GM judgesand beyond repair. It should be entirely discounted from
that the log will strike as a missile weapon, with a damagearmour calculations (hence armour values against other
of 15 (a very serious impact). The location, rolled on theattack types may suffer a sudden drop).
missile weapon strike location Table 16, turns out to be
the abdomen. A 13 is rolled, for a total of 13 x 15 = 195 ExampleVorgios Hammer-hand has been struck in
points of base damage. Tolma weighs 180 pounds with highe hip by an opponent using a battle-axe. Vorgios is well
light armour, so the blow's base damage exceeds half higrmoured, with a chop armour value of 20/15 (plate hip
weight (90) and will throw him backwards. Using the aboveguard over padding hauberk), but the blow is powerful
formula, the GM determines that Tolma will be thrown ith a base damage of 28 and penetrates. Obviously
195/180 = 1.083, - 0.5 = 0.583, x 15 = 8.74 = 9 feet back-\porgios’ primary concern is resolving the wound’s effects,
wards. When he lands, he will suffer damage equivalengyt the GM must also determine if his armour has sus-
to a fall with velocity 9 m/s. Of course, this is all fairly tained any damage.
academic to Tolma, who, after modifying the blow's base From Table 19, the chances of a chop attack caus-
damage for armour and applying the locational damagejng armour damage to the hip location is found to be 12.
mod for an impact strike to the abdomen, must make &orgios rolls 1d20 and gets a 7, less than the damage
39d6 death roll to survive. What a mess. chance, so his armour has sustained significant damage.
As he has two garments contributing to his armour values
in this location, a d10 is rolled, with odd values assigned
to the plate hip guard and even numbers assigned to the
padding hauberk. The GM rolls a 7, so the plate hip guard
has been damaged by one point; Vorgios makes a note of
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this. This is the first time his armour has sustained dam- Gresti has just floored his drunken opponent and
age in this location, so none of the armour values for thisdecides to make a sprint for the bar. The GM determines
garment will be reduced to zero and it will still function. that it will take him 18 counts to get to the bar (1.8 = 2
He then subtracts one point from each armour value in theseconds sprinting, 2 exhaustion points for Gresti). Once
hip, and recalculates his three-quarters values; his origi-there, he successfully jumps it (jJumping; 1 exhaustion point
nal values of 23/17, 20/15, 22/17, 13/10 are reduced tdrom Table 6). He is left hiding on 23 exhaustion points
22/17, 19/14, 21/16, 12/9. and prepares to make a break for the exit to the stables...

3.7.8 Exhaustion 3.7.9 Unarmed combat

During the course of action sequences charactersare ~ The standard combat rules assume the use of melee
typically involved in activities which are tiring, such as or missile weapons to fight with. For unarmed combat,
running and fighting. Obviously, if a character persistssome additional rules are required to realistically cover
with such activities for a prolonged period of time, they the various special situations that may arise.
will begin to suffer the effects of exhaustion. In game
terms, a character keeps track of an exhaustion point total Unarmed attacks.The basic unarmed strikes are
during play. Aslong as their exhaustion point total is posi-listed in the WEAPONS, ARMOUR & EQUIPMENT
tive they can proceed without any penalty, but when thebooklet. They follow the standard format for weapons, in
total becomes negative they suffer an equivalent negativeerms of their modifiers and damage values. Obviously,
mod to many activities. only those races appropriately endowed will have claws,

Characters begin play with exhaustion points equabites, tail swings and hoofs available. Unarmed attacks
to their constitution x 2 and can increase this total throughollow the standard combat rules for determining location
the expenditure of E.P.s (see the chapter on character gesamd damage, except for the head butt. This attack, which
eration, sections 1.1.3, 1.1.6 and 1.1.7). The exhaustiosuffers a severe penalty, will always strike the opponent’s
point cost of moving at various paces and of making arface (if the opponent is humanoid and of an appropriate
attack or a dodge is also recorded on the character shegkight). However, it inflicts a strike with the same dam-
For actions which cost less than a whole exhaustion poirdge mod but an additional x 0.5 modifier to the attacker’s
(attacking, for example), a tally should be kept and exface (making it a risky option, although less so for those
haustion point losses recorded at appropriate junctures. wearing helms!) Head butts should generally not be al-

The exhaustion point costs of various actions argowed against non-humanoid opponents.
listed in Table 6. As well as running and fighting, there is
a cost for actions like climbing, swimming and casting Example:Vagabond Gresti has risen from his posi-
spells. Note that for exhaustion point purposes, the accetion behind the bar, but finds his escape route blocked by a
eration and deceleration periods of a sprint (during whichscrawny looking ruffian. Neither man is armed; both must
the character moves at their jogging pace) still count aglecide what sort of attack they will try and make, so that
sprinting. As long as a character has positive exhaustiothe appropriate initiative modifier can be used. Gresti could
points, they can perform as usual. Negative exhaustioattack with a punch or a kick, following the standard rules,
points translate directly into a minus to all physical skill but decides to try and get things over quickly with a head
rolls, combat skill rolls and spell casting use % values (se@utt. His opponent is going for a traditional straight punch.
the chapter on magic). A character collapses and mugtoth combatants roll initiative, summing appropriate mods,
take rest when their exhaustion points reach — (2 x chara@nd Gresti wins.
ter’s constitution), or —10, whichever value is the more Gresti rolls to attack. He is a skilled brawler and
negative. even with the —25 attack mod for a head butt, he gets a

Exhaustion points are rapidly recovered through resttotal attack of 102. His opponent is less lucky with his
Every minute of uninterrupted rest, a character recovers Block, getting an 80. Because the attack is a head butt, a
number of exhaustion points equal to his constitution disuccessful strike will always strike the face. Gresti rolls
vided by three and rounded to the nearest whole numbean 11 for damage and with his head butt damage mod of
Hence a character with a constitution of 13 would recoven.26, inflicts 2.86 = 3 points of base damage. The x6
13/3 = 4.3 = 4 exhaustion points per minute. locational mod for an impact strike to the face yields a

damage total of 18 points against his unarmoured foe.

Example:Vagabond Gresti has become embroiled However, Gresti must also suffer damage himself. This
in a pub brawl and no longer wishes to be there. Grestitime, he rolls a 13 for damage, which with the special x
has a constitution of 13 and 26 exhaustion points in total).5 mod means he has taken 0.26 x 0.5 x 13 =1.69 = 2
(he hasnt spent any E.P.s on increasing them). Should hgoints of base damage, for a damage total 12 face wound.
reach —26 exhaustion points (the lesser of —10 or — 2 x his
con) he will collapse. However, for the time being he is Blocking (unarmed parrying). When the un-
fine. The brawl has just commenced and as yet Gresti hagrmed skill is used to parry, a character is attempting to
only thrown three punches. Gresti is relatively unencumjock incoming attacks using his arms (and occasionally
bered; from his character sheet, his cost for attacks is legs). If the incoming attack is also unarmed, there is no
per 5 strikes, so at the moment he has simply tallied thgijfficulty here; attacking and parrying progress in the stand-
three punches and remains on 26 exhaustion points.  ard manner. However, if the incoming attacks involve
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weapons, difficulties can arise. When attempting to blocktions in the normal manner.
a weapon attack, the unarmed defender will be trying to Blocks that knock the blow aside, typical of swords,
close distance inside the attack and block the arm of thestaffs etc., cause damage based on the parrying weapon’s
assailant rather than the weapon itself. This is a difficuldamage mod, x 0.2. If the weapon consists of a stave or
manoeuvre, so some adjustment of the standard rules maft with a more damaging blade attached (e.g. polearms
required. and spears, axes etc.) then a x 0.1 mod should be used

If a parry is successful by 15 points, then the de-(because the parry is likely to be with this less deadly part
fender has moved and blocked sufficiently well to block of the weapon). For punches and claws, the forearm loca-
and gain the attack as normal. If the parry is successful biyon is affected; for kicks, the shin location is used (or ap-
10 to 14 points, then the block was successful, but the apropriate limb for quadrupeds). For head butts and bites,
tack is not gained. However, if the parry is made by 1 to Ghe parrying weapon may have perturbed any part of the
points, the block has been made against the weapon, rathattacker’s body in order to misdirect the attack. The parry
then the arm of the attacker. In this case, a blow has beeahould be compared to the attack and a location selected
scored against the defender’s forearm location, with arbased on the difference, as it would be for an attack that
equal chance of damaging the left or right arm. The blockhad beaten a parry. Hence a wolf leaping to bite a swords-
ing action will limit its effect somewhat, such that an addi- man might be parried by 24 points, with the result that the
tional x 0.5 modifier is used when resolving damage, butdefender’s sword makes contact with the animal’s chest
damage is none-the-less sustained. These rules replaf@e of the available locations for a success by 20 to 30
the standard parrying system, where a parry by 1 to 1f4oints) and knocks it aside. Again, armour will defend the
points is successful but fails to gain the attack. Note thatinarmed attacker in the standard manner. If the limb af-
defenders who are using the unarmed skill but employindected needs to be resolved (right or left), a dice roll should
tonfa parry as per the standard rules. be made with an equal chance of each having been used in

the attack.

Example:Vagabond Gresti is lucky; his head butt
has floored his first opponent, who had already taken some- ExampleVagabond Gresti is still engaged with the
thing of a beating and Gresti has sprinted to the stables tstableman. The stableman has run out of attacks, so Gresti
try and make off on a horse. Unfortunately, the inn'sis in a position to retaliate. He elects to punch the impu-
stableman is in attendance and has other ideas. He hadent fellow and attacks with a total of 78. Unfortunately
gained initiative and stabbed at Gresti with a pitchfork. for Gresti, the stableman parries with a 90. He wont gain
Gresti, who remains unarmed, attempts to block. The atthe attack, but his block will damage Gresti somewhat.
tack is a 77 and Gresti manages a 90 for his block. He ha¥he GM rules that because the pitchfork’s damage is based
beaten the attack by 13 points, so on this occasion the bloakn its sharpened prongs and the block is with its stave, a x
is successful, but the attack is not gained. The stablemah1 damage mod should be used in this case. Grestithere-
attacks again, this time getting a 63. Gresti gets a 70fore suffers a 12 (the damage roll, on 2d10) x 1.5 (the
beating the attack by 7 points, normally enough to parry,stableman’s damage mod) x 0.1 =1.8 = 2 points of base
but because he is blocking he has succeeded only in gatamage blow to the forearm. He has no armour, so sus-
ting his arms in the way of the pitchfork. The Stablemartains a wound with a damage total of 2 x 1 (forearm
rolls a 9 for damage, which with a damage mod of 1.5 andocational mod against impact attacks) = 2 (therefore hav-
the special mod of 0.5 yields 6.75 = 7 points of base daming no index). This is essentially equivalent to a nasty
age. This total is applied to Gresti’s unarmoured forearm,bruise. The roll of a d10 determines that it has affected
for a damage total of 7 x 1 = 7. The roll of a d10 deter- his right arm.
mines that it is Gresti's left arm that has been damaged.

Foot sweepsCharacters who are adept in unarmed

Parrying unarmed attacks When unarmed at- combat (those with an unarmed total strike plus exceeding
tacks are parried using the unarmed skill (blocking), thet+30) can attempt to foot sweep opponents in place of a
standard rules are used to resolve the effects of the attackormal kick. The intention to do so must be declared in
However, some modification is required when an unarmeddvance. The attack is then resolved as usual to determine
attack is parried using a weapon, because a successful paifyt is a success, but no damage is inflicted. Instead, a
may cause damage to the attacker (e.g. using a sword smccessful attack (successful by whatever margin) repre-
parry a punch). The damage inflicted will depend uponsents a sweep aimed at an opponents feet or shins. The
the nature of the parrying weapon and is, as always, at thepponent is vulnerable to being knocked from their feet,
GM'’s discretion. in a manner similar to that described in the stumble rules

Solid blocks, with shields or similar defensive arms, detailed earlier. A damage roll is made, but using only the
will cause damage equal to the unarmed attack’s damagattacker’s own damage mod (there is no 0.3 mod for a kick).
mod x 0.5, affecting the hand for a punch, the foot for aThen, the attacker’s attack roll is divided by 10, rounded,
kick or the face for a head butt. Bites against solid blocksind added to this damage roll. The resulting base damage
cause damage to the face, but using a x 0.2 mod instead isfcompared to the defender’s strength statistic, as for stum-
the usual x 0.5 (the damage arises from an impact, like fobles. If it exceeds twice this value, a stumble to one knee
head butts, so the puncturing damage of the teeth needshas occurred. If it exceeds three times this value, a knock
be adjusted downwards). Claw attacks and hoofed kickslown to prone has been inflicted. See the previous sec-
are not affected by solid blocks; no damage is sustainedion on stumbles (section 3.7.6) for details of the effects
Armour on the face, hand and foot will protect these loca-of fighting from kneeling or prone, as well as how to re-
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turn to a standing position. be made in advance. An attack is then made in the stand-
ard manner and must be successful by 30 points in order to
Example:Feeling that the opportunity to make a progress to a grapple. If the attack is successful, but not
sharp exit would be very welcome, Vagabond Gresti electby this margin, then the attacker has been kept at bay by
to make his follow up attack a foot sweep. This time hishe defender and may follow up as usual. If the defender
attack is a 93, and his pitchfork-wielding opponent cansuccessfully parries, however, they are considered to have
only manage a 70 for a parry. As Gresti has declared anflicted a blow in the course of fending off the attacker.
foot sweep, any successful strike causes no actual damagde defender’s parry is compared to the attacker’s attack
but may knock his opponent down. Gresti's base damagand the difference used to calculate available locations in
mod (with no weapon or attack mod) is1.3. He rolls a 12the standard manner. Hence, a parry by 1-10 points would
for damage, for a total of 12 x 1.3 = 15.6 = 16. His initial allow counter strikes to the elbow, forearm or shin for
attack roll of 93 is divided by 10 (9.3), rounded (9) and equally sized opponents. Damage is as for a normal attack
added to the rolled damage of 16, for a total of 25. Thiswith the weapon used to parry (use punch or claw damage
value is compared to the stableman’s strength of 11 andor unarmed defences). The defender may also gain the
found to exceed double it (22), but not treble it (33). Theattack in the normal manner if they are successful by more
stableman is therefore knocked down to one knee, frorthan 15 points; otherwise, the attacker can follow up as
where he can continue to fight or attempt to gain his feetusual.
If the grab is successful by 30 points, grappling com-
Pressure point strikesCharacters with a suffi- mences. Each round of grappling takes the combined at-
ciently high unarmed attack skill (in excess of E.P. + 50)tack times of both combatants (not modified by weapons).
can try to strike specific nerve points in an attempt to knockience, for combatants with ATs of 8 and 11 respectively,
out or even kill humanoid opponents. Pressure point strikegach round of grappling would take 19 counts. Both com-
must be declared in advance, can only be made with theatants roll unarmed attacks, but with a special modifier
hand (equivalent to a punch attack) and must be made teased on their relative strengths. The stronger character’s
the neck, face or abdomen. If none of these locations argirength is compared to that of the weaker character and
available, the attack is considered to have missed. Howfor each point it exceeds it by, he gains a special + 10.
ever, if the attack is successful and penetrates armour, norlence, a character with a strength of 17 would gain an
mal damage is inflicted, but considered tripled for calcu-additional +50 when grappling with a character of strength
lating knockout and death rolls. Hence, a blow inflicting al2. For these unarmed attack rolls, there is no 120 maxi-
damage total of 12 and therefore usually causing only aum. The attack rolls are then compared. If one exceeds
1d6 knockout roll, would be evaluated as if it had caused &e other by more than 30 points, the combatant with the
damage total of 3 x 12 = 36, for a 2d6 death plus 3d6 knocKaigher roll can choose to either break off, or apply a ground
out roll. restraint. If one exceeds the other by more than 40 points
and the victorious combatant has an unarmed attack mod
Example:Eager to complete his victory, Vagabond of +30 or greater, a standing restraint is also available, in
Gresti pulls out all the stops and elects to make his thirdhe form of an arm lock. Finally, if one exceeds the other
attack a pressure point strike. He gets an impressive 118y more than 50 points and the victorious combatant has
for his attack, while his foe (now at -10 to parry as he is onan unarmed attack mod of + 40 or greater, the ground re-
one knee) can only manage an 81 in response. Checkirgjraint can include a choke. If the rolls are within 30 points
the large on small section of Table 11, the GM informsof one another, another round of grappling commences.
Gresti that the abdomen location is available. He rolls an If one combatant elects to break off, then combat
11 on 2d10 for damage, which with his punch damage motecommences in the normal manner, with both parties roll-
of 0.26 yields 2.86 = 3 points of base damage. Thdng initiative to determine who attacks next. Alternatively,
stableman is wearing no armour, so the blow inflicts asuccessful grapplers can choose to take their opponents to
damage total of 3 x 3 (abdomen locational damage modhe floor and apply a ground restraint (pinning them down)
for impact attacks) = 9. This results in an index 2, 8 injury and in some cases apply a standing restraint (an arm lock)
point wound (the stableman has a resistance number gr an additional choke. One advantage of a standing re-
12). However, for the purposes of calculating knockoutstraint is that should another opponent arrive, the restrainer
and death rolls, the blow is considered to have a tripledwill not have to spend two actions getting up again (see
damage total of 9 x 3 = 27. This causes a 1d6 death pluthe section of stumbles, section 3.7.6, for rising from a
2d6 knockout roll. With his resistance number of 12, theprone position). Both combatants are now considered
stableman cannot be killed outright. However, he is unimmobilised until the combatant applying the restraint
lucky enough to roll a total of 14 on 3d6, so is knockedelects to release it, although for standing restraints, slow
unconscious by the blow. walking may be allowed at the GM’s discretion.
Restraint does not usually cause injuries. However,
Grappling and wrestling In some situations, when one combatant has another in a choke or an arm lock,

unarmed combatants may wish to attempt to grab and réhey can elect to inflict some damage. Details of choke
strain their humanoid opponents rather than striking themdamage are provided in the chapter on the gaming envi-
This is an extremely risky endeavour against armed opporonment, section 4.1.7. For arm locks, the restrainer can
nents, but may be the only alternative to inflicting seriouschoose to apply the lock fully at any time, inflicting an
damage. injury to their opponents elbow or shoulder (impact

The intention to make a grab at an opponent mustlocational mod) using the restrainer’s base damage mod.
Hence, an elbow lock applied by a character with a base
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damage mod of 1.2 who rolled a 12 would cause a damadeee again. This time, he has a special —50 to his roll and
total of 12 x 1.2 x 2 = 28.8 = 29 points. This damagenot surprisingly is again beaten by a massive margin.
ignores flexible armour, but may be impossible againsiGresti reapplies the arm lock and, losing his temper, de-
some armour types at the GM'’s discretion (i.e. if a platecides to inflict the optional one-off damage to his oppo-
prevents the joint from moving in a manner necessary tment’s elbow. His base damage mod of 1.3 is multiplied by
apply the lock). It can only be applied once; the affecteda roll of 10 and an elbow locational mod of 2 for a dam-
arm should be rolled randomly. age total of 26. The resultant 1d6 death plus 2d6 knock-
Restrained combatants can choose to reinitiate grapsut roll leaves his opponent conscious, but much intimi-
pling once every 10 seconds in an attempt to break frealated, and at 26 injury points (resistance number 10) feel-
but do so with a special -50 to their rolls. GMs shoulding the effects of a broken elbow joint. He decides not to
note that doing so from ground restraint is extremely tir-cause any further trouble.
ing (see Table 6). Finally, characters who are either en-
gaged in grappling or applying/suffering a restraint are Throwing. Skilful unarmed combatants (those with
vulnerable to attacks from bystanders. All such strikes ar@n unarmed attack mod in excess of +30) can attempt to
considered free attacks resolved against the wrestler’s strikgse the momentum of an incoming attack to throw their
level, but if an attack fails to beat its target’s strike level,opponents to a prone position (using a judo-style hip throw
but is successful against the other grappler’s strike levebr an Aikido-style wrist/arm locking technique). The in-
(which must therefore be lower), the other grappler will tention to throw if the opportunity arises must be declared
have been accidentally hit! in advance, when the thrower’s opponent is about to roll
an attack. If the thrower is then successful with an un-
Example:Vagabond Gresti has escaped the chaosarmed parry by 25 points, they can commence with a throw
of the inn brawl, and after a couple of days of suitableattempt. If, however, they are not successful by this mar-
recovery and boasting returns to his traditional position gin, their next action (be it another parry attempt if they
as town jailer. One of Gresti's clients has managed to esfail to parry by 15 points or are struck, or an alternative
cape his cell and is holed up in a dead-end storeroom wieldattack if they parry by 16-25 points) is at —10. This mod-
ing a torch as a makeshift club. Gresti would normally goels the kinaesthetic commitment required to gain a posi-
to work on the insolent fellow with his sword, but this pris-tion from which throwing can be attempted.
oner is of noble birth and Gresti is wise enough to realise If a throw attempt is possible, the thrower (who has
that unnecessary brutality will just bring him trouble. With of course just gained the attack) can use his first attack to
this in mind, he decides to attempt to wrestle his opponerthrow. In this case, an unarmed attack is made as usual,
into submission. Gresti wins initiative, so his first move isput its total compared to the previous attack roll of the
to go for a grab. Unfortunately, he can only manage a 650pponent who is being thrown. Hence, only the thrower
for his attack, whereas the prisoner gets a 77 to parry.need make a roll, to be compared to the attack he has just
This is not enough to gain the attack, but any parry againssuccessfully parried by 25 points. If he beats this value,
a grab indicates a successful counter strike in keeping th@ée has successfully thrown his attacker to a prone position
attacker at bay. In this case, the parry is successful by 7{see the section of stumbles, section 3.7.6, for the effects
— 65 = 12 points, so the elbow, forearm, thigh, upper armof being prone). If he beats it by 25 points, he has thrown
and knee locations are available. Gresti receives a nastyis attacker to a prone position and in the process inflicted
crack on the elbow, for the prisoner’s standard damagenon-locational damage equivalent to his unmodified dam-
(with a club) of 0.77 x 9 (his roll on 2d10) = 6.93 = 7 (base age value x 2d10 (ignoring armour). This damage can be
damage). Gresti is wearing a mail shirt over padding (im-avoided if the combatant being thrown makes a successful
pact AV 13/10) so suffers no damage. break falling attempt, using the acrobatics skill. To do so,
Enraged but not perturbed, Gresti decides to graban acrobatics roll in excess of the thrower’s unarmed at-
again. This time he gets a more impressive 114 to attackack (the one made to inflict the throw) must be made.
while his opponent can only manage a 71 in defence. The  The thrower now has a choice. He can either con-
attack is therefore successful by 114 — 71 = 43 points, extinue his attack drive (with his opponent at the significant
ceeding the requisite 30 point margin, so Gresti hasdisadvantage of being prone) or initiate grappling with a
grabbed successfully and grappling can commence. Thepecial +25 modifier to attempt to place a ground restraint
two combatants strengths are compared and Gresti is theér arm lock on his opponent. Grappling proceeds as pre-
stronger (13 against the prisoner’s 11), so gains a +20 (10viously described, except that if the thrower successfully
times the difference in strengths) to his grappling rolls. applies an arm lock, his victim is necessarily prone (hav-
Both men now roll unarmed attacks. Gresti, a skilled un-ing just been thrown) while he is considered to be kneel-
armed combatant with an additional +20, gets an impres-ing. Ground restraints again require both combatants to
sive 135 (remember, there is no 120 maximum on graphave gone to a prone position, while if the combatant who
pling rolls). His opponent can only manage a 72, so ishas been thrown is lucky enough to gain an arm lock, he is
beaten by 63 points. Gresti, who has an unarmed attackonsidered to have risen to a standing position.
mod in excess of +40, can therefore choose to either apply
a standard ground restraint, a standing restraint (arm lock) Example:Vagabond Gresti is at his favourite wa-
or a ground restraint with choke. He elects to go for thetering hole recounting his earlier bravery to a friend when
arm lock, hoping to manoeuvre the prisoner back to hisan onlooker takes umbrage at his boasting and begins to
cell. shout abuse. The situation soon gets out of hand and the
However, the prisoner remains feisty and after 10onlooker grabs a bottle with which to teach Gresti a les-
seconds of slow edging towards the cells, tries to break
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son. Both men roll initiative and the onlooker wins. How-son, his strike level is considered to be equal to 40 plus his
ever, Gresti is confident that his assailant is drunk andtotal ride skill mod, up to the usual racial maximum (it
lacking in skill and announces that he will attempt to throwreplaces his strike level skill for determining mounted strike
should the opportunity arise. In doing so he risks gettingevel). Finally, his steed is considered a combatant and
a special —10 mod to his next action should he fail to parrycan complete attack drives as usual at the rider’s behest, as
by 25 points. However, in this case Gresti is lucky. Thdong as his ride skill total mod exceeds +20 (see the bestiary
onlooker can only manage a 55 to attack, whereas Grestthapter, section 6.1 for horse combat statistics). Should
gets a 111 to parry, beating the attack by 56 points. Gresti®pponents choose to attack a cavalryman’s horse rather
first return attack is therefore a throw attempt. He rolls an than him, it dodges using his ride skill mod rather than its
unarmed attack, but his opponent does not get to roll awn dodge skill. Steeds are permitted to gain the attack
parry. Rather, Gresti's attack (an 85) is compared to hisusing a dodge. Note that a mounted combatant is not him-
foe’s original attack (55). It beats it by 30 points, so Grestiself permitted to make dodges without becoming unseated.
has not only thrown the onlooker, but will inflict damage It is also impossible to engage in melee combat from horse-
in the process. His opponent does not have the acrobatidsack using a 2-handed weapon. Because a horseman and
skill, so cannot attempt to break fall (success level 85) tdis steed fight as a unit (assuming a ride skill total mod in
avoid this damage. excess of +20), the normal rules for determining AT pen-

Gresti's base damage mod is 1.3. He rolls a 15 foralties when facing multiple attackers are adjusted some-
damage, so causes a non-locational damage total of 15 what. If the horseman and steed face one, two or three
1.3=19.5=20. His opponent has a resistance number oattackers, they suffer no defensive AT penalty. If they face
12 and is not knocked out (1d6 death + 1d6 knockout), bufour or five attackers, both rider and steed suffer a 3 point
sustains an index 4, 17 injury point wound. However, GrestAT penalty when calculating free attacks against them (as
is not done yet. He still has further attacks or can elect tas normally the case for a footman facing 2 attackers). If
initiate grappling with a +25 bonus. In this case, Gresti the rider and horse pair face six attackers, they suffer an 8
decides to follow up with a kick at his prone opponent. Hepoint penalty, equivalent to a non-mounted combatant fac-
gets a 77 to attack, while the onlooker can only manage ang three attackers. A skilful horseman and steed facing a
feeble 40 to dodge (remember, he’s now at —35 to strikeingle opponent attack as if two on one (yielding a 3 point
and parry and -10 to dodge due to being prone, and ha#\T penalty); there is no mod if they are attacking larger
17 injury points). Gresti decides to kick him in the abdo-numbers of footmen. Rules for determining damage from
men (available from Table 11, with a successful attack byalling from horseback (for example if a steed is killed
31-40 points) and rolls a 12 for damage. His opponent isduring combat) are presented in the chapter on the gaming
unarmoured and suffers a damage total of 12 x 0.39 x 3 =environment, section 4.1.1. Note that such an eventuality
14. This time, he rolls a 5 and a 4 for his 1d6 death + 1d6éwill tend to leave the horseman prone, but a horse collaps-
knockout roll, which with his index of 4 is just enough toing clears space, so initiative is re-rolled by all remaining
cause him to pass out. He’'d just better hope that Grestcombatants at this point to determine the subsequent order
notices... of attack.

Weapons which use the unarmed skiNari- Example: Captain Grepior of Telista is mounted
ous weapons listed in the WEAPONS, ARMOUR & and engaging two enemy footmen. He has a +44 ride skill
EQUIPMENT booklet use the unarmed skill. Examplesand is encumbered by 12 points, so has a mounted strike
are tiger claws, knuckle-dusters, gauntlets and so forthevel of 40 +44 —12 = 72. When combat begins, Grepior,
Generally, these simply allow unarmed attacks to be madthe footmen and Grepior’s steed all roll initiative. Grepior
with increased damage. The only exception is for tonfagets a 67, the first footman a 90, the second footman a 33
which can only be used if a character also has the appr@nd Grepior's steed (a warhorse, with no mod to initiative
priate specialist skill. Note that tonfa allow unarmed par-for its hoof attack) gets a 55. It is therefore one of the
ries to be made against weapons without the usual addiootmen who attacks first and he decides to go for Grepior.
tional risks (i.e. following the standard combat rules). Theylf Grepior were on foot, both footmen would obviously be
must, however, always be used as a pair if this parryin@ttacking him and he would receive the standard 3 point
benefit is to be accrued. defensive AT penalty for calculating their free attacks.
However, in this case Grepior’s steed is an additional pos-
sible target, so the two on two situation leads to no multi-
ple attacker mods. The Footman’s attack is a dangerous
112 and Grepior can only manage a poor 58 in response,
] so his strike level of 72 is used as his defence. The foot-

Stationary combat from horsebackhe horse-  man has beaten him by 40 points, but uses the small on
man gains considerable battlefield advantages over his ingrge section of Table 11. He elects to strike Grepior in
fantry counterpart, in terms of manoeuvrability and thethe groin, but his longsword fails to penetrate Grepior's
opportunity to charge opponents. However, even when heail armour.
is engaged in melee combat from a stationary position, he The footman’'s second attack is weak and Grepior
gains some substantial benefits. His raised position meafsarries and gains the attack. His initiative roll of 67 puts
that against human-sized opponents he chooses strike lgim next in line to attack and he strikes at the footman
cations from the large on small section of Table 11 (and isyho attacked him, managing a 120 attack. However, his
attacked using the small on large section). His combafyck is out and the footman rolls a natural 99, critically
movements are now dependent on his steed. For this regarrying and gaining the attack. In this case it is Grepior’s
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steed that is next in line and Grepior directs its hoof attackagainst a charging horseman. However, each combatant
against the same footman. A warhorse attacks with a +4Gtill only gets to strike or parry (or dodge for footmen),
and Grepior's steed’s first attack is a 106. This time thenot both. Attacks are resolved against strike levels or par-
footman is less lucky and can only manage a 51 to parryties/dodges (if no counterstike is attempted), but the foot-
He is kicked in his unarmoured face; with a hoof damageman gets a special -20 to strike his mounted attacker (it's
mod of 1.23 and a damage roll of 11 the resultant 5d6easy to be put off by a horseman bearing down on you). If
death roll is enough to kill him outright. another footman has successfully taken up a position at
With Grepior’s steed’s attack drive completed, it's the horseman’s other side, he can also mount an attack
now time for the remaining footman to attack. He electsagainst the horseman'’s strike level with the same special —
to go for the horse, rolling a 76 to attack. This is greater20 mod.
than its strike level (50), but it can still dodge using If a horseman has a shield, he can make a simulta-
Grepior’s ride skill of +44. Grepior rolls a 70, for a total neous parry against attacks coming from a suitable direc-
of 114, so his steed dodges and gains the attack. With theon, but at —20. Hence jousting horsemen (who both at-
first footman dead this leaves Grepior next in line. Hetack roughly from the front) get parry attempts against one
makes the most of the opportunity, and dismembers his f@another and a shielded horseman can make a parry against
in two lethal swings. a second attacker (his shield will be on this side of his
body, but cannot be brought to bear against his intended
Charges.One of the major uses of cavalry in war- target). The power of the charge gives the horseman a
fare is to mount a charge. Charging horses are extremeBpecial additional damage mod, equivalent to his ride skill
intimidating and offer a great deal of additional power toas a percentage increase. This mod is applied twice. Hence,
the blows inflicted by their riders. They can also end upa +23 ride skill results in an additional x 1.23 damage mod,
trampling opponents, although this effect is not modelledwhich is applied twice (therefore in reality a x 1.23x1.23
by the rules presented here (horses will tend to avoid do= x 1.51).
ing anything that compromises their footing, so trampling If a horseman is struck on the charge, he can be-
is almost always unintentional). A horseman’s charge concome unhorsed and suffer a fall (see the gaming environ-
tinues on beyond the immediate target, so charging attack®ent chapter, section 4.1.1 for details of resolving falling
and counterattacks do not follow the typical pattern of atdamage). Any blow to the body (shoulders, chest, abdo-
tack drives in melee combat. Rather, the horseman anihen, hips, groin) or head (face, neck, skull) requires aride
his target receive a single attack each, with some variatiorpll of over its base damage x 5 to avoid being thrown
in outcome depending on the weapons each is employingrom a steed. Finally, a horseman who successfully lands
To mount a charge attack, a horseman must have & blow and inflicts damage can get his weapon trapped in
total ride skill mod of at least +20. In order to chargean opponent’s body and dragged from his grip. 1d100
effectively, he also requires at least 50 feet in which toshould be rolled and compared to the base damage inflicted
accelerate to a stable gallop and another 50 feet to slofy the horseman. If the roll is lower than this value, the
and wheel his horse about. Horses can be brought to\seapon has been lost. No roll is required for weapons
stop more rapidly from the charge, but to do so requires &flicting cutting attacks, which cannot be lost in this man-
ride roll to stay mounted (see the example skill levels fomer (one of the reasons for the popularity of sabres in mod-
the ride skill, skills and actions, section 2.2.1). On operern cavalry forces).
ground, the horseman is free to choose his approach and
can pick out a single target for his attention, avoiding most ExampleHaving finished off his first two opponents,
other footmen. He should make a ride roll at this point toGrepior takes a moment to survey the scene. The ordered
determine how skilfully he approaches. Those closganks of men that faced one another have largely broken
enough to the prospective target or the path of the chargép in the chaos of the battle and Grepior sees an unmounted
(at he GM’s discretion) can make initiative rolls, attempt- officer making his way back towards the enemy lines. Spur-
ing to intercept the horseman’s charge and make thenting his steed to further action, he decides to charge the
selves the target of his attack. To do so they must beat th@ficer; the battlefield is sparsely populated and open here,
horseman’s ride roll with their initiative roll. Alternatively, and he’ll have no problem gaining sufficient speed or safely
a single additional footman (suitably positioned) can at-slowing his steed after making his pass.
tempt to stand alongside his targeted comrade (such that ~ Two soldiers escort the opposing officer and all three
the horse passes between the two) and make a free attagke Grepior as he approaches. Neither of the soldiers has
at the horseman, but again only if he beats the horsemantine to intercept Grepior en route, but one of them attempts
ride roll with an initiative roll. GMs should make suitable to get onto Grepior's off side in order to take a swing (the
adjustments for mobility-limiting terrain features. other soldier can do nothing). Grepior makes a ride roll
No further initiative rolls are made. Generally for his approach and gets a 95. In order to successfully
speaking, charge attacks for horsemen and footmen a®ngage him, the soldier must beat this with an initiative
resolved simultaneously; the horseman attacks and the foa®ll. On this occasion he is lucky, rolling a 97 for a total
man opts to attack, parry or dodge. The exception to thigf 102. He will therefore be able to make an attack.
rule arises when one combatant's weapon is greatly longer ~ Grepior is attacking with a longsword and has a
than his adversary’s, causing his attack to be resolves firstarget shield on his other arm. His attack is targeted at
Hence a horseman using a lance would attack a footmaifie enemy officer. The officer is also armed with a
before a counterstrike could be mounted, perhaps finishlongsword, while the soldier who is in postion to attack is
ing his foe outright, just as a pikeman would attack firstusing a military flail. These weapons are of similar lengths,
so all the attacks are considered simultaneous. The en-
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emy officer is mindful of Grepior’s charging damage and 3711 Special weapon rules
elects to parry with his kite shield rather than mount an
attack. The well-positioned soldier faces no attack and Chain weapons and whipChain weapons and

will strike at Grepior, but with a —20 mod. whips can be used in two distinct ways: to strike at oppo-

Grepior rolls to attack. His roll is good and his nents (following normal combat rules) or to entangle spe-
attack is capped to 120. The captain can only manage agjfic hody locations or weapons. Table 10 lists two differ-

84 in return, losing by 36 points. He is b_eing attacked bYent relative weapon mods for parrying or dodging chain
a horseman, so the large on small section of Table 11 i§eanon and whip attacks. The former mod is used when a
used allowing Grepior to strike him in the skull. The sol-gtandard attack is made. The latter mod is used when some
dier’s attack is a 95, beating Grepior’s moun_ted strike leveltorm of entanglement is attempted: such attempts are cov-
of 72. Usually, no parry would be possible, but as agreq helow. Note that chain weapons are extremely effec-
mounted charger with a shield, Grepior can attempt @ —2Qye for gaining initiative (the chain is typically rotated
parry against an attack fr(_)m th_|s suje. However, his roll iSrapidly, keeping opponents at bay), but may be entirely
poor and he ends up using his strike level anyway. Thgnysaple in constricting environments (e.g. cramped cor-
attack is thus §uccessfu| by 23 points, which using the Smai”dors, copses of trees) or once close combat has begun,
on large section of Table 11 allows the footman to strikeye o their prohibitive length. GMs should carefully con-
Grepior in the groin. , o sider whether chain use is appropriate. Nanchakas cannot
Grepior is charging and has a +44 ride skill, yield- e ,sed to entangle opponents, only to strike, although they

ing & special x 1.44 damage mod which is applied twicegre more easily used at close quarters than other chain
for a total additional mod of 1.44 x 1.44 = x 2.07. He weapons.

rolls an 11, which with his usual damage mod of 1.5 (us-

ing a longsword) gives a total of 11 x 1.5 x 1.44 x 1.44 = Entanglement.Chain and whip attacks are assumed
34 points of base damage. The enemy officer’s helm partg, e of the standard type unless a character declares his
easily, as does his skull. Grepior is .not using a CuttinGyish to attempt to entangle in advance of making an at-
weapon, so must roll a d100 to keep his grip. He gets a 544k roll. In this case, an attack is made as usual (using the
well in excess qf the 34 points of base damag_e Scored’_%fbpropriate relative weapon mod in Table 10), with a lo-
does not lose his weapon. However, the soldier who hitg;tion chosen from those available, but if it is successful
him in the groin inflicts 18 points of base damage t0yy 0.25 x normal damage is inflicted. However, if any of
Grepiors groin, enough to both cause an unpleasant wounghe foliowing locations are available the attack will have

(Grepior is saved from a possibly mortal wound by his 5qgitional effects depending on the location entangled.
armour) and potentially unhorse Grepior. He requires a

ride roll of 18 x 5 = 90 to stay mounted, but makes it, so Shins or kneesHaving entangled the leg, an at-
both rider and steed continue on beyond their quarry.iycker can choose to use his follow-up attack (if available)
Grepior could wheel about and charge again, but decidesg hay| his entangled opponent from their feet. Those us-
to seek support from his scattered men instead. ing a whip may also choose to have entangled both legs
o and use their follow up attack to tighten the entanglement.
Firing bows from horseback.Longbows and | the former case (attempting to floor a foe), the initial
composite bows cannot be used from horseback. All Otheéhain/whip attack roll is divided by 10 and rounded. A
bows can be used without a mod if the horse and rider argecond damage roll is then made, using only the attacker’s
stationary or at a walk. If horses are trotting, cantering opase damage mod (not modified by the weapon’s damage
galloping, mounted bowmen suffer a — (40 —total ride mod)nod, as for foot sweeps) and added to this value. The
to attack; this value can never be positive. total is compared to the entangled character’s strength sta-
tistic, as for stumbles; if it exceeds twice their strength, a
Example: While tracking down his men, Grepior stumble to one knee occurs; if it exceeds triple their
decides to take a pot shot at an enemy soldier using histrength, they are hauled to a prone position. See the sec-
light crossbow. Because he is cantering he gets a — (40 tion on stumbles, section 3.7.6, for details of fighting and
ride Skl”) to strike. With a ride skill of +44, this erIdS a— rising from knee“ng or prone. The Wh|p/Cha|n is consid-
(40 —44) = -(-4) = +4. However, this value is never posi- ered released after this follow-up attack.
tive, so Grepior simply receives no additional mod (this
would apply for any rider with a ride skill in excess of Example:Grayburn the kinky fights with a
+40). longsword and whip. He is currently engaged with an
enemy swordsman who made the mistake of mocking his
Firing bows at horsemen.f a horse and rider unusual appearance. Grayburn has won initiative and
are stationary, walking or trotting no special mods are apelects to use his first attack to try and entangle his foe.
plied when firing at them. The attacker simply decidesThe swordsman is parrying with a bastard sword, used
whether his target will be the rider or steed and proceedsvo-handed, and from Table 10 the relative weapon mod
accordingly. However, if the horse is travelling at a quickerfor an entangle attack is 0. Grayburn attacks with a 105;
pace, the shot will be more difficult. Apply a special —10 his opponent can only manage a 97 to parry, a failure by 8
mod when firing at a cantering horse/rider and a —25 moghoints, and Grayburn selects the shin location. Grayburn
when firing at a galloping pair. goes on to roll damage, but with an additional x 0.25 modi-
fier. He rolls a 12, which with his whip damage mod of
0.42 yields a base damage of 12 x 0.42 x0.25=1.26 =1,
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not enough to penetrate his opponent’s boot. damage mod without a weapon, and added to the original
For his follow-up attack Grayburn elects to attempt chain or whip attack roll divided by 10 (as for attempting
to yank the swordsman’s leg out from under him. He thereto drag an opponent from their feet). This total is com-
fore makes a damage roll, using only his own base dampared to the defender’s strength statistic; if it exceeds it, a
age mod of 1.4, and gets a 9, for a total of 9 x 1.4 = 12.6 =one-handed weapon will be pulled from their grip. For
13. This value is added to his previous attack roll dividedtwo-handed weapons, the total must exceed double the
by 10 (105/10 = 10.5 = 11) for a total of 11 + 13 = 24. defender’s strength value. A failure to disarm results in
Unfortunately for Grayburn, his opponent has a strengththe chain or whip coming free from the defender’s hand,
of 15. He has failed to beat twice this value (30), so hiswith the defender gaining the attack, while successful dis-
opponent remains solid. The whip is considered to haverms leave the attacker free to follow up with the rest of
been released. their drive. Weapons lost as a result of chain/whip entan-
glement are fired off with some momentum, so the de-
Whip attacks (not chain attacks) which entangle thefender will usually have to disengage or otherwise find
legs can be tightened using a second attack. A furthesome means of covering ground before they can retrieve
whip attack roll is made and if it exceeds the entangledhem. Depending on the attacker’s level of skill, the GM
character’s strike level + 30, the whip is tightened. If it may elect to give them some degree of control over where
beats their strike level, but not by 30 points, there is nahe weapon lands.
effect; the attacking character can try again or use an alter-
native follow up attack, releasing their opponent. If their Example: Grayburn has dispatched his enemy, but
attack falls below the defender’s strike level, the whip re-finds himself at odds with one of the swordsman’s adven-
leases and the defender gains the attack. A character wiaring colleagues. Luckily, he has had time to retrieve
has had his legs fully entangled (tightened) is at -25 strikanother whip from his baggage. The swarthy fellow ad-
level, -15 to strike, - 5 to parry, can only dodge by goingvances, sabre in hand, but Grayburn wins initiative with
prone (leaping will cause a fall), cannot move except byan opening whip attack. He elects to make it an entangle-
jumping and will suffer a stumble roll if struck in any lo- ment attempt and is this time successful enough to target
cation (not just the shin or knee). An attack with a sharphis opponent’s hand (although he fails to penetrate the fel-
weapon can be used to cut the whip, but the legs remailow’s thick gloves with his 0.25 damage mod). For his
entangled until a free action is used to loosen the remairfollow up attack Grayburn rolls for damage, getting a 13,
ing section of whip. If a free action is used to partially for a total of 13 x 1.4 (his base damage mod) = 18.2 = 18.
free the legs without first cutting the whip, the whip-bear-His original whip attack roll was a 120, so he gets to add
ing attacker can attempt to tighten again on his first attack120/10 = 12 to this value, for a total of 30. This is well in
excess of his opponent’s strength, so the sabre is sent spin-
Example: Grayburn, who has up to four attacks ning through the air. Grayburn is a skilful whip user (to-
with his whip, decides to try another entanglement attacktal +63), so the GM rules that he can choose roughly where
Again, his first attack is successful and permits a strike tdhe sabre ends up. Grayburn decides to launch it behind
the shin, and again there is no penetrating damage. Howhim, so his opponent must now find a way past in order to
ever, realising his opponent is strong, Grayburn elects thigetrieve his only weapon, a very challenging task.
time to have entangled both of his legs. For his fourth and
final whip attack, he attempts to tighten the entanglement. Neck.Entangle attacks to the neck strike with a spe-
He makes another whip attack roll, this time a 91. Thiscial 0.25 damage mod, but can cause further damage
value is compared to his opponent’s strike level of 55 andhrough asphyxiation and can be used to drag a defender
found to exceed it by 36 points; Grayburn has successfulljrom their feet. Following a successful neck entanglement,
tightened the whip, but has run out of attacks and cannoa second attack can be used to tighten the chain/whip, clos-
make an immediate follow up. ing off the victim’s windpipe. The process is automati-
His opponent now has a difficult decision to make. cally successful, but causes no immediate additional dam-
He can attack back, leaving himself entangled, or cut theage. Rather, asphyxiation damage follows the standard rules
whip, again leaving himself entangled but offering him thepresented in the chapter on the gaming environment, sec-
chance to free himself with a further free attack (either bytion 4.1.7. In addition, at the attacker’s discretion, the tight-
waiting until he gains the attack again or by ignoring ening follow-up attack can also be used to attempt to drag
Grayburn’s strikes for one AT). Alternatively, he could the entangled victim from their feet. Success is determined
loosen the whip with his free action, but he knows Grayburnin a manner identical to that detailed for an entanglement
would likely just try and tighten it again with his first at- to the lower leg.
tack. In the event, he decides to cut the whip. Grayburn The defender can attempt to release the choke by
has lost a weapon, but can now attack with his longswordising a free action. In the case of whips, the whip must be
against a seriously disabled foe. cut first (as for leg entanglements) for the remaining sec-
tion of the whip to be removed; otherwise, the whip can be
Hand. Entangle attacks to the hand cause little dam-tightened again on the attacker’s next attack. For chains,
age. However, having entangled the hand, an attacker cdhe only choice is to use a free action to loosen the stran-
choose to use his follow-up attack to wrench his oppo-gle, then ignore attacks for a following AT to completely
nent's weapon from their grip. This option is ineffective remove the chain (this is an option for whips too, espe-
against weapons such as shields that are strapped to a coomlly if no bladed weapon is available). Asphyxiation
batant's arm. To determine whether the attempt is sucdamage continues to build up until the chain or whip is
cessful, a damage roll is made, based on the attacker’s basempletely removed. GMs may wish to rule that certain
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types of armour prevent this type of asphyxiation (e.g.second tribesman, battle-lust burning in his fevered eyes.
helms with neck plates). Alexius wins initiative and again attempts to impale. This
time he is parried, beaten by 8 points. Ordinarily he could
Example: Grayburn’s swarthy opponent is either go on to use his third attack, but for impales any parry
very brave or a complete fool (perhaps both). He elects tgains the attack, so the tribesman gets to strike back. Had
attack Grayburn, who has backed off and indicated histhe tribesman parried by 15 points, Alexius’ first parry
wish to end hostilities, using only his fists. Grayburn winswould have been at -15, but in this case there is no mod.
initiative once again, again beginning with an entangling
attack. His opponent fails miserably in his block and is Nets. Nets are an unusual and rather specialised
entangled about the neck. Grayburn’s second attack igombat aid, consisting of a weave of rope or wire weighted
used tightening the whip. He also decides to try and pulkbout its edges. They are thrown at an opponent from
his opponent from his feet, but his damage roll (11 x 1.4 =close range (melee combat) in an attempt to entangle him,
15.4 = 15) plus his previous attack divided by 10 (94/10 =usually as an opening attack. A net attack is made in the
9.4 = 9) yields a total of only 24, which fails to beat dou- standard manner, using the appropriate relative weapon
ble his opponents strength. The swarthy fool is lucky, inmod from Table 10. A parry or dodge sends the net harm-
that Grayburn has a maximum of two attacks with hislessly to ground, from where it must be recovered at a later
sword, so cannot use it to make a third attack in this drivedate by its user. A successful strike causes no damage, but
He cannot use his whip again without loosening the stranwill have effects depending on the location ensnared.
gle, so his opponent gains the attack. He uses his free  Any net attack which has an arm location available
attack to loosen the whip, but it is now Grayburn’s attackwill entangle the defender’s parrying arm. If a one-handed
again, and he can simply tighten the choke again. Wittparrying weapon or small shield is being used, the par-
this in mind, his opponent decides to take one AT comtially entangled combatant is at -25 to parry. If a large
pletely removing the whip. Grayburn therefore cannotshield is being used (kite, hoplon, viking round or scuton)
maintain the strangle, but gets to attack with his longswordthe entangled combatant is at -10 to parry. If a two-handed
His opponents base AT is 9 and Grayburn’s attacking ATweapon is being used, the entangled combatant is at -15 to
is 10, so he will be 9/10ths of his way through the attack bytrike and parry. Finally, if a single one-handed weapon is
the time his foe is free to block or dodge, yielding a - (9/10being used to both strike and parry, the entangled combat-
x 100) = -90. He must therefore mainly rely on his strikeant is at -25 to strike and parry.
level. Unfortunately for him, Grayburn’s strike is good, If the net attack is good enough to allow a body
his block is not the required critical and the blow splits his |ocation (chest or abdomen) to be targeted, the defender is
foolish belly open. There is really no need to calculatefully entangled. In this case, regardless of the weapons
asphyxiation damage in this case. used, the entangled combatant is at -25 to strike, parry and
dodge. Entangled fighters can remove the net by using a
Foil and shortsword impalesOptionally, GMs  free action. This process is automatically successful for
may allow a special attack termed an impale to be made byartial entanglement. However, for full entanglements, a
users of shortswords and foils/rapiers. Rather than thd20 roll of equal to or under the combatant’s dexterity stat
typical controlled stab made with these weapons (shoris required to escape the net. A failure means that the net
swords can also be used to chop), the impale involves @mains in place, handicapping the combatant until a suc-
powerful lunging thrust, shifting the entire weight of the cessful escape attempt is made.
swordsman forward with the blow. An impale attack can
only be made by those possessing the appropriate special-  Example:Boros Bloodhand is fighting another bat-
ist skill; it inflicts double damage, but requires that thetle in the imperial arena at Teleb major. Undefeated and
second attack of the drive be used to pull the blade backonfident, Boris has selected to fight with a battle axe, net
out of its victim. However, there is a potential cost. Theand buckler shield (the shield is currently hanging at his
impale attack requires a major commitment of momen-belt). Boros advances net in hand upon an unfortunate
tum. If the defending combatant parries by any marginslave gladiator bearing two long-knives. He wins initia-
they will gain the attack against an impale. If they parrytive easily and throws the net skilfully, getting a 113. His
by the standard 15 point margin, they gain the attack andpponent manages a gutsy 105 in return, so the chest and
the impaling combatant will find themselves off balance,abdomen locations are not available, but finds himself
with their next action (typically a parry or dodge) at -15. entangled about the parrying arm. Boros can now follow
up with his battle axe against an opponent at -25 to parry.
Example:The hoplite centurion Alexius Braveblade However, in this case his foe uses two identical weapons
is engaged in battlefield combat with a vicious tribesman.and can simply change his stance to use the unhampered
Alexius has thrown his spear and is now using his gladiusong-knife to both parry and attack. His only penalty is
(a shortsword) along with his hoplon shield. He has justthe loss of his specialist parry benefit.
gained the attack and has the specialist short sword skill,
so he decides to try an impale. Alexius gets a 97 to attack, Knives, eggbombs, shuriken and chakrarhe
a blow his tribal opponent is unable to block. The chesktandard use of throwing knives, shuriken and chakram is
location is available and with the x2 damage mod for ancovered in the section on ranged weapons. However, they
impale Alexius floors his foe, using his second attack tqan also be used in the initial phase of melee combat,
withdraw his blade. thrown as the combatants close in an attempt to win initia-
No sooner has he done so than he is set upon by gve and/or inflict damage. This is the only way in which
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eggbombs can be used, as they are ineffective at longéfrom Table 16). The eggbomb explodes; much to the
ranges. To be used in this manner, the thrown weapoguard’s distress, his eyes and nose begin to run and his
must be held in the hand as the combatants close. Addihroat starts to burn with every breath. Selphist could run
tionally, the thrower must have an exotic knives skill total at this point, gaining a 15 foot head start, but instead fol-
in excess of +30. lows up with a ninjato cut. However, the guard makes a
Initiative is rolled as usual, but the throwing com- lucky parry and gains the attack. The GM rolls a d10,
batant uses a special +35 weapon initiative mod in placgetting a 7, so the guard will be at —40 to strike and initia-
of the usual one. If the thrower wins, he launches his mistive, -20 to parry and dodge for 7 seconds, then at —20 to
sile as a first attack, following the standard rules for rangedstrike/initiative, - 10 to parry/dodge for a further 5 sec-
weapon attack resolution. A parry by 15 points wins theonds, then finally at —10 to strike/parry/initiative/dodge
defender the attack; otherwise, the thrower can follow udor another 5 seconds (17 seconds in all). The guard elects
with whatever weapon he is bearing in his other hand (upo use his free action to run rather than beginning an at-
to his maximum number of attacks, as usual). If the nontack drive. Selphist has bigger fish to fry, realises that the
throwing combatant wins initiative, he has closed and ini-alarm has been raised and decides to let the guard go.
tiated an attack before his opponent could launch their
missile. The would-be thrower is now left with his mis- Quarterstaff sweep<haracters who are adept at
sile weapon in hand, unable to use it except as a melagsing a quarterstaff (those with a 2-H staved total strike
weapon (throwing attacks are impossible once close complus exceeding +30) can attempt to sweep opponents’ legs
bat has begun). away in place of a normal strike. The rules covering
guarterstaff sweeps are essentially identical to those for
ExampleSelphist Son-slayer is crouched in the din- foot sweeps covered in the section on unarmed combat.
ing hall of a prospective victim’s castle when he is noticedThe intention to sweep must be declared in advance. The
by a lone guard, who rushes to attack. Selphist, a ninja byttack is then resolved as usual to determine if it is a suc-
trade, has a shuriken in one hand and a ninjato (tradi-cess, but no damage is inflicted. Instead, a successful at-
tional ninja sword) in the other. He elects to initiate com- tack (successful by whatever margin) represents a sweep
bat with the shuriken, so rolls initiative with a special +35. aimed at an opponents feet or shins. A damage roll is made
Selphist gets a 122, easily beating his armoured opponerds usual. Then, the attacker’s attack roll is divided by 10,
(who can only manage a 43). His Shuriken attack is rerounded and added to this damage roll. The resulting base
solved; while Selphist's attack is successful by 7 pointsdamage is compared to the defender’s strength statistic, as
his d12 scatter roll is unlucky and the shuriken misses itgor stumbles. If it exceeds twice this value, a stumble to
mark. However, the guard did not parry by 15 points, soone knee has occurred. If it exceeds three times this value,
Selphist is free to follow up with a second attack, this timea knock down to prone has been inflicted. See the previ-
using his ninjato. ous section on stumbles (3.7.6) for details of the effects of

fighting from kneeling or prone, as well as how to return
Eggbombs inflict no damage, but when broken re-to a standing position.

lease a noxious cloud of dust (pepper, iron filings and other
secret ingredients) that causes irritation to the eyes, nose  Using the disarm skill. The disarm skill can be
and throat. They can be used to gain initiative in the standjsed to flamboyantly spin an opponent's weapon out of
ard way and will have additional effects if they strike antheir grip, although this is a challenging manoeuvre for all
opponent in the face, neck, chest, upper arms or shouldefgyt the most skilled. Disarm attempts can only be made
In these cases, the cloud of dust will spread near enough ¥hce a character’s disarm skill total mod exceeds +30. The
the victim's face to inflict a —20 to parry and dodge and adecision to attempt a disarm must be made in advance,
—40 to strike and initiative. The effects will gradually wear during the opposing combatant’s attack drive. The actual
off. 1d10 should be rolled; the full negative mod appliesgjsarm attempt then takes the place of the first attack fol-
for this number of seconds. Thereafter, the mod improveﬁowing a successful parry by 15 points (it cannot be em-
over the course of 10 seconds, before near normal visiormoyed if the opposing combatant simply runs out of at-
breathing is restored. The affected character suffers a—2Qcks). Only weapons marked with an asterisk in the
to strike and initiative and a —10 to parry and dodge for theyyEAPONS, ARMOUR & EQUIPMENT booklet can be
first 5 seconds, then a —10 to strike, inititive, parry andysed to make disarm attempts.
dodge for the remaining 5 seconds of this recovery period. The combatant attempting to disarm now makes a
Because the effects of an eggbomb are somewhat surprigisarm skill roll (1d100 + disarm skill, adding any rel-
ing, the combatant who throws it also gains a further adeyant modifiers from their weapon; some weapons offer a
vantage. He is permitted to disengage immediately, ratheonus to disarm, notably jitte; see the weapon descriptions
than following up with his attack drive, as if he had justjn the WEAPONS, ARMOUR & EQUIPMENT booklet).
won the attack and where using a free action to run.  Thjs roll cannot exceed 120, as for normal attacks. The
result is compared to the opposing combatgeyious
Example: Selphist Son-slayer has killed the first attack roll: no parry roll is made. Ifit beats it by 30 points
guard, but finds another fast approaching. He has time tqr more, disarming is successful. The disarmed weapon
reach for an eggbomb and attempts to launch it as thejrops to the floor close to the combat and the disarmed
guard closes. Selphist wins initiative (with his special +35combatant may only retrieve it by using a free action. If
mod) and rolls a good attack, beating the guards parry bythe disarm roll beats the previous attack, but not by 30

44 points. He is aiming for the guards head (declaredpoints, the attempt has simply failed and the would-be
before making the attack roll) and strikes him in the face
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disarmer progresses with the second attack of their drivlis opponent has his sword. Ritaca makes the most of his
as normal (they cannot try to disarm again until they oncepportunity and runs the cuckold through in one satisfy-
again gain the attack). If the disarm roll falls below theing thrust.

previous attack, the opposing combatant regains the at-
tack (as if they had parried by 15 points) and can com-
mence their drive as usual. They may also opt to initiate a
disarm attempt of their own at this point, should they have

the skill (despite not having declared the wish to do so). Three-di ional b h b
Disarming is not possible against 2-H spears, ree-dimensional combat occurs when combatants

polearms, staffs, shields, or weapons that employ the urgngage either in the air, while flying, or qnderwatelr, wh[le
armed skill (including tonfa). When attempting to disarm swimming. Combatants suffer a - (35 minus fly/swim skill

any other two-handed weapon, the disarm roll suffers éOta: mod) to attt)ack a.n.d Par?ll dunng 3Dk§:|?3_mbat. Th|sf
special — (2 x opposing combatant's strength). total can never be positive; a fly or swim skill in excess o

+35 means there is no penalty. Monsters and animals natu-
Example: Ritaca the blade has been less than dis-(rjally accusr,]tomecri]to the part!cuIarl(e_|r|1V|rogTent(j(9.g.hsha;ks,
crete in conducting an affair with a lady of some standing ragons) have the appropriate skill mod listed in their de-

and is now engaged in a duel with her enraged husban(fcription’ but it will virtually aIvv_gys be above +35 (yield-
Both combatants are Elven gentlemen and use rapieré.ng no combat pe‘f‘a"y)- Ad@monally, bqth compatants
Ritaca is a fine swordsman and would rather win withoutShOUId make a Sk'.” roll (S\gnm o;;ly, whlck:)hever IS Lel'h
killing his opponent. He has a total disarm skill mod of evant) upon entering combat. e combatant with the

+62 (well in excess of the required +30) and so, as his fogﬂgher total can, at the GM’s discretion, assume an advan-

moves to attack, Ritaca declares that he will disarm if pos_tageous position (e.g. attacking large on small by posi-

sible. His opponentss first attack is a feisty 102, but Ritaca°"ng themselves above their foe).
gets a 120 to parry, so gains the attack (a success by 18

points). His first return attack is therefore a disarm at- board by bi dh dth . fah
tempt. Unfortunately for Ritaca, he will be unable to suc- Cral] (037 [plfeuEs EITE el G0 2] fus S om 01 & (L

ceed in this attempt, as it is impossible to disarm from argl?’lISharll(' Tl(erusa IS ; sk|IIed| SW|rT;mer,3vg/|th3a(1)+§0 ;W'm
attack roll of greater than 90 (given that the disarm must® II — mt? 2 sodsu ers onTyha(-BM(- (I -h )r: -9) to
be successful by 30 points). However, Ritaca must 0 U250 CEIEN TR EFIENER Ul ru B e
roll to determine what happens. He gets a 110, so in thi f the melee means that the shark will attack from below

case beats the original attack (by 8 points) and can carr \as s_maII on Iarge) rEgEnel 225 o Sl ool e (g
on with his drive as usual. Had he failed to beat 102, hid> trying to remain near the surface), so does not ask for

opponent would have immediately regained the attack. flw'm rollllsdto bﬁ ma;dSe. Hadhhebdone S0, th? shgrf WBUId
It makes little odds in this case, however. Although ave rolled with a+75 (see the bestiary, section 6.1). Un-

Ritaca has a maximum of four attacks per drive, he defortunately, Turusa has no sword, so will be attempting to

cides to desist and allow his opponent to attack again impunCh the shark into submission. Poor Turusa.
mediately, so that he can try and disarm once more. He
could of course have followed up as usual and attempted

3.7.12 Three-dimensional combat

Example: Turusa the sailor has been thrown over-

to inflict some non-mortal wounds to end the confronta- 3713 Amma[ charges and swooping
tion, but Ritaca is cocky and likes to do things for show.
This time, his Opponent’s first attack is a 67 and Ritaca Many animals and monsters have Charge attacks

successfully parries and gains the attack with a 105. Againjjsted. Additionally, all birds of prey and many flying
his first attack is a disarm attempt and this time he gets anonsters can make swooping attacks. The rules provided
120, beating the jealous husband's previous attack by 53ere cover both situations. Note, however, that swoop
points. Ritacas opponents sword is sent spinning out okttacks are not explicitly described in the bestiary stats,
his hand to land nearby. It is still Ritaca’s attack drive \yhereas charge attacks are. This is because charge attacks
and he flourishes his sword meaningfully, but does not folgenerally involve an animal using its momentum to batter
low up. The GM rules that his drive is therefore over andan enemy, so inflict |arge amounts of damage' Swoop at-
the combatants are once again at a standoff. tack (e.g. with talons) do not generally involve an animal
In this instance the husband will do anything to claw pytting its weight behind the attack (in a kamikaze style),
back some pride and begins to move. Because both m&p are resolved as standard (e.g. talon) attacks. GMs must
are combat ready, this is not a fast draw situation requir' rule when a ﬂy|ng animal’s described attacks are Compat_
ing the determination of an AT disadvantage. Initiativesjple with a Swoop
are rolled and the husband is lucky enough to be victori- For charges and swoops, the victim of the attack
ous. However, this only permits him to make an unarmegan take only a single action, to either strike the charging
attack, not to recover his weapon (free actions cannot b@nijmal or attempt to dodge or parry it. The exact order of
taken when an attack drive has been gained by rolling inixttacks is resolved not by an initiative roll, but depends on
tiative). He elects to give up his attack drive and ratheryeapon length. For most weapons, strikes are considered
than trying to dodge or make unarmed blocks, goes for higimultaneous, although for especially long weapons (e.g.
weapon immediately (he'll get it after one AT, 10 countspH spears) the weapon-bearing combatant’s attack may be
for him). Ritaca’s patience snaps, however, and he beginfesolved first, possibly stopping the charging animal dead,

to attack. With an attacking AT of 8, he'll have one freeat the GM's discretion. The charging animal must rely on
attack, and be 2/8ths of the way into his second by the time
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its strike level if attacked. The victim of the charge mus
rely on his strike level if he chooses to attack. Otherwise¢
he can forgo the opportunity to strike and instead dodge ¢
parry, although parrying is only allowed if using a large
shield (v. round, kite, hoplon or scuton). The charging |
swooping animal, if not knocked out or killed, will con- ‘
tinue on a considerable distance past its attacker.

Any combatants who are not themselves the vic:
tims of the charge or swoop, but who can (in the GM’s
opinion) gain a position from which to intercept the charge
swoop path can attempt to make a free attack against t
charging/swooping animal. However, they can only attemg.
such an attack if they make an initiative roll in excess a 4
the charging/swooping animal’s strike level x 1.5. ,f@

Example:Boros Bloodhand finds himself in the
arena with his companion Gea Ironhelm when the maste
of ceremonies announces the arrival of an unexpecte
guest. The large black bull takes an immediate dislike t
Boros and begins to charge. Gea attempts to intercej
(the GM rules him to be close enough to the bull’s charg
ing path) and rolls initiative, but gets an unlucky 33, fail- e
ing to beat the bull’s strike level x 1.5 (1.5 x 35 = 52.5 = e . L
53). As the animal hurtles toward him, Boros has a diffi gt
cult decision to make. He has no shield, bearing a hercule _ Mw’b
club for this encounter, so cannot parry. He could attempt ) )
to dodge, foregoing the opportunity to strike, or attack theStrength 6 to 14 depending on how much he likes the com-
enraged animal and rely on his strike level. In the event'@de in question (GM's discretion). Failure means he will
he goes for the attacking option. His blow easily beats th§© on and attack his colleague, remaining berserk. The
bull's strike level (35) and crushes its mighty skull. Unfor-age will die of its own accord only if the berserker fails to
tunately, its strike is simultaneous and successful, beatinfrget any potential victims for a period of 10 seconds.
Boros’ strike level by 33 points, carrying its momentum

on into his chest and inflicting a grievous wound that breaks ~ Example: Amin, the truly insane Half Orc, has a

est calibre. Vlan and Arnin are out hunting Trolls when
they are ambushed in a small cave by three foolish Ogres.
Vlan promply goes berserk (his choice) and rushes two of

3.7.14 Berserkers them, while Arnin, disgruntled, takes on the third. The

battle is brief and bloody and leaves Vlan, still berserk,

Berserkers are a special breed of warrior, combatturning to see his cousin. Vlan's berserk instinct is to at-
ants who enter an insane blood lust during combat thatck, but he likes his cousin and the GM gives him a save
strengthens their resolve but leaves them careless and Wiersus a strength 7 attack to try and end the blood lust.
able to differentiate friend from foe. Berserkers are par-This requires a save of 46; Vlan gets a 65, enough to curb

ticularly common among Half Orcs, but may be encoun-hjs wrath on this occasion. Arnin, seeing his cousin relax,
tered in other races at the GM's discretion. A berserkegrops out of his combative stance. He knows it’s only a

can choose to become berserk in any high adrenaline sitgnatter of time though.
ation, but must specifically save against becoming berserk
every time they are attacked by a new opponent or have a
wound inflicted upon them. This save is made using the
save versus insanity/fear, against a strength 10 attack (see
skills and actions, section 2.1.8). o
When berserk, the berserker will attempt to chase Pixis. Pixis do not tend to wear heavy armour; their
and attack one enemy at a time within his field of view,tiny strengths mean that they will suffer severe encum-
beginning with any that are currently attacking him. Thebrance penalties. However, should they elect to do so, the
berserk rage offers special advantages; the berserker gaiggandard armour values will be inappropriate. Pixi plate
an additional x 1.5 damage mod, +20 to strike, +10 initia-armour will bear more resemblance to tinfoil than iron.
tive and ignores all knockout rolls. He will tend to have As a guideline, divide all armour values by 5 and round
little regard for his own safety, however, and parries andvhen calculating actual AVs for pixis.
dodges at -10. Additionally, should he find himself tar-
geting a comrade, he will probably still attack, the blood Centaurs. Centaurs are problematic in combat.
rage blocking his powers of recognition. Every time aGuidelines for armouring centaurs are provided in the
berserker is in position to attack a friend, he gets a sav/EAPONS, ARMOUR & EQUIPMENT booklet. How-
(again verses insanity/fear) to break out of the rage, agver, they also offer a difficulty in that they offer unusual

3.7.15 Special racial exceptions
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targets for melee and missile strikes. For this reason, multaneously engaging their opponent, the acrobatic es-
special table is provided for attacking centaurs. The varicapee is free to move to an alternative combat or take some
ous sections of Table 20 list available locations (based onther action. If they are the only combatant facing their
the amount by which an attack beats a parry/dodge/strikfoe, the melee will likely continue, but the range has been
level), locational damage and a missile scatter hit locatiorextended such that both parties must once again roll initia-
table for centaurs. GMs should make use of these tables iive to determine who attacks next (close combat range).
place of the standard ones when resolving attacks againétfailed acrobatics roll, however, leaves the dodging com-
centaur PCs and NPCs. batant sprawled prone and facing their opponent’s follow
up attacks. See the section on stumbles, section 3.7.6, for
Example: Slavers seeking new blood for the arena details of fighting and rising from a prone position.
have ambushed Praaden Lightninghoof as he hunts the
wide savannah. One of the slavers has just succeeded in  Example: Selphist Son-slayer is locked in deadly
beating Praaden’s parry by 24 points. The GM refers tocombat with a samurai opponent. The samurai, caught in
Table 20 part b to see which locations are available. Theonly his night wear but bearing his katana, swings at
slaver elects to strike Praaden in the foreleg (he doesnBelphist, who decides to dodge. He is successful by 23
want to kill him) and rolls for damage. His penetrating points and elects to put some more distance between him-
damage comes to 15 points (with weapon damage maosklf and his opponent using a backflip. An acrobatics roll
applied, against Praaden’s unarmoured legs) and is mul-s made, exceeding the success level of 55, and Selphist
tiplied by 0.5 (foreleg locational damage mod for a centaur,backflips out of immediate combat range. If combat is to
from Table 20 part c) to yield a damage total of 7.5 = 8 resume, both men must roll initiative. However, while the
points. samurai closes to attack again Selphist has other ideas
and immediately leaps for an open window, planning to
make a hasty exit. The GM rules that he has a 15 foot
. head start, as if he had disengaged from combat using a
3.7.16 Set strikes froe action.

Sometimes, a strike will be made against an entirely
unsuspecting target, or a target that is braced in some man-
ner. Examples would include an assassin stabbing an un- o . .
suspecting victim in the back or a combatant striking a foe There are a number of situations in which a combat-

who is being held by a friend. In these cases (judged at "t might find himself or herself fighting w?tho_ut the as-
GM’s discretion) an upward adjustment is made to dam-S'Stance of their sight. Examples include fighting against

age, reflecting the lowering of uncertainty when striking ad magically invisible opponent, fighting whilst blindfolded

stationary target. Rather than the standard 2d10 dama@é figbhting in plhc? d(;:wl:\ness. Iln thesezssituationlj ' affj(():ted
roll, 110 is rolled and added to 10, then multiplied by the OTP'ans Wik find themselves at 25 10 sike, 40 10
attacker’'s damage mod to determine base damage. Ado‘fi—0 ge and -50 to parry. However, these negative mods are

tionally, at the GM’s discretion, some negative mod mayaﬁelCte<j b% the.cqmbatfafmrt]s hearmgl](,.”smgllltgst“e arr:d
be applied to the defender’s strike level. soulstrength statistics as if they were skills. Basically, the

hearing statistic operates as a primary mod, the smell/taste
Example:Ritaca the blade has been drinking heav- stat?st?c operates as a secondary ’.“00! and the soulstrength
ily. He has somehow ended up swordless, in an aIIeywaj.tat'St'C ggts asa tgrua_ry ".‘Od' adjusting these base nega-
being held by two brutish looking thugs. He has no ide lve modlflers to bImd—ﬁghtmg (see character generat!on
how the situation arose, but it looks like a third mugger iSsectlo_n 114 for More on primary, secondary ar_1d tertiary
about to jog his memory. The man punches Ritaca, usin Ods.'n dgtermmmg skill stat mods). Mods obtained frqm
Ritaca’s strike level - 40 as a defence (he is being firml tats in this manner can never give a character a positive

held) and lands a solid blow in the Elven lord’s abdomen.overall modifier when fighting blind; they merely help to
Base damage is calculated by rolling 1d10 (a 6) and add-Offset the standard negative mods.

ing itto 10 (16), then multiplying by the thug’s punch dam- .

age of 0.3. The blow therefore inflicts 4.8 = 5 points of Example:Bjern SturdyArm the Dwarven freedom

base damage, for a damage total of 5 x 3 = 15 (Ritaca igighter has finally been apprehended and is to be publicly
currently unar;noured) executed, having already had his eyes put out. However,

vowing to go out fighting Bjern attacks his guards
barefisted as he approaches the gallows. He has a hear-
ing of 13, yielding a+6, a smell/taste of 11, yielding a +1,
3.7.17 Using acrobatics to dodge and a soulstrength of 5, yielding a -3, for a total blind-
fighting mod of +4. He will therefore be at -25 + 4 = -21
For humanoid combatants, the attack cannot beo strike, -40 +4 = -36 to dodge and -50 +4 = -46 to parry
gained using a dodge, even if successful by 15 pointsior the brief duration of this combat.
However, if a combatant possesses the acrobatics skill they
can follow up a dodge with a backflip or similar gymnas-
tic manoeuvre in order to remove themselves from combat
range. This action requires an acrobatics roll against a
success level of 55. If other friendly combatants are si-

3.7.18 Fighting without sight
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4. The Gaming Environment

In a role-playing session, it is the job of the GM to x time to impact in tenths of a second)) and results in a -1
control the world at large, responding to the actions of PCadjustment to the damage mod found in Table 21a (hence
in a fair and realistic manner. Many of the events that ca x2.4 becomes a x1.4). Characters with the acrobatics
impinge upon a character’s well being during a role-play-skill can attempt to roll following a successful landing on
ing session have already been covered in the chapter dheir feet, to reduce the damage mod from Table 21a by a
combat and movement, or will be covered later in the chapfurther 0.5 (success level 60 for this roll). Hence a charac-
ter on magic. However, in negotiating the physical envi-ter who both lands on their feet and rolls with the fall will
ronment (primarily though the use of skills), charactersapply a —1.5 to the result obtained from Table 21a.
may be exposed to various additional risks which require The final adjustment that should be made relates to
rules to accurately resolve, such as sustaining damage frosituations where fallers land on spikes or similarly unpleas-
falls or being exposed to disease. The first part of thisint objects. GMs should determine an appropriate adjust-
chapter provides these rules, effectively modelling the lawsnent in these situations, but as a guideline, rolling ran-
of physics as they constrain characters within the gamédomly to see where the spike penetrated, then applying
world. The second part is devoted to providing assistancthe relevant locational damage mod from Table 14 (in
to GMs when creating gaming environments on the hoofaddition to the falling damage) works quite well.

It provides general guidelines for realistically covering For those who want absolute accuracy, the formulas
travel, trade and other day-to-day business in a mediaevalpon which the values in Table 21a are based are:
world setting, and a variety of aids for generating random

encounters and the like. These can help “fill out” the in- Time before impact in counts (1/10th S) =
evitable sections of every campaign for which a detailed
outline is lacking. 10 xV (distance fallen [m}/4.9)

Velocity in metres per second =

4.1 The physical world

0.98 x time before impact [counts]

411 Damage from {allmg Damage mod =
PCs are forever suffering damage as a result of fall- (Velocity [m/s]¥/40
ing, be it off walls, down pits or out of windows. The
rules provided here offer a set of guidelines for resolving Example:Gorn the unwieldy is in the process of

damage from falls in a consistent manner. Whenever alimbing a rough-hewn wall 50 feet high. The GM glances
character suffers a fall, Table 21 pashould be consulted. at the example skill levels for the climb skill and decides to
The distance fallen is identified in the left-most columns, set the success level for this action at 50, noting that a roll
then the time to impact, velocity and resulting damage reaghould be made for every 30 feet climbed. Gorns first roll
off from those to the right. This is a non-locational dam-totals 64 and he successfully ascends the first 30 feet.
age modifier; to determine damage, simply roll 2d10 andHowever, his second roll is an unfortunate 23, so Gorn
multiply the result by this value. The result is the damagdoses his grip and falls. The GM rolls 1d20 to determine
total of the wound (usually recorded as “generalised bruishow much further Gorn has climbed when he slips, getting
ing” in the wounds section of the character sheet). Index 12. Gorn therefore falls from a height of 42 feet.
and injury points are then calculated in the standard man- From Table 21a, the GM finds that Gorn will be
ner. Note that armour offers no protection against fallingfalling for 16 counts and suffer a damage mod of x6.3.
damage. Gorn is keen to try and minimise this damage, so makes a
There are four factors that can further adjust thebalance roll to land on his feet. The success level for this
damage mod found in Table 21a. Firstly, larger beingsaction is (90 — (3 x time to impact in counts)), in this case
suffer greater damage from falling than small ones; if you(90 — (3 x 16))= (90 — 48) = 42. Gorn is successful in this
throw a rat down a mineshaft it will probably live, whereasattempt. If he had the acrobatics skill, he could also try to
a horse will most likely splash. Hence Table 21 part roll with the fall (having first landed on his feet), but he
provides an additional mod for particularly large or smalldoes not. As a result of Gorn having landed on his feet,
characters, according to their weight (not according to theithe GM subtracts 1 from the damage indicated by Table
size, which is not a proportional estimate of bulk). The21a, which now becomes 6.3 —1 =x5.3. Gorn weighs 165
second adjustment comes from Table 21 panictis based Ibs, so receives no size mod from Table 21b (or rather a
on the surface being landed upon. As for size mods, amod of 1, which has no effect). He is landing on grass
additional damage mod is applied for particularly soft or(outside a city wall, in fact), so gets an additional x0.8
hard surfaces. All three modifiers, from paxtb andc of mod from Table 21c. The GM rolls damage on 2d10, get-
Table 21, should be applied to the 2d10 roll. ting a 12, for a total base damage of 12 x 5.3 x 0.8 = 51
The third adjustment arises when fallers succeed irpoints. This requires a 3d6 death + 4d6 knockout roll;
righting themselves mid fall and landing on their feet. ThisGorn fails the latter. With Gorn's resistance number of 13,
feat requires a balance roll with a success level of (90 — (& damage total of 51 yields an index 10, 39 injury point
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wound. The GM decides that as Gorn landed on his fee
he should record this wound as “broken leg: left” (note
that from Table 14a, any individual leg location would have
broken with an injury point total exceeding 35 from a sin-
gle wound).

Falling from horseback. The exact effects of
falling from horseback are likely to depend on the circum
stances, but some general guidelines are presented he
If the horse falls too, the GM should determine whethe
the faller has landed clear of their mount or is in danger ¢
being crushed beneath it. A dodge roll is usually apprc
priate, against a success level determined by the GM. F
falling as a result of a steed having been killed whilst rela
tively stationary, a success level of 40 is suggested. Fa
ing from horseback when stationary or walking causes nol
locational damage with a x1 mod (equivalent to a fall o
around six feet); fallers cannot attempt to land on thei
feet, but do have this value modified by their weight (Ta-
ble 21b) and the surface they land on (Table 21c). Fc¢
falling from a trot, increase this damage to x2. Use a x A
mod for falling whilst cantering and a x4 mod for falling (3 ;
whilst galloping (e.g. on the charge). A horse falling atoy '
its rider causes an additional x1 impact attack, but this dar
age is treated as a standard attack. A random location
should be rolled, impact armour taken into account and 412 Extremes oﬂ)eaf and cold.
the appropriate wound inflicted. Note that the location
rolled indicates the body part that took the brunt of the

horse’s momentum. .Hence a shoulder wound might indiy, suggestions provided here are really only that; sugges-
cate that a large portion of the body had fallen beneath t ons. GMs should modify them, supplement them or ig-
horse, with one shoulder angled up. Interpretation is Iefhore .them entirely as they see fi,t

in the GM’s hands.

As with many of the rules presented in this chapter,

For very hot environments, those using the optional
le:C in Grepior i killed h exhaustion point rules may wish to double, treble or even
' EX"’“T‘F’ & fapta_ur) repior 1S a Skifled horseman, quadruple the exhaustion cost of all actions. Note that the
but finds himself in difficulties when his steeq is struck t_’ymost exhausting (and dangerous) conditions are those with
faheavy GrEEElnon BEliEne l_<nocked unconscious. Grepigoth 5 high temperature and high humidity, as this combi-
is moving across the battlefield at a canter, so will suffer nation will prevent the sweating process from working
fall with a x3 damage mod. The GM judges that GreF"oreffectively to cool the body. When there is direct sunlight

requir.es a dodge of 35 to avoid being caught beneqth h%nd little shade, fair skinned characters in particular may
steed; he gets an unlucky 21 and must suffer an addition e vulnerable to sunburn and heat stroke. Both condi-

Al Ioc{a}ﬂor;alll_lmpgct attaqk D Tang(;_m Ioi?]tlog. lefiel dtions should leave the character uncomfortable, irritated
B < C and at a small minus (-5 or so) to all actions.

is grass covered, and Grepior himself weighs a little un- Extremes of cold can increase the incidence of cer-

ds(rj?pO plounds, SO dfrom Tat_)le 2|:|L %afrts(kj) and ¢ th?rT di.s athin disease attacks, such as hypothermia, pneumonia and
additional x 0.8 mod. An 11 is rolled for damage, yie NG the like. A particular concern may be with frostbite. Fol-

ggamage t(_)tgl o 11.X 38( 08 - %6.4d= 26d' 'I;jhis c;]ausc(ejs arI'owing around a week of regular exposure to a danger-
Ikn exk5, o Ilrlljur}r/]_p(r)]lnt rukljsmr? an a_l 8 _er?t * 2. 6 ously cold environment (e.g. camping and trekking at alti-
nockout roll (which wont bother Grepior, with a resist- tude in the winter) frostbite attacks as a standard disease,

ft;)mce H#T.ber: Bl 18).h Agditiorlwlally, Gdreplior s tl)?ndedonce per day, at a strength equal to the temperature in de-
e R 12 e cs Celsius x ~0.3. Hence, if the temperature is -20 °C,

getting a 22, so the horse’s weight has come down o haracters will suffer a strength —20 x —0.3 = 6 disease

Grepior's fgrear_m., A 4 is rolled fo-r dﬁ_m?ge, -fa|l|ng to attack, once per day. The next section describes disease
penetrate Grepior's impact armour in this location, SO N0 - k< in more detail.

further damage is inflicted. The GM decides that Grepior
must take two actions to free his trapped arm. Should it
become important, he’ll roll randomly to see which arm is
pinned. 4.1.3 Poisons and diseases.

Diseases are commonplace killers in any realistic
pre-industrial setting. However, they lack a certain ad-
venturing glamour, so generally only enter role-playing
scenarios as a result of black magic or exposure to particu-
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larly unpleasant environments (as ever, at the GM’s diseonstitution is unlikely to die straight away.
cretion). Poisons may represent a more typical, immedi- Every 24 hours (or evegnset timéf the GM has
ate and exciting threat, but in game terms are covered bgdjusted this value) after the disease begins to have an ef-
the same set of rules. Note that the rules presented hefect, the infected character must make a further save against
are very general, requiring descriptive embellishment bythe infection’s current strength. A save means that 1d6 is
the GM to produce a realistic feel. The rules do not differ-subtracted from the disease’s strength; a failure means that
entiate between malaria and frostbite, arsenic and curardd6 is added. The victim continues to suffer effects ac-
it is up to the GM to make these differences felt. cording to the previous descriptions, based on the disease’s
Diseaseattacks will be dealt with first. Whenever adjusted strength. This process continues until the dis-
a character is at risk of contracting a disease, the GM shouf@se’s strength falls to zero or below, at which point the
assign that disease a strength and require a saving thro#aracter has completely beaten off the disease and is well
from the affected character(s). Sometimes, the nature dtgain, or until the disease’s strength rises to above the char-
the disease will already have determined its strength (e.gcter’s constitution x 3 (minimum 18), at which point they
for black priest disease attacks or wound infections). Othdie.
erwise, as a rule of thumb for most diseases, rolling 2d10 ~ Characters can gain special bonuses to save if ap-
for the strength provides a reasonable value. If the resisRropriate treatment is received, but only if they are well
ing character's first save is successful, the infection hagested and cared for. Certain herbs (described in the
failed to gain a foothold and no ill effects will result. The WEAPONS, ARMOUR & EQUIPMENT booklet) offer a
character’s immune system has simply repelled the attaclonus to save. Additionally, treatment by a skilled physi-
If, however, the save is failed, a further save must be madeian can be helpful. If a character with the physician skill
24 hours later. This period, 24 hours, is referred to as thgives a patient full-time nursing, their physician skill total
disease'onset timeand can be varied for different dis- modifier is added to any saves the patient makes. Obvi-
eases at the GM's discretion. The second save is agaPHsly, this may involve the physician exposing themselves
made against the disease’s strength value. A failure meari@ the threat of infection.
that 1d6 should be rolled and added to the disease’s
strength. A success means that 1d6 should be rolled and ~ Example:Rathaum the Wanderer finds himself
subtracted from the disease’s strength. The resultarff2ught in a city under siege and ravaged by the plague.
strength should then be compared to the infected charaf®athaum is forced to leave his abode and seek out food
ter's constitution statistic and the most severe applicabl@nd water, exposing himself to the red death that stalks the

result from the following summaries applied to the char-City streets. The GM decides that he must make a save
acter: against the disease and rolls 2d10 for the strength of the

attack. He gets a 12, so Rathaum’s initial save needs to

Strength under constitution The infected indi- beat a 61. Unfort_unately for Rathaum, he can qnly man-
vidual may be suffering from chills, a temperature, shaki-29€ a 40, so the disease has taken hold. Had this first save

ness, mild pain, discomfort or aches and the like. They ar@&€n successful, the disease would have failed to gain a
at —10 to all actions. foothold and no further saves would be required.

The GM decides that the red death has the standard
h disease onset time of 24 hours, so by the next day Rathaum

Strength over constitution (minimum strengt
g ( g is beginning to feel off colour. A second save is made and

4). The mfgcted individual may have symptom§ such as 6%his time Rathaum is successful, witha 71. He rolls 1d6 (a
fever, swelling, severe headache, extreme physical disconj;

X : : ) and the GM subtracts this value from the disease’s
fort on moving and the like. They are at—20 to all aCt'OnS'strength, leaving it at strength 12 — 3 = 9. This value is

S o o compared to Rathaum’s constitution (11) and found to be
trength °Yer 2 X. C(_)n_St'tu_t'O_n (minimum under it. The GM explains to Rathaum that he is feeling
s_trength 10).The infected individual is likely to be bed- ¢ colour, suffering hot and cold flushes and swollen
ridden, unable to move more than a few steps, and to bgiangs, and at 10 to all actions. Rathaum takes to his
suffering from a high fever with possible hallucinations paq.
etc. Initiating any action involving serious physical or Rathaum has at least managed to provision himself
mental effort requires a save verses insanity/fear againgfith plenty to eat and drink, but does not have access to a
th.e disease’s str.ength. Failure means no action is takeQoctor or apothecary to help with his convalescence. He
w!th a success, it can be undertaken but at —50. Diseasg$;st therefore make a save every day, modifying the dis-
with potentially permanent effects should have some pergasers strength accordingly until it falls to zero o rises to
manent impact at this point (e.g. gangrene will kill the in-gyceed three times his constitution. Unfortunately for
fected limb, requiring amputation;.f.rostbite m?ght cause aRathaum, his save on day two is lousy. He requires a 52
permanent loss of dexterity or agility; pox might perma- ihe disease’s strength is now 9 remember), but only gets a
nently lower a character’s appearance etc.). 13. A d6 is once again rolled, with the result 5, which is
o o added to the red death’s strength (now 14). This value
Strength over 3 x constitution (minimum  exceeds Rathaum’s constitution; the GM describes with
strength 18).The infected individual dies. relish the large red blotches that have broken out on
Rathaum’ s neck and belly. Rathaum is now feverish and
Note that when applying these effects there is arat—20 to all actions, requiring a 67 for his next day’s save.
absolute minimum disease strength required for each level This save proves unsuccessful, as do those on the
of infection, such that even a character with a very lowfourth and fifth days (at increasingly high strengths) until
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by the fifth day the disease’s strength has risen to 25 (a 340 to all actions.
and two 4s rolled for the three failures). This value ex-
ceeds double Rathaum’s constitution, so he is now bedrid-  Strength over 2 x constitution (minimum 10).
den and living in a semi-conscious hallucinogenic night-Symptoms such as discolouration, chills and a severe head-
mare. With the required save now at 100, Rathaum is unache may be evident. Victim is likely to be incapacitated
likely to recover without serious help of some kind. Theor unconscious and may suffer permanent injury (stroke
fates are cruel and Rathaum dies three days later whewr brain damage: depends on individual poisons). Any
the red death’s strength rises above 33. The disease tookaztion attempted is at —100.
little over a week to kill him.
_ Strength over 3 x constitution (minimum 18).
The rules for handling the effects pbISONSare  Victim is dead as a result of circulatory or central nervous
very similar to those presented for diseases. The majaystem failure.
difference is that poisons often have a much shorter onset
time, such that their effects will typically be resolved in a The physician skill can offer a positive modifier to
matter of minutes rather than over the course of days. Mangaves against poison (as for saves against disease) but only
poisons are listed in the WEAPONS, ARMOUR & EQUIP- if action is taken immediately. Examples would be rap-
MENT booklet. Each has an onset time and initial strengthdly flushing a poisoned wound, sucking out venom from
listed, along with some details regarding any peculiar efa bite or inducing vomiting following the ingestion of poi-
fects. Many poisons also have antidotes, again listed ison. In these cases, the physician’s skill mod is added to
the WEAPONS, ARMOUR & EQUIPMENT booklet, any saves.
which offer a large bonus to save against them (listed for
each antidote individually). Antidotes become immedi- Example: Pinickity Nitpicker, the infamously fast
ately effective when taken, their effects lasting for the du-Hobbit master thief is picking an ancient lock in a dun-
ration of the poison’s time-course (until it is defeated orgeon while his comrades fight off pursuing monsters.
Kills its victim). Note that a single dose of a given poisonPinickity opens the lock, but in the process sets off a trap
is the quantity typically used to kill an average (160 Ib)which stabs his index finger with a poisoned needle. The
humanoid. When poisons are used in larger doses, areedle is coated with arsnas, an unpleasant and durable
against small creatures, their strength remains the sameirculatory poison derived from scorpion venom. From
but the onset time should be adjusted downwards (the pothe WEAPONS, ARMOUR & EQUIPMENT booklet, it has
son will spread around a small creature’s system much mora strength of 18 and an onset time of 50 seconds. Pin yells
rapidly, hence taking effect more quickly). Similarly, a for his comrades’ attention and the group bundle through
single dose against a larger creature should take longer the now-open doorway, closing it fast behind them. Luck-
take effect, but keeps the same strength (large creaturdsy for Pin, the group’s healer (a priestess of Dergoth, God
tend to have hefty saves against poisons anyway). Thes# bloody vengeance) has her wits about her and immedi-
decisions are made at the GM'’s discretion, but as a guidetely takes her knife to Pin’s finger, then sucks at the wound.
line, multiplying the poison’s onset time by the victim’s Pin will benefit from her +16 physician skill in his coming
size and dividing by 10 gives a good approximation. Fursaves.
ther guidelines are given in the description of each poison. Over the course of the first 50 seconds, the GM de-
As with disease attacks, a save is made every onsetribes Pin’s increasing drowsiness and intoxication. Af-
time and a d6 rolled to modify the poison’s strength. Un-ter this period, Pin makes his first save, requiring a 79
like disease attacks, however, for which there is no need tagainst the strength 18 attack. Pin’s save against poison/
begin this process if the initial save is successful, poisomlisease is +9, but he also gets a +16 from the physician’s
attacks demand no such initial save. The first save is madatervention, so he has a total mod of +25. A 65 is rolled,
only after the first onset time has expired and modifies thdor a total of 90, so 1d6 is taken from the Poison’s strength.
poison’s strength (rather than indicating complete resistA 3 is rolled, reducing the strength to 15. This value is
ance or the beginning of an infection). Hence poisons wilcompared to Pin’s constitution of 14 and found to exceed
almost always have some effect (unless their strength is. The GM describes how Pin’s hand has swelled up and
less than 6, in which case the first save might take it dowexplains that he is feeling extremely drunk on his feet with
to zero and end the poison’s attack). As with diseasesntense pressure-pain behind his eyeballs. Pin, now at —
following each save the poison’s strength is compared tdO to all actions, slumps to his knees.
the victim’s constitution and effects described according Pin must now make a further save every 50 seconds,
to the following guidelines: until the poison’s strength falls to zero (defeating it) or
rises to above 42 (three times Pin’s constitution), killing
Strength under constitutionSymptoms such as him. In the event, Pin is extremely lucky and fails only one
swelling around the point of injection, mild loss of thought of the following six saves, following which the poison’s
and motor co-ordination, drowsiness and blurred visiorstrength has fallen to —2 and Pin is well again. The proc-
are apparent. Victim suffers —20 to all actions. ess takes a total of 350 seconds or about 6 minutes. For
the majority of this period, the poison’s strength has been
Strength over constitution (minimum 4)Se-  less than Pin's constitution, so he’s been feeling intoxi-
vere lessening of motor co-ordination, mild euphoria andcated and tired and been at —20 to all actions (note that
light-headedness or shock response (short, rapid breatH§iese negative mod® notaffect his saves).
loss of colour etc.) are all possible symptoms. Victim is at
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Alcohol and other intoxicants. Alcohol and Example:Vagabond Gresti is enjoying a well de-
other narcotic substances are often used in role-playingerved post-work drink at his favourite inn when a power-
scenarios, primarily in pub scenes and the like, as PCs irfully built barbarian enters the establishment and, noting
teract with other PCs and NPCs. Obviously, imbibing largethe absence of free tables, seats himself opposite Gresti.
quantities of alcohol will have a deleterious effect upon aGresti wastes no time in introducing himself and soon the
character’s coordination. To model this process, GMgpair are recounting tales of their previous glories over a
should keep track of the amount a character has drunk, ipottle of deadly Dwarf spirits. Dwarf spirits are 80% by
units. A unit of alcohol is equivalent to 10 ml of pure volume, so by the time the bottle is half empty each man
ethanol, or approximately half a pint of beer or a smallhas consumed around 200 x 80/100 = 160 ml of alcohol,
glass of wine. For alternative narcotic substances, the GMIr 16 units (the bottle held around 800 ml of spirit). At
should decide upon an equivalent unit value for a giverthis point, trouble erupts in the far corner of the bar and
quantity. The number of units consumed is then doubledhe GM decides it's time to see how are heroes are shaping
and compared to the drinking charactexdmstitution +  up.
size,with the appropriate effects read from the following Gresti has a size of 13 and a constitution of 14.
summaries: However, he is an extremely regular drinker and the GM

decides to use a (units consumed x 1.5) value when deter-

Units x 2 under the character’s constitution + mining his condition. 16 x 1.5 = 24, a value that does not
size Light inebriation. The character is mildly euphoric €Xceed Grestis constitution + size (27), so, from the short
and somewhat uncoordinated. If the units x 2 are undefféscriptions found above, Gresti is merry rather than plas-
their size alone, apply a -5 mod to all actions. If this valud€red. The value of 24 does exceed his size alone, how-
is exceeded, apply a — 15 mod. ever, SO he is currently at —15 to all actions.

His new-found comrade has a size of 17 and a con-

Units x 2 over the character’s constitution + stitution of 13, but is not such a regular drinker. For him,
the GM uses the standard units consumed x 2 value, in this

; . L case 16 x 2 = 32. 32 exceeds the barbarian’s constitution
slurring, lacking self-control and exhibiting marked mo- . : L ) .
tor control deficits. If units x 2 are under their constitu- .~ 2c (.30)’ S e 1S ezl (RGeS, unstead.y and
tion plus twice their size, they are at — 25 to all actions. nbegmnlng R e e sl con-

- \ - O i o ) _
this value is exceeded, they are at — 40 to all actions. Ztl:tgggcr)lns lrers: s S (7)) 80 12 8 GUTENLY 6 2SRl

size. The character is heavily inebriated, and likely to be

Units x 2 over the character’s (constitution +

size) x 2. The character will pass out, probably having 4
first vomited. Loss of bodily control (bladder etc.) may 4.1.4 The effects of resurrection
follow.

Resurrection represents one of the most powerful
Units x 2 over the character’s (constitution + and miraculous interventions a true priest can perform,
size) x 3.The character dies from alcohol poisoning. ~ quite literally returning life to the dead. However, it has
its limitations. Resurrection heals most wounds, but does
Hence as the character continues to drink, the alco?Ot régenerate body parts or reverse the effects of perma-
hol will build up and an increasingly large negative mod nent injuries. He.nce a pharacter with brain damage ywll
will accrue. Alcohol leaves the system at approximatelyP€ resurrected with brain damage and a character with a
one unit per hour, so the effects of drinking on action will MiSsing arm will be resurrected still missing a limb. Simi-
slowly wear off. Note that when the unit level x 2 reachegi@"y, & character whose body has suffered extreme trauma
over twice the character’s constitution + size, they will O iS Missing some es_sentlal feature (e.g. flattened beneath
fall unconscious. Exceeding three times this value will kill tons of rubble or having had the heart removed and de-
them (Equivalent to about 16 or 17 pints of beer for theStroyed) cannot be resurrected at all. Death by old age is
average human). However, this is actually quite hard &S0 final, as is death by debilitating disease (the resur-
achieve, unless a very large very strong drink is rapidly€cted character would simply die again). Finally, any
downed, as a character will tend to fall unconscious firs€haracter with a primary physical statistic (strength, agil-
and have their units drop through the passage of time. ity, dexterity or constitution) that has fallen to zero or less
This system generally works well, but may require cannot be resurrected unless some magical means of re-
a little refinement at the GM's discretion. The basic sys-turning that statistic to a positive value is at hand. Hence
tem takes little account of previous drinking experience;f Some magical effect had entirely drained a character’s
heavy drinkers will have a higher tolerance. To balancétrength statistic, thus killing them, they could not be res-
for this factor, the GM may wish to adjust the (2 x units urrected unless some means of boosting their strength sta-
consumed) value that is compared to the character'&istic was at hand. Primary mental statistics (intelligence,
strength + size. For example, for a character who drinksSoulstrength and will) that have fallen to zero or below are
heavily on a regular basis, the GM might use a value oféStored to a value of one by a resurrection.
(1.5 x units consumed) when calculating the effects of a For those situations in which resurrection is success-
night on the beer. More units could thus be consumed fofu!l: it still represents a massive physical and psychologi-
an equivalent negative mod. Whatever the case, cMmsal trauma. The recipient will consequently suffer some

should feel free to apply a — 5 or —10 mod to characterS€Vere mental and physical damage in the process, such
suffering the effects of a heavy hangover. that multiple resurrections of the same character eventu-
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ally become unfeasible. GMs should apply the followind
ill-effects to characters who are resurrected. If a charact
has a stat fall to zero or below as a result of a resurrectio
they are permanently dead and no further resurrection &
tempts are permitted. '

First resurrection. The character loses one poin
of constitution. There is a 25% chance of also losing o
point from strength, agility and dexterity and a 10% chan
of losing one point of intelligence, will and soulstrength;
roll for each statistic separately. The character must f
ther make a save versus insanity at strength 12 or gain
random insanity (see the section 4.1.6 in this chapter). Tt
character will remember nothing of the time during which
they were dead.

Second resurrection.The character loses 1d4 _
points of constitution and one point of strength, agility anc #
dexterity. There is also a 25% chance of losing one poir
of intelligence, will and soulstrength (roll for each sepa-
rately). The character must make two saves versus inse
ity against strength 14 attacks, with each failure resultin ,
in the acquisition of a random insanity (see section 4.1.
in this chapter). The character will have no consciouS*
memory of their time spent dead, but may be haunted by
strange dreams.

415 Extremes of fear

Third and later resurrections. The character
loses 1d6 points of constitution and one point of strength, In the course of play, plenty of things are likely to
agility, dexterity, intelligence, will and soulstrength. They happen that would frighten even the toughest of adventur-
must make three saves versus insanity against strength &6s. The adrenaline rush of risking one’s life in combat is
attacks, with each failure resulting in the acquisition of aa fair example. Typically, this kind of challenge will not
random insanity (see section 4.1.6 in this chapter). Théimit a character’s freedom of action or impair their judge-
character is likely to develop a certain fatalism borne of ament or coordination. Indeed, the fight or flight response
desire to return to a very vaguely remembered death sleeghat humanoids experience in the face of adversity is likely

to enhance their readiness for action. Normal fear responses

Example:Pinickity Nitpicker the infamous Hobbit are therefore par for the course in role-playing and need
thief has died at the hands of a vicious spear-wieldingno special rules. However, some situations may engender
undead warrior and now stands impaled against a clayfear of a qualitatively different type: magical fear. Magi-
wall, slumped in a hideous caricature of life. His com- cal fear is intense, oppressive and potentially incapacitat-
rades finally defeat their enemy and make haste with ang. It can be experienced as a direct result of a particular
much-prized scroll of resurrection, breathing life into Pin's spell having been cast (such as the wizard &uptf feay,
tiny corpse. This is the first time Pin has been resurrectedhut is more likely to occur when a particularly unnatural
(we are at an early point in his adventuring career), so theor fearsome creature is encountered. Virtually all undead
unpleasant side effects will be fairly limited. Pin loses ainspire some degree of magical fear by their very nature.
point of constitution and rolls 1d100 for each of his other Some powerful creatures, such as vampires, are able to
primary statistics. He gets an unlucky 23 on his agility switch their fearsome effects on and off at will.
roll, so loses a point from this statistic (25% chance), and In order to determine the effects of magical fear, the
rolls a 04 for will, so also loses a point of that (10% chance).GM must know the fear’s strength. This value determines
His rolls are above the percent chance of loss for strengthihe affected characters’ saving throws against fear, and also
dexterity, intelligence and soulstrength, so these statisticthe range at which they begin to feel the magical fear’s
are unchanged. Pin must now refigure his stat mods foeffects. Creatures that cause magical fear will have its
his skills and saving throws based on his new values. Hetrength recorded in their individual descriptions in the
is also required to save against insanity (strength 12, rebestiary chapter. For spells, details of the strength of the
quiring a 61), but is successful, so does not succumb teear produced are again provided in the specific spell de-
madness. Had he done so, he would have rolled randombcriptions.
to see which insanity was gained (see the later section in Magical fear begins to take effect when a character
this chapter). comes within (strength x 5) feet of the fearsome being (note
that this range may be different for fear produced by spells,
which is likely to also be of limited duration). At this
point, they must make a save against fear. If they are suc-
cessful, they have retained their composure; while they
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will be experiencing considerable fear, it will be dealt with failing by 8 points, so he falls into the “save failed by 20
appropriately, producing an adrenaline rush, sweating angoints or less” category. The GM informs him that he is
so forth but no serious negative effects. If, however, theyeeling extremely fearful, causing heavy sweating and a -6
fail their save, the appropriate result must be applied fronto all actions. 1d100 is rolled, but the result (55) is well
the following list, based on the degree by which their saveabove the 6% chance of losing bladder control.
was unsuccessful. As Vornas is already within half the skeleton’s fear
range, the GM has him make another save immediately.
Save unsuccessful by 20 points or lesthe  The Skeleton approaches to attack and Vornas prepares
affected character is in a cold sweat and extremely nervyhimself for combat. This time, however, Vornas rolls a 67
likely to develop a stutter and to be thinking with less thanto save. He has pulled himself together just in time to
complete clarity. They are at — (fear’s strength) to all skillengage the skeleton without any special handicap.
rolls and spell casting, but still largely in control of their
actions. There is a (fear’s strength) % chance of involun-
tary urination. The character must make another save when 416 lnsam”cy
the fearsome being approaches within half of the fear’s

range (not applicable for fear inducing spells). The fear’s The causes of mental ill-health are complex and

negative effects will remain in force until this point, or . - . ' .
4 ) ; Vvaried, requiring a good understanding of genetic, social/
until the character departs to a distance of twice the fear’'s ™ . .
. Societal and pharmacological factors to accurately model.
range from the fearsome being. )
The rules presented here are not in any sense supposed to
realistically describe the acquisition of mental ilinesses and

Save uns_ucces.sful by 2.1 to 40 pointhe af- brain disorders. They are quite simply a tool for GMs to
fected character immediately begins to back away, becomtﬁse when they (or the rules presented earlier in this chap-

ex_tre_mely pale and u.rlnates. A secc_md save must *?e ma ) deem the generation of an insanity appropriate. Such
this time with a special —20 mod, with the appropriate re-

| lied. If the ch . ) ful b 2Situations can arise as the result of intense mental trauma
su;gpp 1ed. . Itl ec araﬁt_er IS again uhnsucqfla;s u dY rom prolonged periods of torture, the effects of resurrec-
to 40 points (falling |nt_ot Is section), t ey WITIMMEAl” 4i5n or intense fear for example) or because of some magi-
ately turn and flee until they have put a distance equal t

) . al intervention (e.g. the psionic spedluse insanityor a
three times the fear’s range, a solid wall or a sturdy close (e.g P ped o

door b h | d the f bei At th ursed magical item). Characters should always receive a
oor between themselves and the fearsome being. Atthig,, o versus insanity (the strength of the attack will gener-

point they can take 1d6 actions to compose themselve&lly be at the GM’s discretion). Following a failure, GMs
and the.n deqde upon their next course of action. Nouﬁeed simply roll 1d100 and read off the resultant insanity
f[hat actions 'PVOlV'ng comE)osed reasoning (S.UCh as CaSkom the following table (or rather show it to the affected
ing the spell *wall of stone” to prc_>duce a barrier b(?tweencharacter, as immediately revealing it to their comrades is
a charactgr and _the_fearsome being) are not permitted; trL%ually inappropriate). Note that many of the conditions
character is fleeing in thoughtless terror. described below would be unlikely to simply surface in
response to extreme stress and the like, but rather have

Save unsuccessful by 41 points or mofthe o mjex aetiologies. Nonetheless, making a random roll
affected character |mmed|ately Ioses. all control of theirig potn simple and relatively entertaining in most cases.
bowels and falls face first to the floor in paralysed terror,

weeping with fear. They can take no action whatsoever 1-10: Schizophrenia The character will experi-

?m'l .the fe:;rscf)me’ being deparrt]s tor? d|sta|1nce exceﬁd'@nce vivid and entirely convincing hallucinations, typically
'Vﬁ times the ezr S fange, .orlt eydt. EMSEIVes ";‘Jehp y.s'k')ecoming increasingly detached from reality as the condi-
Cr? y manoeLlj(vrez déo an equiva ent |stanclf]e, atwl IC p_lc_)énfion progresses. The hallucinations often manifest as voices
they must take actions to compose themselves. (?[Hat direct the character towards particular courses of ac-
must further make a save againstinsanity at half the fear fion; hearing the voices of particular Gods or other super-
strength or suffer one rgndom insanity as a resu!t of thGatural beings is typical. Schizophrenics can become with-
encounter (see the section on insanity, next in this Chapdrawn and lack emotional responses, and may sometimes
ter). I_f left for a substantial period of time within the fear- become extremely confused or violent, particularly when
ful'being’s range, the GM may call for further such SaVEStheir hallucinations induce paranoia and related delusions.

Example:Vornas the mighty is a seasoned cam-

: : . 11-14: Psychopathy.The character will lose the
paigner-turned-adventurer who considers most fear-induc- ; . . ) .
; L o . capacity to empathise effectively with others, leading to
ing situations mere child’s play. However, whilst explor-

. : an extreme lack of compassion. They will fail to recog-
ing some ruins Vornas forces open the entrance to a tomb.

only to find himself confronted by a major skeleton. From~¢ and responq appropnatgly to emotional S|gr_1als inoth
N . ers, such as facial expressions of fear, and will act cal-
the description in the bestiary, the GM notes that the crea; . .
. L lously and selfishly in an apparently amoral, self-centred

ture causes magical fear at strength 6. This will usually

. _ _ . ~manner. Psychopaths retain their intelligence; their lack

have an effect on characters venturing within 6 x 5 = 30
of regard for the welfare of others tends to make them ex-

feet of the skeleton, but the skeleton already stands a me

e . U ; ; ,
12 feet distant, so the GM has Vornas make a save immér_emely manipulative, indulging themselves in the kind-

diately. For a strength 6 fear attack, a 43 is required 1o1€SS of others but failing to reciprocate. They are capable

of acts of extreme immorality, cruelty and violence, being
save. Unfortunately for Vornas, he manages only a 35, . . X
éntirely free of the constraints of conscience. They also
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tend to need a great deal of stimulation, making them some-  39-41: Self-injurious behaviour. A character
what thrill-seeking and impulsive. suffering from this disorder will tend to have extremely
low self esteem or some degree of self-loathing. They
15-19:Depression (unipolar) The character be-  will regularly inflict deliberate but fairly minor physical
comes increasingly morose, finding little in life interest- damage upon themselves by cutting or striking parts of
ing or motivating and the day to day chores of living atheir own body, seemingly oblivious to the pain and scar
struggle. They will feel overpowered and unable to copedamage that results. Their behaviour may represent a plea
with trivial difficulties, finding no relief from their ongo- for help or attention, but this is not necessarily the case.
ing depression in traditionally entertaining activities. De- Self-injurious behaviour can be associated with some de-
pressed characters may become emotionally withdrawmgree of depression and/or emotional withdrawal.
will tend to perceive situations as more hopeless, and may
eventually be driven towards suicide. Self esteem is likely 42-46: Obsessive-compulsiveThe obsessive-
to be extremely low. compulsive character faces difficulties relating to both
thought and action. Obsession relates to powerful irra-
20-25:Manic depression (bipolar).The char-  tional thoughts that continually intrude and come to domi-
acter will vacillate between extreme emotional states, typinate a person’s thinking. Compulsion relates to an over-
cally in a cycle lasting some days or weeks. They willpowering need to repeat given actions over and over again.
alternate between a lethargic, emotionally inactive low statd’ he obsessive-compulsive character will tend to have both,
similar to classic depression, and a very active, joyous higloperating as flip sides of the same coin. Hence an obses-
state (“mania”) in which they will be extremely motivated sion with cleanliness will lead to a compulsive washing of
and outgoing. The change between states will be quitéhe hands (or in a fantasy context, an obsession with hon-
startling, entirely changing the affected character’s life per-our and chivalry might lead to a compulsive over-care of
spective, energy levels and willingness to engage in socialeapons and armour). Obsessions can be about many
activities. Often, they will be at their most creative andthings (a particular person or their imagined behaviour,
effective while manic, requiring very little sleep, while the maintaining a certain image or standard etc.) but are gen-
depressed state carries with it a serious risk of suicide. erally both irrational and, to the casual onlooker, relatively
trivial/ridiculous. Hence an obsession that is in some sense
26-35:Phobic. The character acquires a phobia, adaptive or useful (such as making money) is far less likely
an irrational but entirely compelling fear of some situationthan one which is maladaptive and neurotic (such as keep-
or naturally occurring material, plant or animal. The GM ing all of one’s money in carefully labelled pouches each
should select what the character is phobic about, ideallgontaining a set number of coins of an identical denomi-
with some reference to the context in which the phobianation, perhaps even individually greased against the
was acquired. Common phobias include arachnophobigamp...).
(fear of spiders), agoraphobia (fear of crowds/social situa-
tions) and claustrophobia (fear of enclosed spaces), but all 47-50: Alcoholism/drug addiction. The char-
manner of things can prompt phobic responses (e.g. snakesgter with an alcohol or drug addiction is completely de-
heights, fungi, particular smells etc.). Characters will bependent on the substance they are using. They will do
unable to approach, touch or be otherwise exposed to tredmost anything to get their next fix, finding the effects of
object of their fear, and if forcefully exposed to it will tend abstinence extremely mentally distressing. Their tolerance
to become paralysed with fear; they may even require avill have increased markedly, such that they will be forced
further save against insanity resulting from extreme psy+o indulge in extremely large and regular doses of the nar-
chological stress. Gradual exposure, often beginning witttotic to which they are addicted. Depending on the drug,
similar but not identical objects, whilst maintaining a re- they may be able to carry on their typical pattern of living
laxed state may eventually lessen the fear. while being almost continually intoxicated, but may suf-
fer fairly extreme personality shifts when high (GMs
36-38: Self-handicapping strategiesOperat-  should also inflict an appropriate minus to all actions).
ing primarily as a mechanism for protecting low self es-Going without will lead to mental and often physical dis-
teem, the character employing self-handicapping stratecomfort, and a prolonged period of “cold turkey” (virtual
gies will deliberately undermine their own chances of sucincapacitation resulting from the physical symptoms of
cess in order to have an excuse when they fail. An exanwithdrawal). Even having kicked the habit, ex-addicts will
ple from our own world would be going out rather than be extremely susceptible to falling back off the wagon.
taking rest the night before an important exam, such that
failure could be blamed on our rock-and-roll approach. In 51-54: Attention deficit. The character with an
the gaming world, of course, such behaviour can be poattention deficit will be unable to maintain concentration
tentially life threatening to a character. Deliberately fail- for any period of time, making them extremely restless.
ing to acquire the necessary equipment for a dangeroubhey will flit from one thing to another, requiring con-
journey, or drinking heavily the night before a battle might stant attention or stimulation. Hence their behaviour will
be example behaviours. The character would generallpppear childish, and will severely limit their ability to learn
rather fail, even when failure risks death, than be seen tand practice new skills. Attention deficit is often accom-
have tried their best and still been found wanting. panied by loud or disruptive attention-seeking behaviour,
and can also make for an increasingly angry, violent tem-
perament (mainly as a result of frustration at an inability
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to progress normally). paralysis, hysterical blindness and the like. As a short-
hand, GMs may wish to employ the rules for magical fear
55-58:Frontal lobe disorder.The character suf-  with appropriate adjustments.
fering frontal lobe damage will have enormous difficulties
when attempting to intentionally shift between tasks or un- 74-76:Mild autism. The character with mild au-
derstand changes in the rules governing a situation. Hencesm suffers a kind of disorder of social intelligence. They
having established the correct way to respond in a situaare unable to take on the viewpoint of others by placing
tion, they will appear very narrow-minded, unable to takethemselves in their shoes. In a sense, they are unable to
a step back and reassess, but rather pressing on with a givattribute their own thinking processes to others; hence they
course of action regardless of whether conditions havevill think that others know what they know, even if this is
changed. In this sense they will be very stereotypical imot actually the case. The effects of this disorder can be
their strategies and actions, exhibiting inflexibility. They quite subtle; a mild autistic may appear quite normal, but
will also tend to have their actions “captured” by externalwould give themselves away by failing to understand that
cues, rather than choosing how to act themselves. Fdhe actions of another person might be the result of similar
example, a character might begin chopping at the air amental processes operating with different information be-
soon as they pick up an axe, because that is what an axeiing available. Mild autistics are essentially unable to fol-
for, regardless of the fact that they may have only intendedbw cause and effect as it relates to other people’s actions;
to move or examine it. Similarly, they might have diffi- they are failures as amateur psychologists.
culty suppressing an instinctive response, such as putting
out a fire or defending themselves when someone drawsa  77-81: Somatoform disorder (neurotic) The
weapon. character with a somatoform disorder will suffer an illu-
sory physical symptom as a result of an underlying neu-
59-62: Seasonal affective disordefThe char-  rotic problem that they are suppressing from conscious
acter with S.A.D. will suffer mood-altering effects based awareness. These symptoms come in many forms, but may
on seasonal variations. By far the most common manifesbe transient (switching on and off under particular circum-
tation is for the victim to become depressed during thestances) and are given away by a lack of accompanying
winter months; they will be less outgoing, more emotion-problems. Examples of somatosensory disorders are para-
ally “flat”, less positive in outlook and generally liable to lysed limbs, headaches, mutism (inability to speak), blind-
let things get on top of them or suffer inexplicable periodsness/deafness, insensitivity to pain, tingling sensations,
of extreme depression. coughing fits, black-outs and the like. While these symp-
toms can be extremely disabling, they offer some benefit
63-66: Hypochondriasis. The hypochondriac interms of avoiding certain situations and gaining support
character will constantly perceive themselves to be sufferand pity from carers.
ing some medical complaint, regularly misinterpreting
trivial or chance events as symptoms of ill-health. They 82-85:Tics. Tics are repetitive, stereotyped mus-
will become generally obsessive regarding their own healthgle twitches or movements that a character will make in-
often taking extreme preventative measures and worryingoluntarily. They tend to be irritating rather than disa-
about unlikely or unavoidable health risks. Hypochondriabling, drawing peoples’ attention and annoying the suf-
is in some respects a variant of obsessive-compulsive béerer, although some manifestations (such as stuttering)
haviour. can be a major problem in time-critical situations. Tics
will tend to become more frequent and distressing under
67-69:Multiple personalities.The character with ~ stress, or when a character’s attention is drawn to their
a multiple or split personality will not merely hear voices own oddity. Common examples include obsessive blink-
(as in the case of schizophrenics), they will actually beng, twitching necks and jerking arms.
possessed by seemingly independent dispositions. Their
actual personality has fractured, such that a number of as- ~ 86-90: Disinhibition (impulsive/violent). The
pects of this original complete person now exist, vying fordisinhibited character will have great difficulty in not act-
control. Hence each personality will tend to be somethingng upon impulse, in particular in suppressing instinctive
of a caricature, being extreme and ill-rounded. The vari-or emotional responses. They will also tend to display an
ous personalities (usually two, but any number are possincreased level of aggression and antisocial behaviour,
ble) will emerge, gaining control, then be suppressed agaibeing unable to stop angry outbursts and even physical
as another personality surfaces. Stressful events will ofattacks when they are frustrated in their desires. The
ten trigger such a change. disinhibited character is therefore a dangerous compan-
ion, liable to overreact and instigate a violent encounter at
70-73:Panic disorder.The character with panic any time.
disorder will tend to suffer from generalised anxiety, be-
ing extremely edgy and constantly worried. However, this 91-95: Confabulation (compulsive liar) The
anxiety may surface to become crippling in the face ofcharacter suffering from confabulation has a fairly severe
extreme stress or danger. The character must make a sawess of episodic memory (memory relating to episodes from
against insanity/fear in these situations (at the GM’s distheir life) which affects both recall of the distant past and
cretion) or suffer a panic attack. Symptoms vary from mereheir ability to remember things they have just been told or
sweating and hyperventilation (over-breathing) to fitting, experienced. The confabulator will fill in the many blanks
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in their experience that this memory loss leaves by simply * Smoke, thin % 0.3
making things up. They are not wilful or deliberate liars; « Smoke, thick x 0.6
they honestly believe the stories they tell because they have Water— x 1.5
no recollection of the truth. Confabulators are generally A i
not subtle or effective liars; they tell unlikely and far- * Gas (poisony- x 0.4 + poison
fetched tales, relating more to their fantasies than their * Asphyxiation- x 0.8
likely actual experiences:
Damage inflicted in this manner is cumulative for
“...and then, when | was 18, my third son, the one whothe purposes of calculating knockout and death rolls (as
had for a time ruled the city state of Telista, was drownedor bleeding damage). Hence it can build up towards a
off Karivda following an attack on his ship by a swarm of total capable of causing death. However, it is fairly tran-
giant locusts...” sient in nature. While injury points and an index should
be recorded in the usual manner, resting/recovering char-

96-100:GM’s decision (something funnypr  acters can remove a number of injury points equal to their
roll again. constitution (minimum 5) everhour following injury.
This rate is halved if characters are not resting. The index
of the wound falls proportionally in the standard manner.

417 Choking and drowm’ng Example: Gorn the unwieldy has been captured by

a band of rogues. One of the brutes is entertaining him-

The inhalation of noxious gases and water is potensa|t jpy submerging Gorn's head in a fast running stream.

tially deadly, but damage sustained in this manner tends s he pushes it down, Gorn is able to get a last desperate
be quite transient if death is averted, so some modificatio

: IMCalioRreath, so can hold on for his constitution (13) x 8 seconds
to the standard rules for bodily damage and healing is réq 3 g = 104 seconds, or a little over a minute and a half).

quired. The effects of choking (oxygen starvation 0CCUrG5orm is wise enough not to struggle too much, so the GM

ring as a result of the closing of the windpipe) or stran-y,eq not adjust the value on the basis of exercise causing
gling (oxygen starvation via the closure of the arteries SUpheavy oxygen usage. However, the rogue is after sport, so

plying blood to the brain) are handled using the same bag;y \yait until he sees signs of water inhalation regard-
sic rules, detailed below.

. ) . less.
If given the opportunity to gather a breath of air, a Finally, having used up all the air in his lungs, Gorn
character can hold their breath for their constitution x 8

is forced to take a breath in, inhaling water. He now be-

§econds before |ns.t|nct|.vely tak_lng further breath and ”Sk'gins to sustain damage every 13 seconds (remember, his
ing damage from inhaling noxious fumes or water. For

; I , constitution is 13) while writhing uncontrollably. The dam-
char_acters with aco_nstltutlon below 3, use.3 mstea_d whegge is non-locational, so the GM simply rolls 2d10 and
making this calculation. If strenuous exercise is being un

) - multiplies it by the water damage mod of 1.5. After 13
dertaken, this value should be modified somewhat at th%econds, a 12 is rolled yielding a damage total of 18 (12 x

GM's discretion (multiplied by between 0.6 and 0.9). If 1 5y " The resultant 1d6 death + 1d6 knockout roll cannot
surprised, a character should roll 1d8 and multiply it by ¢4+ Gorn. However. after another 13 seconds a 10 is
their constitution (minimum 3) to find out how many sec- rolled for a further 15 points of damage. Drowning dam-

ond; of ai.r they current!y have in thgir lungs, modellirygage is cumulative, so a damage total of 18 +15 = 33 is
the time since they last inhaled. Again, GMs can modify, g\, ysed to determine knockout and death rolls (for a 26
the obtained value if heavy exercise is using up OXyg€Ryeath + 2d6 knockout roll). Gorn rolls a 15 and passes

more rapidly than usual. This procedure should also b%ut. Bored, the rogue drags his limp body away from the
followed for chokes, to determine how much time will SBEY  orber 50) smesiele @ 50 A might have been
before the choked character has no remaining air and b‘?éo Iaté.

gins to suffer the effects of asphyxiation. Only once this Gorn's injury is quite serious (injury points = 33/
time has expired will damage begin to be sustained. Howy 3 — 55 38 = 25 index 33/5 = 6.6 = 7), but will heal

ever, for strangles, the amount of air in the lungs is irelyaniqny if fact, with his constitution of 13 it is completely

evant (it's the blood fI_ovx_/ to the brain that is being cut) SO just under two hours (13 points per hour; index
the onset of damage is instantaneous. . falling by 1 point for every 25/7 = 3.57 = 4 injury points
Damage is sustained based on the gas/liquid that igea1ed)” Hence if he were called upon to take vigorous

being inhaled (or lack of in the case of asphyxiation). ONCtion an hour after his ordeal, he would be suffering from
a character is forced to begin breathing in noxious sub—a 12 injury point index 4 wound.

stances (having held their breath for the maximum permit-

ted time) or becomes unable to get further oxygen (as a

result of strangles or chokes) they will suffer damage every

constitutionseconds. Again, for constitutions below 3 use 4.1.8 Statistical battles

this value instead. The damage inflicted is non-locational,

as for falling damage, totalling 2d10 multiplied by a spe- In various situations, characters may be called upon

cial mod based on the substance being inhaled as detailéal pit themselves against another character, or an NPC,

below: supernatural being or even inanimate object, using a par-
ticular statistic. Examples include engaging in an arm
wrestle (a battle of strength) or resisting possession by a
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ghost (a battle of will). GMs should determine what sta-fective strength value of 70 against an attempt to lift it 2
tistic is appropriate for a given situation. feet (high enough to jam a shield underneath). A party
To engage in a statistical battle, both characters rolivould then combine the strengths of all the characters at-
2d10 and add the appropriate statistic to their roll. Totaltempting to lift the portcullis, and engage in a battle of
are then compared, and tH#ference between the two strengths to lift it. Obviously, if they failed they could try
values is subtracted from the loser’s (lower roller’s) statis-again, but each attempt would be both time consuming
tic. This loss is not permanent; it is simply recorded toand exhausting. Ultimately, if their combined strengths
resolve the statistical battle, with the original statistic valuewere 20 points less than the portcullis’ opposing strength
being restored upon completion of the contest. If the losthey could never achieve their aim, although the GM might
er’s statistic value has fallen to zero or below, they havenot wish to let them know this until they’'d tried a few
lost the battle. If not, another round commences, with bottimes.
parties again rolling 2d10 and adding their new, adjusted
statistic. The GM should determine the appropriate time

scale for the contest. Hence, in a battle of wills with a 419 Breaking thingg
possessing spirit, the GM might determine that each round
of the battle should take five seconds. Often, characters will want to smash things (usually

to gain access to them). In order to determine the outcome

Example: Vron the barbarian is drinking at his lo-  of such an attempt, the GM must first assign the to-be-
cal watering hole, when a boastful stranger catches hisyroken item a resistance value. The character then makes
attention. The stranger is offering a night's free drinking 3 set strike damage roll (1d10 +10), multiplies it by their
to any man who can best him in an arm wrestle. Vrongamage mod, and compares it to the object's resistance
never one to pass up the opportunity for free beer, saungajue. If they exceed it, then the object's resistance value
ters over to the stranger and boldly accepts the challenges reduced by one point. If they exceed double the resist-
The GM calls for a battle of strength, ruling that each round ance value, it is reduced by two points. Tripling the ob-
will take ten seconds. Both men are huge. Vron has gect's resistance number causes a three-point reduction, and
strength of 18, while his opponent is even stronger with & forth. However, blows still have to exceed the object’s
19 for this stat; the battle will be close. original resistance value to cause damage. Hence, even if

Vron and the stranger roll 2d10 each. Vron gets ag character had already damaged a metal lock with a re-
13, adding his strength for a total of 31. The stranger onlysjstance value of 13 five times (reducing its resistance value
rolls a 9, so his total is 28. The difference (31-28 = 3) istg 8), further strikes would still need to be exceeding 13
subtracted from the stranger's strength (temporarily), leav-points of base damage to cause additional damage (or 26
ing him a value of 16. The two men have been strainingoints to cause double damage, etc.). When an object’s
for 10 seconds. Because the stranger's temporary stat valugsistance value falls to 0, it has been smashed.
has not fallen to zero, he’s not beaten yet, so another round There is one caveat to this process, however. The
of battle commences. The GM describes how Vion has pdgamage mods for various attacking weapons are based on
his opponent onto the defensive.

For the second round, Vron gets an 11, for a total o
29. The stranger rolls an impressive 16, and adding hi
adjusted strength of 16 gets a total of 32. He has won th
round, and the difference between the two men’s scores (
is temporarily subtracted from Vron's stat, leaving him a
strength of 15. 20 seconds have passed, sweat is drippi
onto the straw-covered floor, and the stranger has reco
ered to a stand-off position with a mighty roar of effort.

The process is repeated until, after five more rounds
Vron has gained the upper hand. At this point his strengt
has been reduced to 11, but the stranger is barely holdi
his fist above the table with a remaining strength of only 2
The epic contest has lasted 70 seconds already. For t
eighth round, Vron rolls a 12 for a total of 23; his oppo-
nent gets a 14, but with his much reduced strength on
has a total of 16. The difference (7) is subtracted from hi
strength of 2, taking it below zero, and Vron hammers hi
foe's hand onto the tabletop, eliciting a mighty cheer fro
the locals. Both men’s strengths are restored to their origi
nal values, and the shamed stranger reaches into his pur
to fund an expensive evening.

Statistical battles can also be used to resolve situ
tions such as lifting heavy weights. The GM should as'
sign an opposing statistical value based on the weight ar
awkwardness of the object to be moved or lifted. For ex##
ample, the GM might assign a rusty old portcullis an ef?
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their effectiveness against flesh and blood opponents. A This time, the GM decides that Vron’s attacks will
rapier is relatively damaging when being sunk into flesh;only be affecting the door itself (the locking mechanism
it is far less damaging when being stabbed at a woodenannot be attacked directly as it is hidden inside the door
door. For this reason, GMs should apply an additionaland wall; it was simply bearing the brunt of the force from
damage mod between 0 and 1 based on the effectiveneashattering-ram style kick attack). However, Vron has a
of the attack used for breaking the object in question. Fodamage mod of 2.34 with a battle axe, and there is no

example: further mod when using an axe against wood. His first
damage roll is a 3, for a total of 13, which yields a base

* Axe against wood: x1 damage of 13 x 2.34 = 30. This is well in excess of the

« Sword against wood: x 0.4 door’s resistance value (14), and in fact exceeds double

this value (28), so Vron hacks away a satisfying chunk of

* Stab against wood: x 0.1 wood (two points of damage) and the door’s resistance

* Impact against wood: x 0.6 value falls to 12. In fact, with a minimum damage roll of
* Hammer/impact against stone: x1 11 for set strikes yielding a total of 11 x 2.34 = 25.74 = 26,
* Axe against stone: x 0.6 Vron cannot fail to exceed the door’s original resistance
« Sword against stone: x 0.2 value of 14 (which must still be beaten to cause damage).

There is therefore no need to roll damage every time, un-

* Stab against stone: x 0.1 less he wishes to get through the door in a hurry (with two,

* Axe against metal: x 0.8 three and even four point blows). Within 12 additional
* Impact against metal: x 0.8 hefty swings Vron will have destroyed enough of the door
* Sword against metal: x 0.3 to gain access (its resistance value having fallen to zero).

¢ Stab against metal: x 0.1

Some example resistance values for objects might 4110 Repairmg armour
be:

When GMs employ the optional rules for armour
* Wooden door: 4 (thin) to 30 (thick oak reinforced) damage (see the chapter on combat and movement, sec-
* Stone door: 70 tion 3.7.7), characters may wish to repair garments that
e Iron lock: 8 to 30 have been.reducgd iq their p.rotective value. The proce-
dure for doing so is fairly straightforward. The character
must first find an armourer in possession of suitable mate-

GMs should bear in mind that ch ho mind rials (another character with the weaponcraft skill, or al-
s should bearin mind that characters who mind- a4ive skills such as hideworking in some cases, may

I?SSW smash their way intq che;ts, boxe; and the like arﬁn‘fice). They must also have some time free (armour con-
likely to damage whatever is inside them in the process. struction and repair being a time-consuming process). Fi-

E le\Vron the barbarian is raidi orcd nally, the armour cannot have lost more than half of its
_Example:Vron the barbarian Is raiding an Orc den 46, yajye on its weakest aspect (cut, chop, thrust or
and finds his progress blocked by a sturdy looking WOOde'ﬂnpact). If it has, then it cannot be repaired but must in-

door._ He_is armed with a spear a.nd recognises the futilityStead be completely remade (at original cost). Assuming
of using it to break the door (which the GM has secretlya piece of armour can be repaired, characters paying an

assigned_a FEEBENER va_Iue ol 1) .Vron first tries Lo kiCkarmourer for the service need simply calculate the gar-
the door in. The GM decides that this type of attack is NOfent's original cost and divide it by three. This is the

mf? 2 e attc_arrk;ptbto dke_stro?]/ trlle EO or |tselrl:, b_Ut aIsc; arFepair cost. Repaired armour is almost as good as the origi-
R e el it is at its original armour value on the three aspects

the door is set into the wall. He therefore also assigns thig, i+ |ower armour values, and at the original value minus
mechanism a resistance value: 10. Vron's kick damage . o1 the best aspect

mod is 0.54 (he’s a big strong lad). The GM decides to
impose a further 0.6 mod for damage against the door (im-

pact against wood) and a 0.8 mod for damage to the IoCkblate damaged in the course of his adventures, and upon

N9 m(\a/cha'm?m (:jmpact agalllr!st meltgl).s lled. + 10 f return to a major city decides to get it fixed. He's in no
rons first damage roll is an 18 (8 rolled, or hurry, so can afford to wait for the armourers to do their

asetstrike). This yields damage of 18x 0.54 x 0.6 = 5'8?’€vork. \Vornos sustained two damaging penetrating blows

= 6 against the wood of the door (nowhere near its resistyy the chest, affecting this garment; its current armour

ance value of 14, so causing no damage), and damage Qhlues here are 15, 15, 15, 3 (reduced from 17, 17, 17, 5

1.8 RO .0'8 = 7.'776 - SErEle e I_ocklng mechanlsn}or plate armour). Itis therefore in just about good enough
(just under its resistance value, so again causing no daméhape for repair (had it suffered one more damaging blow

age). Vron realises that he gave the door a pretty heft)fo the chest, its impact AV would have fallen to 2, below

15 % a3 GIUEEEEEEE Erly I EITY) U5 (eg (e eeen barfelyhah‘ of the original value, and repair would be impossi-
shuddered). He therefore falls back on plan b, retracmgble)_ The GM calculates the breastplate’s original cost. It

his steps until he finds the corpse of an axe-bearing Org o< \/ornos’ chest and abdomen (24%), so it’s cost is 24
he slew earlier. He collects the battle axe and returns tox 0.025 (cost per percent for plate) = 0.6 gold = six silver

the door. pieces. This value is divided by three (for repair only), so

¢ |[ron chest: 20 to 90

Example: Vornos the mighty has had his breast-
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the job will cost Vornas two silver pieces. The fixed breast- Level three.
plate protects the chest location almost as well as a new

garment. Three of its aspects have equally high AVs (17 * 3d10% loss from each primary physical stat.
for cut, chop and thrust) so the GM rolls randomly and « One strength 2d6 disease attack

determines that its chop AV will be reduced by one point. , , i ) ,
¢ [f intelligence or will declined at the previous level,

The breastplate therefore now protects at 17, 16, 17, 5.
lose another 3d10%. If not, 25% chance of a 3d10% loss
from each

* 40% chance of a 5d10% loss from sight and/or
hearing (roll for each separately)

4111 Ageing and stat deterioration

Ultimately, all mortals die. Within a game context, Example: Sidar the wise is an NPC, and the GM
characters are of course far more likely to die as a result Qfecides that he will be 48 years old. This means that he
the adventuring activities they undertake than as a resufj;¢ already suffered level one stat deterioration (33-43
of old age, butitis nonetheless possible for them to live t3ears) and is now in the early stages of level two stat dete-
an age beyond their prime. However, the rules providegjoration (44-65 years). For level one, the GM rolled ran-
here for ageing and stat deterioration are more likely t0 b@omiy for the year at which the disease struck Sidar. It hit
of relevance to GMs when creating aged NPCs and thgim at age 38, but obviously the GM simply rules that he
like. . ~ survived in this case (not wishing to kill off his NPC be-

All characters will have a value recorded for their s5ra even using him). The GM now rolls 3d10 for each

CAM (constitutional age mod). Table 5 in the TABLES p5imary physical stat. He gets an 18 for strength, so Sidar,
booklet lists various multipliers for each race to determin€yith an original strength of 13, will lose 13 x 0.18 = 2.34

the onset of stat deterioration and, ultimately, death by o points of strength. This process is repeated for his
natural causes. There are three levels of stat deterioratiqfjer primary physical stats, and Sidar loses 2 points of
preceding death. Most characters will conduct and eveRgility 1 point of dexterity and 3 points of constitution.
conclude their adventuring careers well before the onsesacause Sidar experienced these losses over the period
pf even the.first level, but this is not always the case. Usbeginning at 33 and ending at 43 (the year before level
ing Table Siis easy; for each level, a value such as “CAM X4 deterioration began), the GM rules that he lost a point
3" WI.|| be listed. Slmply carry ogt this calculation to de- ¢ dexterity at age 38 (in the middle), points of strength
termine the age, in years, at which that level of stat detesng agjlity at ages 36 and 40, and points of constitution at
rioration onsets. ages 35, 39 and 41. Hence, the losses are spread out over
) R R the entire level one period.
Example: Sidar the wise is a Human druid with a For his level two stat deterioration, the GM forgets

CAM of 11 (fairly average). Referring to Table 5, we find 5,6t the disease attack, but rolls again for losses to physi-
that humans begin level one stat deterioration at their CAM5| stats. He also rolls to see if Sidar will lose points of

x 3 (33 for Sidar), begin level two at their CAM x 4 (44 for eligence, will (both at 15%), sight or hearing (both at

Sidar), begin level three at their CAM x 6 (66 for Sidar) 5505) " |n the event, Sidar suffers losses to hearing, but not
and drop dead at their CAM x 7 (77 for Sidar). the other three. This time, the GM rolls 13 for Sidar’s
] ] ) strength loss. Sidar’s strength at the beginning of this level

Characters will suffer stat deterioration over the yas 11 (after his earlier losses), so this time he will lose 11
course of each level. Effects should be rolled atthe agegf g 13 =143 =1 point of strength. This process is re-
onset for each level, then applied continuously (spread Ougeated for his other primary physical stats and for hear-
over the course of that entire level. Note that losses t?ng (but with a 5d10% loss here); Sidar loses 2 points of
constitution as a result of ageidg notaffect a charac-  4gility and constitution, a further point of dexterity, and 4
ter's CAM. Effects are as follows: points of hearing. These losses will be distributed over
the entire period from age 44 to 65 (level three deteriora-

Level one. tion onsets at 66), so he will lose a point of strength and
dexterity at age 55, points of agility and constitution at

* 3d10% loss from each primary physical stat ages 51 and 58, and points of hearing at ages 48, 53, 57

(strength, agility, dexterity, constitution) and 62. As Sidar is currently age 48, he will only have lost
* One strength 1d10 disease attack one point of hearing at this stage.

Level two. Now that he has adjusted Sidar for middle age, the

GM can calculate his stat mods for skills, saves and so

« 3d10% loss from each primary physical stat 't

* One strength 2d6 disease attack

* 15% chance of a 3d10% loss from intelligence
and/or will (roll for each separately)

* 25% chance of a 5d10% loss from sight and/or
hearing (roll for each separately)

4.1.12 Malnutrition and thirst

Sometimes, characters will find themselves without
food and/or water. The latter is far more serious. De-
prived of water, humanoids will die in (constitution + 7)/2
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days. Hence, a character with a constitution of 9 will die
aftgr (9+7)/2 = 8 days without water.. Afte.r half o.f this 4.2 GM aids and hmts
period, they will suffer a —15 to all actions, increasing by
an additional -5 each day thereafter.

Malnutrition is less immediate but serious nonethe-
less. At the end of each week without food, a character
will lose 2 points of strength and one point of constitution ! . .
(when fat reserves fail, the body begins to consume mus- pn‘ferent GMS will want to awarq E.P.s: acpordmg
cle tissue). When either stat reaches zero, they will di fo their own gaming style. The folloyvlng ggldehneg are
Assuming normal food intake is restored, these stats Wilpresented, therefore, only as a starting pom_t. Typlcglly,
recover, but only fairly slowly: one point of strength is E.P.s should be awarded at the end of a gaming session of

recovered every two weeks, and one point of constitutiorfe""sonabIe length. For very Ipng sessions, GMs may wish
each month. Note that smaller characters, who tend t&° break .and "?‘Ward E.P.s mid-way through as weII.. An
have lower strengths, are more prone to death by starvz?—ward _W'” typically be betwgen 2000 and 50.00 points,
tion. This reflects their more rapid metabolic rates and?Veraging around 3'3.500 points.  GMs may wish to con-
increased body-heating needs. GMs should of course feélder any of the following:
free to adjust these rules somewhat in special cases. A very ] ) .
fat character might have a week or two’s grace before they * 1000-3000 points for good role-playing; playing
begin to suffer the usual stat-sapping effects of malnutri2 character well, interacting in a believable manner etc.
tion. Also, if characters are forced to subsist on extremely ¢ 200-1500 points for each good idea or solution to
limited rations, the GM might wish to have them suffer a difficult puzzle or the like. A really high scoring idea
stat losses every two, three or four weeks instead of eackould have to be essential in advancing the plot or saving
week. the party.
* 100-300 points for a particularly effective use of a

Example:Vron the barbarian is trapped in some gkill.
maze-like long abandoned cave dwellings, and his food * 25500 points for akill. Ifit's easy for the charac-
e U L G Three W.eeks_ [FESS 5 Vi) S(_earches d r and involves little risk, a kill should gain very few E.P.s
perately for an exit. By this point, he has lost six points o or even none). However, if it's a real challenge and put
S‘.re”.g‘h lzalieet i 1 2 L2] a’?d three poinFs. of CONthe character in serious jeopardy, the GM may be more
stitution (now 12 also). He wont die of malnutrition for enerous. Killing from a distance is generally less dan-
another 6 weeks; however, his water is now exhausted to‘gjerous than killing in a melee!
Vron, with a constitution of 12 (he's weak through lack of
nutrition) will last (12+7)/2 = 9.5 = 10 days without wa-
ter. On the fifth day (half way into this period) he’ll suffer

4.2.1 Awarding experience points

a —15 to all actions, increasing to a —20 on day six, a —25 4.2.2 Travel
on day seven, a —30 on day eight and so forth. Luckily for
Vron, he finally finds an exit on day 8, a month after first Travel in a mediaeval setting offers a variety of chal-

running out of food. His strength is now 10 (having droppedenges, and adventures will often include some wilderness

by another 2 points) and his constitution is 11. It will takeelement. As a rule of thumb, small parties can expect to

him four months of regular eating to recover to his formercover around 15 miles a day at a steady march, a little less

girth and strength. for particularly challenging terrain. Larger groups, such
as trading caravans or marching armies, will travel at a
considerably slower pace, being lucky if they exceed 8
miles in a day. For travellers on horseback, 25 miles a day
may be reasonable. Individuals willing to ride their horses
very hard (such as messengers who are confident of gain-
ing a fresh mount at the end of the day) can cover consid-
erably greater distances, up to 100 miles in a day if roads
are reasonable.

Sea and river travel offers its own difficulties, but is
generally quicker than its overland equivalent. Ocean-
going vessels can expect to travel around 50 miles each
day, although this is an average and will vary widely de-
pending upon weather conditions. In the context of land
travel, GMs should particularly discourage players from
treating horses like motor vehicles. Horses require a lot of
time to eat, and a good deal of water. The cultivated breeds
favoured in agrarian societies are not suited to subsisting
entirely on the undergrowth at hand, but rather require
periodic access to good quality fodder. The ponies of the
steppes and other less cultivated breeds may be more suit-
able for subsistence riding, but naturally occurring plant
food is less concentrated in energy content than good qual-
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ity fodder, so the animals will require more time to feedlent. Other merchants (or adventurers) can then carry this
and digest their meals. note in place of large quantities of heavy coinage, eventu-
As a final point, many characters will possess skillsally redeeming it back to the original writer for a little less
that allow them to eke sustenance from the wildernesshan it was purchased for. Alternatively, rather than re-
such as foraging, fishing, and bow skills for hunting. How-turning it to the original source, they could sell it to an-
ever, these activities are again time consuming. Travebther merchant or banker (at a loss). That merchant would
will therefore be slower if suitable rations are not takenthen arrange for its return to the original source to be re-
along. deemed. Obviously, the amount an intermediate merchant
would pay for a promissory note will depend upon the repu-
tation of the original source, and the difficulty of returning
it to them (the distance). Hence promissory notes can cir-
culate from one intermediary to another in the global
. . economy until they are eventually redeemed. In the mean-
In an ideal world, GMs will have thoroughly Pre time, the original writer has hard cash finance for their
pared their adventures and covered all eventualities in a Jentures. As an example, a banker might give a promis-

\r/]arcfei Ht())wet\)/ler, t?.'lf.'s rarely fthﬁ Cgsei(a'f‘d It 'stfte@ory note to the value of 9 gold pieces, in exchange for 10
elpiul'to be able to fill in some ofthe blanks in an a Ven'gold in cash. The note purchaser might then travel to a

ture. Random encounter tables offer the opportunity tocity 1000 miles distant. Assuming the original issuer was

generate meetings, items and/or combat situations to SpKéterespected merchant, another merchant in that distant city

up a dull journey or equivalent. GMs can use or ignoremight buy the note for 7 gold, then arrange for it to be

them at tf1e|r Q|scretlon. The gncounter tables pr(?v'.deqransported back (along with some exports, for example)
(Table 22's various parts) are fairly self explanatory; SIM45 the original source, where it would be redeemed for its

ply roll 1d100 and enter the table to determine an out-9 gold value. The issuer has made a 1 gold profit, and

come. gained coinage to finance his other businesses. The origi-
nal purchaser has lost 3 gold, but carried a piece of paper
on his travels (useless to illiterate bandits, for example) in
4.2.4 Random spells for NPC mages place of conspicuous coins. The second merchant has made
a 2 gold profit, but at a risk (he has had to transport the
The bestiary Chapter contains typ|ca| stats for a Va.note baCk, and trust that the source issuer is still SOIVent).

riety of humanoid NPCs, invaluable for the GM creating Moneylenders can of course also lend coinage for
encounters on the hoof. However, for the magic usingcommercial ends, although they will usually only do so if
NPCs presented, the particular spells learnt are not spedf€ borrower can offer something significant as security.
fied. Rather, a given number of spells will be indicated atinterest rates will be high by modern standards even on
a particular strength (e.g. “4 x 1000 E.P. spells, all at 100%"secured loans; perhaps 20-40% per annum. A few words
see the chapter on magic for an explanation of these termgjhould also be said on the subject of guilds and taxes.
GMs must then select the particular spells a mage know&Uuilds operate to police a given trade by controlling who
from those available. Alternatively, he can generate then§an claim the status of craftsman and ensuring prices are
randomly by using Table 23. The table is largely self exImaintained. They stifle competition, but make tradesmen’s
planatory; 1d100 should be rolled for each spell to be delivings relatively secure. Any freelance manufacturer will
termined, and the appropriate result read off based on tHgoon face trouble from local guilds, and in particular strong
motivation of the mage in question (combat oriented,claims regarding the inferiority of their product. Guilds
knowledge driven, or no bias). If the same spell is rollec@re powerful forces in most towns and cities. Taxes are
twice, simply roll again. Of course, GMs can choose tomany and varied, with many local variations, but as a rule
roll randomly using Table 23, then make adjustments adrade is taxed fairly heavily. Taxes can be levied for stor-

they see fit to provide a challenging encounter. ing goods, passing through a province with goods, selling
those goods; almost any trading venture. Townsfolk will

also often be expected to make annual contributions to the
) lord of the city’s coffers, in the form of town defence taxes
4.2.5 Commerce basics and the like, while rural folk in feudal societies will often
be expected to hand over a proportion of their produce to

Adventurers are unlikely to spend a great deal oftheijr overlords in exchange for the land they work.
time playing at being merchants. Nonetheless, an idea of

the commercial backdrop for a mediaeval-style world can
be helpful. The first point to be made relates to coinage. ) )
While various cultures mint coins, money is still literally 4.2.6 Learning skills
worth what it says in most cases; it's made of a valuable
material (metal). Its value is therefore not dependentupon ~ Characters will often wish to learn skills as they
the government from which it originates. progress. The chapter on character generation details this
In contrast, the modern bank note system emerge@rocess. However, GMs should not simply permit a char-
from a system of promissory notes that can operate as a@fter to learn any skill at any time simply by expending
alternative source of finance in a mediaeval-style world.1000 E.P.s. The expenditure of E.P.s is supposed to repre-
Basically, a wealthy moneylender (banker) or merchang€nt the ongoing learning process since the character’s pre-
will write a promissory notein exchange for cash or equiva_ViOUS E.P. award. Hence if a character boosts a partiCUIar

4.2.3 Random encounters
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skill, they are assumed to have been practising that skill in
the interim since their previous E.P. check. When learn-
ing a new skill, a teacher or, for lore skills, appropriate
books must have been present. The teacher must have been
willing and the matter must have been commented on by
the characters at the time. Hence, if a character wishes to
learn a skill possessed by one of their comrades, they must
make a point of alerting the GM to the fact that they are
engaging in lessons as play progresses. The GM can then
okay the skill purchase at the next E.P. check, or not if
they feel the character would not have had suitable oppor-
tunity to learn.
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Chapter 5 Magic

The term “magic” describes any activity undertaken he decides to go for as many powerful spells as possible
by a character or NPC that defies the laws of physics govaow, at the expense of having the opportunity to learn a
erning standard actions and outcomes. The Hexicon roldew less powerful spells early on. Looking at the wizard
playing system offers a number of occupations that allowspells in the magic booklet Orm choosésle of flames
characters to develop magical powers, such that the ruless his 32000 E.P. spejparry spelland teleporfrom the
governing the learning and use of magic will differ be- 16000 E.P categoryrn to mis&andfireball from the 8000
tween them. For this reason, the approach taken in thig.P. choices, antheld, arc of sleep, invisibilitand bolt
chapter is to deal with each magic-using occupation in turnof heat/coldfrom the 4000 E.P. choices. With nine spells
starting with the archetypal wielder of arcane powers: thechosen, he now has six remaining choices from the 1000
wizard. and 2000 E.P. ranges. He selectense magic, speak
tongue, charismatic aura, featherfall, deflect bl
sphere of daylight.

5.1 Wizard magic (brown/green)

Character record (3)
‘ BASE LEARN %: 15 BASE USE %: 22

Name EP.s Cost L% UZ% Time Notes

Learning wizard magicThe wizard is the magic-
using profession with the widest range of spells ultimately,
available, but they begin play with the potential to learn
only a subset of the many spells listed for their occupation
in the MAGIC booklet. A wizard can only learn the spells
he has written down in his spell book. Initially, a starter
character is permitted to choose 15 spells to place in hi
spell book; note that this does not mean he can actuall
use these spells, just that he has the potential to learn the
These spells will have been copied from his master’s spe
book (with permission) and must be chosen under certai
restrictions. Each spell in the MAGIC booklet has an E.P.
level listed as part of its description. This is an indication
of the difficulty and power of the spell; as detailed later, a
wizard cannot attempt to learn and use a spell until hig
own E.P. total (listed at the top of page one of the charag
ter sheet) exceeds the spell’'s E.P. level. A beginning wiz
ard can choose a total of 15 spells, but can only choose
to eight 1000 E.P. spells, eight 2000 E.P. spells, four 400
E.P. spells, two 8000 E.P. spells, two 16000 E.P. spellg
and a single 32000 E.P. spell. No spells may be chose
from the 64000 E.P. and above categories and the GM mg
wish to prohibit certain other particularly rare spells, such
aspower word blindand power word paralyse Further
spells can be acquired by simply copying them from other Once a wizard has acquired a spell book in which
wizards’ spell books, but this is usually for a high price, orto record his spells, he must actually go about learning
as a swap. Wizards are solitary and competitive, and ithem. Two values are vital in this process;daise learn
the Korin-Thar world system extremely secretive due to% and hisbase use %These values depend upon his sta-
widespread public fear and hatred of their activities. Hencdistics, and are calculated in exactly the same way as other
the acquisition of further spells represents a real challengskill mods (see character generation, section 1.1.4). The
for a young wizard. appropriate primary and secondary modifiers are listed in

Table 4c of the TABLES booklet. Fbase learn %and

Example:Orm the magnificent is a starting charac- base use % valuga negative value is replaced with a zero,
ter who has chosen the wizard occupation. He begins playhile for a positive value, the + sign is removed. Hence a
with 15 spells in his spell book. Orm has already rolled—4 becomes a 0, while a + 16 becomes a 16. These values
for his apprenticeship E.P.s, and knows that he will beginshould be recorded in the appropriate section at the top of
play with an E.P. total of 4200. This means that he will bethe additional page of the character sheet provided for
unable to try and learn any spells above the 4000 E.Pmagic using characters (page 3).
level (the next level up being 8000 E.P.s). He is unlikely to
be in a position to learn 16000 and 32000 E.P. spells until Example:Orm the magnificent calculates his learn
he has been adventuring for some time (and hence gainek and use % values in the standard manner for skills.
the necessary E.P.s). However, he also realises that it maglancing at Table 4c of the TABLES booklet, he notes that
be difficult to obtain powerful spells for his book if and learn %has intelligence as a primary modifier and will as
when he does advance to a high E.P. total. Consequentlg secondary modifier. Orm has an intelligence of 16, yield-

1000
1000
2000
2000
2000
2000
4000
4000
4000
4000
8000
8000
16 000
16 000
32000
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ing a +12 (+2 for every point above 10), and a will of 13, ing any rolls. A single roll is then made for each spell that
for a +3, so his totalearn %mod is + 15. The + signis has had its L% value increased. It is not permitted, for
dropped, leaving a badearn %value of 15. Table 4c example, to boost a spell's L% value by one point, roll to
indicates that use %as soulstrength as a primary mod learn it, then if unsuccessful boost it by another 1% and
and intelligence as a secondary mod. Orm’s soulstrengthroll again!
is 18, giving him a use mod of +16, + 6 (intelligence sec- There is one further complication to this process.
ondary mod) = +22, or 22 with the + sign dropped. Orm The majority of wizard spells haugnding ingredients
fills these values in on page 3 of his character sheet, alontjsted in their individual descriptions (presented in the
with the spells he has in his spell book. EQUIPMENT booklet). These bhinding ingredients must
be acquired by the wizard, and are used up in the short
When a wizard character first gains their appren-ceremony performed when an attempt is made to learn the
ticeship E.P.s, and following every subsequent E.P. awardpell. They serve the function of physically representing
they can spend some or all of this experience on learninthe magic, allowing it to be bound into the mind of the
new spells. They may also wish to purchase additionaWizard for future use. Even unsuccessful attempts to learn
spell points (1000 E.P.s each) which are used up when casi-spell consume the relevant ingredients; a wizard cannot
ing spells (as detailed later). A character begins play withattempt to make a learn roll without them at hand. How-
their soulstrength — 10 spell points (minimum of zero).ever, if an E.P. award is gained and a wizard invests in
The cost to use each spell (in spell points) should be rdearning a spell but does not currently have the necessary
corded in the appropriate section of the character sheeithgredients, he can postpone making his single attempt to

and is shown below: actually learn it until the ingredients are at hand. This
chance is lost at the next E.P. award, when further invest-

1000 E.P. spell = 1 spell point. ment is necessary to earn another potential learn roll.
2000 E.P. spell = 2 spell points.
4000 E.P. spell = 3 spells points. Example: Orm the magnificent begins play with an
8000 E.P. spell = 4 spell points. E.P. total of 4200 (note that his 5000 adolescent E.P.s are
16 000 E.P. spell = 5 spell points. not included in this total and cannot be spent on learning
32 000 E.P. spell = 6 spell points. magic). He is therefore able to try and learn all the spells
64 000 E.P. spell = 7 spell points. in his spell book from the 1000, 2000 and 4000 E.P. cat-
128 000 E.P. spell = 8 spell points. egories, but spells of the most recently acquired level (4000
256 000 E.P. spell = 9 spell points. E.P.s) will cost double. The L% value for these spells is
512 000 E.P. spell = 10 spell points. set equal to hibase learn %alue of 15. Orm decides to

spend 1200 E.P.s on learning spells, saving the remaining
For those keen on maths, the standard relationshi@000 E.P.s for improving his competence with any spells
between E.P. level and spell point cost can be expressdt succeeds in learning. This gives him 1200/20 = 60% to
as: play with. He begins by boosting all his L% values by one
point, just to obtain a roll for each spell. This costs him a
Spell point cost = log(2 x E.P. level) / 1000) total of 14% (1% each for his two 1000 E.P. spells and his
four 2000 E.P. spells, and 2% each for his four 4000 E.P.
To attempt to learn a new spell, a wizard must spenapells, which cost double). He decides to split his remain-
E.P.s on boosting the L% value of that spell, then successag 46% between the two spells he is keenest to learn (of
fully roll under this value on 1d100. A wizard can only those which dont cost double at the moment), putting an
attempt to learn spells of an E.P. level less than their owmadditional 23% each intcharismatic auranddeflect blow.
E.P. total (shown on page 1 of the character sheet). T®his means that his L% values are 39% for these two spells
gain a learn roll, the L% value of a spell must be boosted15 + 1 + 23) and 16% for the other eight spells he boosted
by at least 1% following an E.P. award. Even if a spell is(15 + 1).
not learnt (the roll is above the L% value), the new L% The GM rules that as this learning occurs during
value is retained, and can be further boosted at the chara®rm’s apprenticeship, he will have access to the neces-
ter’s next E.P. award to try and learn the spell again. It isary ingredients from his master’s stores (the GM might
usually worth boosting the L% value of all spells that ahave ruled otherwise for particularly rare and/or expen-
wizard can learn by 1%, just to gain a roll at learning themsive ingredients). For example, to make a roll to learn
Specific spells that a character is very keen to learn can beharismatic aurd)rm will expend St John’s wort and gold
boosted further. (the necessary quantities are listed in a table in the MAGIC
When a character obtains the E.P. total necessary thooklet). At future E.P. awards, the GM will expect Orm
cast a spell in his spell book, the L% value for that spell igo have acquired the necessary ingredients himself, or put
immediately set at theirase learn %value. The L%  off his learn rolls until he had done so. Orm now rolls for
value for individual spells is then boosted at a cost of 26ach spell in turn. He is unsuccessful for most of his spells,
E.P.s per additional % point. However, there is a speciabut rolls a 04 forspeak tonguea 35 fordeflect blow(his
additional cost for learning spells of the most recently ob-additional 23% boost paying off) and a 13 foeld. He is
tained level (e.g. 8000 E.P. spells for an 11500 E.P. chadisappointed not to have learnt charismatic aura, but will
acter). These spells cost double; every 40 E.P.s spent drave a good chance of learning it following his next E.P.
their L% value increases it by only a single point. Follow-award when he can boost it further (assuming he can lay
ing a given E.P. award, a wizard character must allocat@is hands on some more gold).
all the E.P.s they wish to spend learning spells before mak-
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Character record (3)

BASE LEARN %: 15

BASE USE %: 22

his U% values. This will give him 3000/20 = 150% to
play with. Although he considemseld a useful spell, he
decides to ignore it for the moment as it will cost him dou-

ble until he has acquired an E.P. total of above 8000 (the
next spell level). Keen to stay alive until his next E.P.
award, Orm spends 100% aeflect blow Hisbase use

% value is 22, so his U% value for every spell he learns
will be 22% initially. The first 78% spent on deflect blow
will raise its U% to 100%; the remaining 22 points will be
at double cost (over 100%), so will raise the spell's U%
value to 111%. Orm spends his remaining 50% ispieak
tonguespell, raising its U% value to 72%. His spell
strengths will be 11 fodeflect blow 7 for speak tongye
and 2 formeld

Tc\c;
Circle of flames

Character record (3)
‘ BASE LEARN %: 15 BASE USE %: 22

=

ime  Notes

1000
1000
2000 2
2000 2
2000 2
2000 2
4000 3
4000 3
4000 3
4000 3
8000 4
8000 4
16000 5

16000 5
32000 6

Although learning spells allows a wizard to attempt
to cast them, recently learnt spells are generally difficult
to cast and lacking in power. This s reflected in a low U%
value; when learnt, a spell begins with a U% value equa
to the character’base use %The U% value literally re-
flects a wizard’s percent chance of casting the spell in &
pressure situation, but also represents the spell’'s power.
is not limited to 100%, but can be raised as high as 3009
through the expenditure of E.P.s. This can be worthwhilg
because a spell’s strength (which determines how easy
is to save against, as well as many of its properties such ¢
duration (longevity) and area of effect) is equal to its U%
value divided by 10 and rounded down. Hence a spel
with a U% value of 76 has a strength of 76/10 =7.6 =7

(rounded down). There are four wizard spells listed that require a fur-
After attempting to learn spells, a wizard can spendiher word of explanation. These arepoever wordspells,
any remaining E.P.s on boosting the U% value of any spellyarticularly devastating and rapid magics that affect the
he has learnt (following this E.P. award or in the past)yictim without even a saving throw. Generally, it is not
The process is very similar to that followed for boosting ecommended that the GM allows PCs to gain access to
the L% value of spells. Each % point costs 20 E.P.s tqnese spells. They are really designed for “untouchable”
purchase, with the most recently obtained spell level costypcs. However, should a PC wizard gain access to one,
ing double. However, there are additional exra coStS t@nd try to learn it, there are additional risks involved. A
consider. If a wizard wishes to raise a spell above 100%gjled attempt will cause the wizard to suffer the effects of
every point again costs double. To raise a spell abovg,e spell. Additionally, for thpower word paralysspell,
200%, every point cost triple. These modifiers are in adyhich normally had a limited duration, the duration is ex-
dition to the x2 multiplier for the most recently learnt spell tended to 10 years. Note that any roll of 96 to 100 when

level. Hence a powerful wizard with 80 000 E.P.s would attempting to learn these spells is considered a failure.
face a x 4 cost in raising a 64 000 E.P. spell's U% above

100% and a x6 cost to raise it above 200%. 300% is the
absolute maximum for a U% value.

Using wizard magicHaving learnt some spells,
the wizard character is how in a position to actually use
them in gaming situations. Each spell is described in the
Example:Orm has learnt three spells, and has 3000, ;4 section of the MAGIC booklet, providing the GM

E.P.s remaining to spend. He is not interested in purchasyis getailed information on how to interpret its effects.
ing additional spell points at this time (he starts play with |, particular, the spell descriptions give details of:
8 per day) so chooses to spend all 3000 E.P.s on boosting
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Range. The maximum distance from the caster atthe spell’s spell point cost in exhaustion points.
which the spell can have an effect. This value is usually in
feet (abbreviated “ * ) but may also indicate that the caster Example:Orm checks out the spell descriptions for
must touch the target of the spell (“T”) or that the spellthe three spells he has learnt and notes down a reminder
affects only the caster himself (“S”). about howdeflect blowmworks. He also makes a particu-
lar note of the time it will take him to cast each spell. This
Area.The target area of the spell. Usually literally is usually given as a function of spell strength; hence the
an area or volume affected (e.g. 10’ by 10’ by 10’ of air), speak tonguspell has “50 — SS” as a time value, in Orm’s
a maximum number of targets (denoted “T”, eg “1 T" for case 50 — 7 = 43. For théeflect blowspell, which can be
one target), or a description of what the spell affects (e.gcast much more rapidly, the time value is 10 — (SS/3), in
“next spell chosen” for the spelarry spell). “S” is again ~ Orm’s case 10 — (11/3) = 10 — 3.67 = 6.33= 6. Orm also
used to refer to the caster himself; “V” indicates variablenotes from this spell's description that it can be cast in

(no maximum area of effect or GM’s discretion). place of taking a free action (e.g. when the attack is gained).
Duration. The time over which the spell remains Character record (3)
active. An N/A in duration indicates that the spell’s effect | [t BASEVSER 22 |

EP.s Cost L%

is instant. “P” denotes a permanent duration.

1000 1
1000 1 x®
2000 2
2000 2

Casting Time.The time, in counts (tenths of a sec-
ond) required to cast the spell. See the chapter on comb
and movement for details of fitting spell casting into ac-
tion sequences. The spell’'s time value should be recorde
on the character sheet for ease of reference. Other partic
larly relevant aspects of the spell’s description can be re
corded in the notes section. Some spells can be cast in
single AT, and therefore used in place of a free action
Where this is the case, a specific note is made in the spell
description.

2000 2 *®
2000 2 16
4000 3 16
4000 3 16
4000 3 %
4000 3 16
8000 4
8000 4
16000 5
16000 5
32000 6

Binding Ingredients. As previously described, wiz-
ard magic requires the “sacrifice” of actual physical com-
ponents to learn magic. Hence a wizard must purchase d
otherwise obtain the specified ingredients for a spell, ang
lose one such prescribed dose every time an attempt is ma
to learn the spell.

Effect in runes. Used in conjunction with alche-
mist magic, described later in this chapter.

Note that the abbreviation “SS” is used throughout
the spell descriptions to denote spell strength. Hence a 19 actually cast a spell, a wizard must roll 1d100
range value of 5 km per SS (for tt@eportspell) indi-  ang get below the spell's U% value. A successful casting
cates that if a wizard knew the spell with a U% of 87%sts the standard number of magic points for that spell.
(hence spell strength 8) it would have a range of 5 x 8 = 4Q\, ynsyccessful cast costs half this number of spell points,
km. ~Similarly an area of effect value of 1 T per 5 SSajways rounding down (hence a 1000 E.P. spell, costing 1
(again forteleport)would indicate that one target can be gpe|| point, costs nothing except potentially valuable time
transported for every 5 points of spell strength. With spellyhen miscast). Obviously, casting is not usually a prob-
strength 8, our wizard could transport 8/5 = 1.6 = 2 pe0iem for spells with U% values of 100% or greater. How-
ple. . _ ever, there is a caveat. Casting spells is a risky business,

_ Everytime awizard casts a spell, they must ttmpoxng when errors are made results can be unexpected and
rarily lose a number of spell points equal to the spell'syagic. Any spell casting roll of 95 or greater may result in
cost. A wizard's spell points are replenl_shed in their €N-3 spell fumble; the spell is not cast, and some alternative
tirety at the end of each day by a good night's sleep (eightagical effect is unleashed. In fact, the chance of spell
hours). If a wizard receives less sleep than this, they W"]‘umbling decreases with spell strength. A spell fumble
only regain an equivalent proportion of their spell points gy its when the cast roll is equal to or greater than 94 plus
(e.g. half of them for four hours sleep). Obviously, a wiz-pe spell’s strength divided by five. Hence for spell
ard can never exceed his spell point total through rest (e-%trengths of 1 to 7, spell fumbles occur on a 95 or greater;
by only using half of his spell points in a given day, thenfor spell strengths of 8 to 12, a 96 or greater is required,
getting a full eight hours of sleep). When a wizard has ngyng so on. These values are summarised in Table 24a of
spell points remaining, he can cast no more spells that dayne TABLES booklet. Following a spell fumble, the caster
Casting spells is both mentally and physically tiring; for gxnends the standard number of spell points for casting

those using the optional exhaustion point rules (combafne gpell, then rolls 1d1000 and enters Table 24b with this
and movement, section 3.7.8), casting a spell uses double
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value. The results of the spell fumble should then be apguards begin to shout and charge at the party, and the GM
plied immediately. asks what everyone will do. Soronous elects to cast the
spell bolt of heat which he currently knows to a U% of
Example:Orm the magnificent is out adventuring 148 (strength 14). Additionally, keen to make sure his at-
for the first time. He has noted that theflect blowspell ~ tack is a success, Soronus decides to boost the spell (usual
remains active until an attack is launched against him, sacost 3 spell points) with an additional 7 spell points, for a
the day before his party are due to leave the city for theotal cost of 10 spell points. This raises its strength to 21,
first time he locates a private room and attempts to casbut means that Soronus will spell fumble on a roll of 90 or
the spell. Although his U% value is above 100, he musgreater (usual fumble 97+ for strength 14; Table 23a).
still roll to cast in case he spell fumbles (with spell strength The guards have a sprinting pace of 2.0 and the GM
11, he will fumble on a 96 or greater; Table 24a). Orm calculates that with a second’s acceleration and a second’s
rolls a 43 on 1d100, successfully casting the spell. Thisleceleration (at jogging pace) they’ll be at the party on
spell costs Orm 2 magic points. 60. Soronus’ spell has a time of 30 — (SS/2), in this case
The party set off the following day at dawn, by which30 — (21/2) = 18.5 = 19. At this point, the guards have
time Orm has had a good night’s sleep and recovered ugovered 28 feet, so are 72 feet distant. Soronus rolls to
to his usual 8 magic points. Not long into their journey, ascast, getting a 55, so the spell is a success. From its de-
escorts to a seemingly paranoid merchant, they are attackesicription, it is found that it attacks as a crossbow bolt,
by Orcs. Orm attempts to hide himself behind the fighterswith a + (SSx4) to strike and a damage mod of (0.2x SS).
but the ambush is lauched from all directions and one ofin this case, it will attack with a + 84 and have a damage
the Orcs is able to engage him. Winning initiative, themod of 4.2. Following the standard rules for missile com-
Orc swings at Orm, getting an 86. However, Omaliefiect  bat, Solonus aims for the body. The spell has a range mod
blow spell is activated at this point. It offers a —4 per SS (-of 0.4, which at 72 feet with no size or lighting mods gives
44 in Orm’s case) against incoming physical attacks, saa total negative mod of (72 x 0.4) - 10 =19. The relative
the Orc's swing is reduced to a 42. Orm is no fighter, butweapon mod for a crossbow bolt against the guard’s tar-
he manages a desperate parry (getting a 61). Having woget shield is D —15. Hence the bolt of heat will attack with
the attack, Orm decides to use his free action to flee. a+ 84 — 19 = +65, and the guard will have a —15 to parry.
When the battle is done, Orm returns to congratu-Soronus rolls a 60, for a total of 125 capped to 120. The
late his friends. His companions are not overly impressedjuard can only manage a total parry of 76, so is beaten by
with his combative efforts, but Orm shows his worth by44 points. Rolling on Table 16, Soronus finds thabbls
offering to gain information from a captured Orc. He rolls of heathas struck the guard squarely in the chest. Dam-
to cast thespeak tonguspell, getting a 12 (well below his age is resolved in the standard manner, and despite his
U% value of 72) and is successful, expending a single magichain armour the guard is killed outright. His companion
point. Orm proceeds to interrogate the Orc in its own lan-may well reconsider his head on charge at this point...
guage. Having done so, he decidesast deflect blow
again in case of more trouble. However, he rolls an un- Encumbrance has an effect on wizard spell casting,
lucky 99, a spell fumble. Rolling on Table 24b, Orm gets gust as it affects the performance of physical skills. A char-
376 on 1d1000. The result is that he summons a randoracter’'s encumbrance value depends on the amount of
animal, a relatively innocuous fumble. The GM counts theweight they are bearing, along with their encumbrance skill
number of animals in the bestiary (25), rolls 1d100 until mod (as detailed in the chapter on character generation,
he gets under this value, then informs the players that aection 1.1.7). This value is added to the roll made when
fox has just appeared from nowhere. The fox bares itgasting a spell. Hence, a character who is encumbered by
teeth, but rapidly thinks better of it and makes a sharptwelve points would roll 1d100 and add 12 when attempt-
exit. Embarrassed but at least not mauled, Orm tries againing to get under their U% value. Note that this greatly
this time rolling a 67 to cast, a success. Both the fumbléncreases the chance of a spell fumble, such that an en-
and the cast cost the spell’s usual 2 spell points, so Orncumbered wizard can make a dangerous travelling com-
has now used 5 spell points today, leaving him just 3 untipanion. Wizards tend to travel light.
he has slept again.
NPC wizards.The process by which wizards learn
Sometimes, a wizard may wish to expend additionalspells (making regular L% rolls) means that in order to
magical energy in an attempt to increase the power of generate NPC wizards correctly, a GM would have to simu-
spell. This is known as boosting a spell, and is accomiate that wizards entire E.P. advancement background, a
plished by spending more than the usual number of spetime consuming and dull procedure. Instead, it is recom-
points. For every additional spell point used, the strengtimended that when generating NPC wizards, GMs assume
of the spell is increased by one point. However, increasthat each spell was increased to a L% of 50 before it was
ing the power of a spell in this manner makes its energyearnt, and that spells were not invested in at double cost
more difficult to control; the standard spell fumble thresh-(i.e. when they were of the most recently acquired level).
old is decreased by one point for every additional spelOnly those spell at the currently most recently acquired
point expended to boost it. level should be assumed to have cost double. This radi-
cally improves the speed of NPC generation while sacri-
Example: Soronus Flamehand is an experienced ficing relatively little in the way of realism. The NPC
wizard with 20 spell points per day. As he and his comwizards (and other magic users) presented in the bestiary

panions enter a courtyard, the GM informs them that theychapter were created in this manner. For these NPCs, the
see two guards at the far side, some 100 feet distant. The
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individual spells known are not specified. Instead, a par-
ticular number of spells are specified at each E.P. level 5.2 Psionic magic (blue)
(e.g. 3 spells to 100% at 8000 E.P.s). GMs can select the
precise spells an NPC knows, or roll them randomly, based

on the magic user’s primary motivation, using Table 23 of The psionic is a subtler weaver of magic than is the
the TABLES booklet. wizard. They have fewer spells available, and focus on

the power of the mind, in particular gaining influence over
Example: A GM is creating an NPC wizard for his the minds of others. Their spells may sometimes lack the

players to battle in an upcoming adventure, and decide®yrotechnic flare of other mages, but they can be just as
to give him 27000 E.P.s. Having assigned statistics, skillgffective. In game terms, the procedure for learning and
and so on, and spent the wizard's adolescent E.P.s, he go&§ing psionic magic is almost identical to that followed
on to provide his NPC with a spell-casting kick. Initially, for wizard magic. L% and U% values are raised in the
he purchases an additional 7 magic points, leaving 2000¢ame manner, and spell descriptions are phrased in similar
E.P.s to spend. All of these will be invested in learning€rms, while spell points costs and nightly recovery rates
and using spells, so the value is simply divided by 20 (thare also identical. However, there are three important dif-
cost per percent) to give 1000% to play with. The NPCsferences.

base Learn %alue is 24. This value must be raised to 50 Firstly, psionics have no spell book. All of their
for every spell the GM wishes him to learn, at double cosgPells are memorised, and there is no need for them to at-
for the 16000 E.P. spells (those most recently aquired)tempt to purchase or hoard them. Rather, upon reaching
The GM decides he will learn ten spells, one of them &n E.P. total at which new spells might be gained, a psionic
16000 E.P. spell, for a total cost of (26 x 9) + (52 x 1) = character will immediately have all the spells listed under
286%. This leaves 714% to be spent in U% values, witfhat E.P. level available to learn. They must of course still
the 16000 E.P. spell costing double, and any spells raise§Pend E.P.s on increasing the L% values of these spells in
above 100% costing double (this character is not so expethe way outlined above for wizards, but a psionic will al-
rienced that the GM wishes to raise any spells abovevays have all the spells of a level lower than his own E.P.
200%). In this case, the GM wishes to select the ten spelf§tal available to try and master.

himself, although he could have rolled them randomly us-
ing Table 23. Example:Gegel the Wise is a psionic adventurer of

middling experience. Atthe end of a session, the GM gives
him an E.P. award of 3400 E.P.s, taking his total up to
17800. At this point he has advanced beyond a new spell
level (the 16000 E.P. level) and is immediately able to write
the six new spells available at this level on page 3 of his
character sheet. The L% values for these spells are at his
base learn %alue, and assuming he increases each by at
least 1 point (at double cost) he will have a roll to learn
them.

The second difference between psionic and wizard
magic is that psionic spells require no binding ingredients.
Their power derives entirely from the mind of the psionic,
not from the exploitation of the magic inherent in physical
matter. The third and final difference is that spell casting
is a subtler affair for the psionic. Wizard magic requires
extravagant gestures and vocalisations; it is obvious to an
onlooker that something odd is going on. For psionic
magic, whispered words are enough, still evident to the
interested observer, but rather easier to disguise when not
the focus of attention. When not being watched, psionics
can spell cast without drawing comment; when under ob-
servation, they should make an acting roll if they wish to
disguise their spell casting efforts (as should wizards and
other mages under all circumstances), but receive a + 20
for these attempts.

132



Chapter 5 Magic

filiation. The six dimensions represent:
5.3 Priest magic (all)

Fire (red). Chaos, war, destruction, mutilation, lust,
) ) ) . _ . pride (etc.)

Priests are a particularly flexible occupation within
the Hexicon system, gaining both com.bat sk_iIIs .and a Water (blue). Order, law, expansion, diplomacy,
number of potent spells. They gain their magic dlrectlyWiSdom progress (etc.)
from their deity, channeling the power of their Gods on ' '
the mort_al plane. Not al! devotees of a d.EIt)./ w.|II. gain Air (grey). Structure, might, slavery, self power,
these miraculous powers; only a few special 'nd'V'dualsconformity (etc.)
are touched by the hands of the Gods. While the rules gov- '
erning the learning and use of priest magic are almost iden-
tical to those already presented for psionics (above), a fe
background details require clarification.

A given priest can learn only a subset of the priest
spells listed in the MAGIC booklet. Priests all have a par- .
ticular dimensional affiliation. There are six dimensions &nd birth, beauty (etc.)
available (fire, water, air, earth, life and death) but priests
affiliated to the earth have a special separate occupation ~ Death (black). Ugliness, evil, deception, hatred,
(the druid) whose magic is detailed in the next section ofain, murder (etc.)
this chapter. Those worshippers linked to the other five
dimensions learn priest spells as detailed here. All priests ~ ExampleA GM is running a campaign in the Korin-
can learn those spells listed as “base priest spells”. In adthar world system. One of his players wishes to play a
dition to these spells, priests gain a further selection oPriest, but is not particularly taken with any of the reli-
spells that is specific to the dimension to which they aredions detailed in the WORLD ATLAS. The GM suggests

affiliated (identified under the “priest colour” heading in that they play a human character coming from one of the
the MAGIC booklet). Central City States, as the WORLD ATLAS does not pro-

vide detailed descriptions for all of these diverse regions.
This being the case, the player can suggest a religion for
one of the unspecified states, subject to the GM's approval.
The player asks if he can worship Garali, God of time,
and the GM agrees. “Time” is not explicitly included in
any of the dimensional descriptions, but the GM feels that
it is best fitted to the dimension of water, which includes
the characteristics “order” and “progress”. He therefore
declares that priests of Gerali will be blue. The player is
content with this decision; his character will be able to
learn the base priest spells, and those additional spells
listed for blue priests.

Earth (green; druidic). Nature, wildness, free-
Vc\iom, duality, growth (etc.)

Life (white). Love, peace, truth, purity, creation

Priests learn and use spells just like a wizard, ex-
pending and recovering spell points in an identical man-
ner. Like psionics, they require no spell book and use no
spell ingredients. They are automatically able to try to
learn the spells listed for their dimensional affiliation (and
the base priest spells) as soon as they reach the requisite
E.P. total. Note that priests have less spells available than
the pure magic professions, but that their costs for devel-

_ e =" =g oping other skills (such as combat) are considerably lower.

B e e == Their magic is also less catastrophically affected by en-
e Anna SzypSZa§  cumbrance. Like wizards, they must add their encumbrance

value to the d100 roll made to cast a spell, but if, as a result

The choice of dimension is not arbitrary, but rather Of this addition, their roll is raised into the spell fumble
reflects the characteristics of the God that is being worfange, they simply fail to cast the spell rather than fum-
shipped. Each dimension represents specific characteri§ling it. They can still spell fumble, but only omatural
tics. If the worshipers of a given God extol the character{unmodified) roll in excess of the spell fumble value for a
istics that are listed for a given dimension (below), priestdIven spell strength. Boosting spells will still increase the
devoted to that God will be affiliated to that dimension. likelihood of a spell fumble in the standard manner.

For those using the Korin-Thar world system, many reli- — o _

gions are described in the WORLD ATLAS, with their  Example:Orneli, priest of Gerali, is attempting to
dimensional affiliations listed. These religions are not@id acompanion who has been poisoned by a roguish gam-
exhaustive, however, and the GM s free to create neW!ing adversary. He tries to casegate toxinsa spell he
religions and assign them an appropriate dimensional afdas access to because of his blue dimensional affiliation.
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Orneli has leant the spell, and has a U% value of 110. He ————————————-—-————— 6.
wears light armour, and is encumbered by 16 points. Roll- 5 4 Dyyid magic (browr)/g reen)
ing to cast, he gets a 90, for a total of 106. Although this
is below his U% value, it is above his fumble value for this
spell (96+). Were Orneli a wizard, he would have to roll Druids are priests who are affiliated to the dimen-
to determine the nature of the resultant spell fumble. Howsion of earth, encompassing those Gods representing na-
ever, he is a priest, and as such his natural roll needs to béure in all its guises. Druid magic is rather different to that
96 or greater for him to fumble. He rolled a 90, so doesdescribed so far; druids do not learn spells, but rather have
not fumble, but instead fails to cast the spell. This beingt Number opowersthat they have already learnt during
the case, he expends half of the normal spell points in thE1€ir apprenticeships. Initially, most of these powers are
standard manner (2/2 = 1 point in this case). Note thatdifficult to use, but they can be improved through the ex-

had Orneli boosted this spell by six points, he would havéenditure of E.P.s. Druid powers are summarised in the
spell fumbled in the usual way. MAGIC booklet, but more fully described here.

All druids have a great rapport with animals. Ini-

GMs should note that priest magic requires the samdially, they must select an orientation towards a specific
kind of extravagant gestures and vocalisations as wizar§ubgroup of the animal kingdom: feline, canine/ursine,
magic does; itis obvious to observers that Something mysequine/bOVine, rOdent, bird, lizard or fish. This orienta-
tical is being attempted. There is one additional feature ofion is known as aaffinity. Druids begin with a single
priest magic that differentiates it from those forms previ-affinity, but can purchase additional ones, albeit at a con-
ously described:; use of ritual. Priests of a single faith cagiderable cost (10,000 E.P.s). Each of the five powers de-
group together to assist in the casting of a single spefcribed below exidor a given affinity. They must be de-
through use of the ritual skill. Typically, a ritual is per- veloped for that particular affinity; the purchase of a new
formed that involves group prayer, sacrifice and the like (&ffinity gains the druid a new five powers for the new af-
time consuming process), culminating in the casting of dinity, which again begin at baseline levels (as described
Sing|e enhanced Spe”. In game terms, the process is nB?lOW) The affinities relate to the fOIIOWing animals (from
instant, taking around fifteen minutes. A single priest lead$he bestiary descriptions):
the ritual and casts the final spell, but all other priests
present are permitted to lend him spell points in order to ¢ Feline. Cat (domesticated), leopard, lion.
boost the power of the spell. However, unlike normal * Canine/Ursine Bear (brown), dog (hunting), fox,
boosting, these borrowed spell points do not increase thgqs.
chance pf a spell _fumble. Th_is process is not a_utomatip. « Equine/bovine.Bull (domesticated), horse (rid-
Each priest donating spell pom_ts must make a ritual Sk'!ﬁng), horse (war), mule, stag.
role above (number of spell points donated x 10) or their
donation will fail, with the donated spell points lost. Ad- ) :
ditionally, the priest receiving the spell points must make * Bird. Bird (small), eagle, hawk.

a ritual roll above (total number of spell points received x ¢ Lizard. Crocodile, snake (poisonous), snake (con-
5) or all the spell points donated are lost and no benefit istricting).
obtained. He must also roll to cast in the standard manner. * Fish. Fish (medium), shark (medium).

* Rodent.Mouse (field), rat (brown).

~ Example:Omneli has gathered at a church council Example:Gorf Woodenstaff is a starter druid. She
to discuss ecumenical matters. Various poor diseased folkegins play with a single affinity and its five related pow-

have gathered in hope of receiving divine assistance. I@rs at baseline level. Gorf selects the feline affinity, being
particular, one poor fellow is in near constant pain, hav- particularly bonded with cats.

ing been cruelly cursed with stomach ulcers after refusing

to swear adherence to a dark cult. The gathered priests Druid powers.Each of the following five powers
decide to participate in a ritual to remove the curse; Ornelijg gainedper affinity. Hence a druid will begin with five
will lead the ritual and actually cast themove cursepell. powers at baseline levels, but will gain another five when-

After a period of chanting and manipulation of relics, three o\ er 5 new affinity is purchased (for 10,000 E.P.s).
of the gathered priests attempt to donate four spell points

each. They each require ritual rolls with success levels of 1. Familiar. A druid gains a familiar (one per affin-

4 x 10 = 40. Two are successful, but one fails, so whilg, i tact). A familiar is an animal, selected from those
each expends 4 spell points, Ornelli will receive a maxi-creatures in the bestiary associated with a given affinity

mum of 2 x 4 = 8. He must first make aritual roll based Onésee above list). Familiars are not standard animals how-
the full amount being donated (12 points), S0 requires a ey they carry with them a fragment of the druid they
x12=60. Inthe event he is successful. All that remains iggrye's spirit. For this reason, they are unusually intelli-

for him to cast the spell. Ornelli has a U% Of 88 with this ge . their intelligence statistic equals the druid’s intelli-

spell, so will fumble on a 96 or greater (this value bei”ggence divided by 2. They are tightly bonded to their mas-

unaltered by the boosting spell points donated). A 67 iers; from the beginning obeying the druid’s commands
rolled, a success, costing Ornelli the standard 5 spell poiNntSynquestioningly. The quality of the druid-familiar link

The spell's strength is now 8 (from the U% of 88) + 8 (spellyepends upon the familiafisk level. Familiars begin at
points successfully dontated) = 16. link level 1, but can be raised up to a maximum link level
of 5 at a cost of 1000 E.P.s per level, with the following
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benefits: cat instead. The animal is at link level 1, so will obey
verbal commands. It has the statistics of a standard cat,
Level 1:familiar obeys verbal commands (as long except that its intelligence is 7 (half of Gorf’s intelligence
as it can hear them.) of 14).

Level 2: familiar obeys mental commands, which 2. Totemic statistical bonusThe druid gains a spe-
can be heard up to 1 km away. NB. Thisasthe same as cial statistical mod dependent upon their affinity (and ad-
a telepathic link; the communication is one way. ditionally gained for each affinity purchased). They gain

a +2 in two stats, which should be recorded under “mods”

Level 3:the druid gains the familiar's senses at will, in the stats box of the character sheet. They also gain a
up to a range of 1 km. Their own senses are lost at thispecial ability, again dependent upon their affinity. These
time. are listed below:

Level 4:above powers now have a range of 10 km. Feline: +2 agility, hearing. Enhanced night vision
(as if it were a gloomy day, but still requires a little light to
Level 5: above powers now have a range of 100 kmoperate).

Familiars can be left alone (or back at home) for Canine/ursine:#+2 intelligence, smell/taste. Track
indefinite periods without difficulty (particularly relevant skill gained, with special +30 other mod.
for fish familiars). The death of a familiar is a great emo-
tional loss for a druid; no new familiar is gained in its place Equine/bovine+2 constitution, hearing. Rapid run-
(unless the affinity is repurchased). Familiars will do what-ning; +1 sprinting pace (+0.5 jogging, +0.3 walking).
ever their master commands, making extremely loyal com-
panions. Familiars age with their masters, dying a natural Rodent:+2 dexterity, touch. Light bones; takes only
death at the same time as the druid to whom they are linkedne fifth (x0.2) normal damage from falling.

Example: Gorf, our starter druid, must select a fa- Bird: +2 soulstrength, sight. Enhanced peripheral
miliar. Although she is tempted by a large, dangerous comvision: 270° viewing angle.
panion, she recognises the familiar's potential value for
spying and the like and decides to select a domesticated Fish: +2 will, touch. Can breath without air (in
gas, smoke etc., not just water).

Lizard: +2 strength, smell/taste. Tough skin gives
extra armour, 2 (2), 2 (2), 2 (2), 1 (1).

There is a caveat however. These benefits are de-
pendent upon the druid’s familiar. If the familiar dies, the
druid looses the associated special ability and their +2 stat
mods change to become —1! Note that druids should choose
an affinitybeforecalculating their stat mods for skills etc.

(to save having to change them all). Stat mods must be
recalculated when a new affinity is purchased or a familiar
dies.

Example:Gorf has the feline affinity, so she gets a
+2 mod to agility and a +2 mod to hearing. In addition,
she gains enhanced night vision. However, should her fa-
miliar be killed, she will loose her night vision and have a
—1 mod to agility and hearing instead of her current +2.

3. Talk to animals.Druids have the ability to com-
municate with animals with which they have an affinity.
These animals will tend to be friendly towards the druid,
but will not simply follow commands, and are still liable
to become angry or bored. They are likely to answer ques-
tions as honestly as possible, but GMs should bear in mind
that most animals are not particularly intelligent, and are
unlikely to be able to deal with abstract concepts and the
like.

The ability to talk to animals is not automatic, but
depends on a d100 roll. It costs 2 spell points to try and
talk to an animal, and the expenditure is made whether the
attempt is successful or not. Only a single attempt can be

Ingeborg Eilertsen 2003
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made with a given animal within a 24-hour period. It takes 5. Metamorphosis Perhaps the druid’s most im-
a druid one action to use ttadk to animalgpower, which  pressive power is the ability to take on the form of an ani-
can be used in place of a free action. The druid’s baselinmal with which they are affiliated. This is not simply a
(starting) percent chance of using the power successfulldisguise; they gain the skills and abilities of the animal
is calculated in an identical manner to tese learn %  into which they have changed, but retain their own intelli-
value for a wizard. Intelligence is treated as a primarygence and thought processes. In fact, they will often make
mod, will as a secondary mod, and the “+” sign droppeda particularly impressive specimen of whatever animal they
from the resulting skill mod calculation. Overall negative have become. The druid performs actions as if they were
mods are treated as 0. The druid can increase his chantte animal in question, using the statistics presented in the
of using the power by expending E.P.s. For every 20Mestiary, but gets to add their own “E.P. mod” values from
E.P.s spent, he gains a +3, or increases the skill by his bagéeir skills to the values shown. Hence a druid who had
line value divided by three, whichever is greater. Thisbecome a bear would fight using the bear’s claw attack,
power cannot be raised above 100% but would get to add his own unarmed skill E.P. mod to
the attack mod shown for this attack. Similarly, a druid
Example:Gorf has an intelligence of 16 and a will who had become a shark could add his own swim E.P.
of 12. This means that her baseline percent chance of usaod to the animal’s already impressive swim skill mod.
ing the talk to animalpower is +12 + 2 = + 14 = 14%. Note that it is the E.P. mod that is added, not the total skill
Should she wish to increase this value, it will cost her 20Gmod (which will depend on the druid’s, not the animal’s,
E.P.s per advancement, and she will gain a +5 each timestatistics).
(14/3 = 4.67 = +5, which is greater than the minimum It takes a druid 2 actions to physically transform
increase of +3). Initially, she decides to spend 1000 of heinto an animal (during which time they can take no other
apprenticeship E.P.s on this power (note that she cannoaction as their body morphs). Note that clothing and pos-
spend her adolescent E.P.s on druid powers), giving hesessions do not need to be discarded, but will seem to dis-
five advances or a +25, for a 39% chance of using thisappear for the duration of the change. The power is in-
power. creased and used just like the previous two powers de-
scribed, but costs 4 magic points to initiate, and 400 E.P.s
4. Summon animals.A druid can attempt to sum- per advancement to improve. There is one further differ-
mon animals with which he is affiliated. This does notence. A failure to use the power does not just cost magic
mean that the animals appear out of thin air, as in othgpoints; it may cause the druid to temporabigcomethe
summoning magic. Rather, they are called from the surintended animal. Their own will becomes completely sub-
rounding area. The GM must determine how many sucimerged, and the animal then behaves in whatever way the
animals there are within 300 feet of the summoning druidGM deems appropriate for 1d6 minutes until it suddenly
which will very much depend on the location of the druid. reverts to humanoid form. Any timenaetamorphosiat-
Hence a druid with the rodent affiliation who summonedtempt is a failure, 1d6 should be rolled, with a 6 leading to
in a northern city might find two or three hundred ratsthe animal’s will becoming dominant. Note that even when
heeding his call, whereas a druid with the canine/ursinghe power is raised to 100%, a roll or 99 or 100 is a failure
affiliation would probably gain five or ten dogs, and one and requires a roll of this type. Once metamorphosed, a
with the lizard affiliation would get little or no assistance. druid can stay in animal form for up to 6 hours.
Animals summoned in this manner will make their
way to the druid as rapidly as possible. They will be Example Gorf has a baseline of 14% with thneta-
friendly to the druid, acting in a protective manner towardsmorphosigpower, and spends 2000 E.P.s on five advances
him, but will not obey his commands in an unthinking to increase this value to 39%. Early in her adventuring
manner and will certainly not commit suicide on his be-career, she decides to try and change into a black panther
half. This means that they will snarl rather than attack(for which the GM will use the leopard statistics). Her AT
and if provoked to attack will retreat upon being injuredis 9, so it will take her 18 counts to physically change form.
or cowed. They are still animals and will act in an appro-She rolls to use the power, and gets a 32, a success (had
priate manner. she failed, she would have needed to roll 1d6, with a 6
Thesummon animgbower works in a very similar leading to a loss of control in animal form for 1d6 min-
manner to théalk with animalgpower. Its baseline value utes). Gorf makes an impressive panther. As a human,
is calculated in an identical way, and it is increased up tshe climbs at + 15 (+9 stat mod, +6 E.P. mod), dodges at
100% by a similar process, except that each advance costs24 (+12 stat mod, + 12 E.P. mod), fights unarmed at
300, not 200 E.P.s. Ittakes a single action to useutime  +12 (all stat mod), has a strike level skill of +8 (all stat
mon animalpower, and costs 3 spell points, with a failure mod) and an initiative of +18 (+9 stat mod, +9 E.P. mod).
to use still costing the full 3 points. Summoned animalsAs a panther, she will climb at +36 (+30 for a panther
will disperse after 2d6 minutes. plus her E.P. mod). When fighting, she dodges at +52 (+40
for a panther plus her E.P. mod) and attacks with her claws
Example: Gorf has an intelligence of 16 and a will at +45 (as a panther, as she has no E.P.s in unarmed) with
of 12, so her baseline chance of usingghexmon ani- an initiative of +34 (+25 for a panther plus her E.P. mod).
malspower is 14%. Each advance she purchases will gairHer strike level is as a panther (70) as she has no E.P. mod
her a further +5 and cost her 300 E.P.s. She decides tdn this skill.
spend 1200 of her adolescent E.P.s on this power, for a
+20, so she begins play able to use the power at 34%. Druids purchase and regain magic points in the
standard manner. As previously noted, they can purchase
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an additional totem for 10,000 E.P.s, with powers begin-

ning at baseline levels.

Anna Szypszak

5.5 Shaman magic (red)

Shamans are masters of the spirit world, able to com-
municate with and control its inhabitants and draw upon
their knowledge and power. Like priests, they undertake a
fundamentally religious role, but draw upon very different
forces to magically influence the physical world. The na-
ture of their magic makes them particularly interesting as
NPCs, but willing GMs should feel free to let interested
players experiment with them.

Shamans learn spells in exactly the same way as
wizards do (by boosting the appropriate L% value), but
use no binding ingredients. Like psionics and priests, they
immediately gain access to all spells of a given E.P. level
when their own E.P. total exceeds that level. They also
determine their chance of casting and spell strength in the
standard manner (by boosting their U% values). How-
ever, their use of magic is rather different to the occupa-
tions previously described. For one thing, shaman spells
have no casting time values. This is because their magic is
ritualistic, not immediate. To cast a spell, a shaman re-
quires one hour of chanting and related ritual activities,
centered around midnight (i.e. approximately 11.30 to
12.30). During this time, they can cast as many spells as
they have spell points for. These spells do, however, cost
rather less than normal in terms of spell point expenditure.
Shaman spells cost only half as much as wizard spells of
an equivalent level, rounding up (e.g. 3, rather than 5 spell
points for a 16 000 E.P. spell).

ExampleOlmat Kanir is the village shaman for the
isolated Virdue tribe of Southern Darkwood. The Virdue
are going to war on the morrow, and Olmat has been busy
preparing the braves with magical assistance. As the witch-
ing hour approaches, Olmat begins to prepare his hut for
the ceremony to come. This evening he will be attempting
to cast seven 8000 E.P. spells, two 64 000 E.P. spells, two
2000 E.P. spells, one 4000 E.P. spell, one 16 000 E.P. spell,
and one 1000 E.P. spell. If all his cast attempts are suc-
cessful, he will expend his full complement of 30 spell
points. Note that this number of spells would cost other
magic users a total of 55 spell points.

With the exception of two unusual spells that are
fully described in the relevant section of the MAGIC book-
let (commune with spiritandspirit flight) all shaman spells
relate to the summoning and binding of spirits to the physi-
cal plain. Summoned spirits come in two basic types; el-
emental spirits and animal spirits. Elemental spirits are
spirits of air, earth, fire and water, which are linked to natu-
ral phenomena (e.g. an air spirit might be the spirit of the
north wind or the spirit of the cavern mouth, an earth spirit
might be the spirit of the white mountain or the spirit of
the long canyon). Animal spirits are the spirits of particu-
lar creatures (such as the spirit of the she wolf or the spirit
of the albatross). To summon a spirit, the appropriate physi-
cal matter must be at hand. In the case of elemental spir-
its, this means an appropriate geographical feature (e.g. a
river for a water spirit, a campfire for a fire spirit). For an
animal spirit, the appropriate animal must be sacrificed
(bled to death) during the summoning ceremony. There
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are two additional types of spirits that can be summonedusing aprepare living hosspell), victory over the spirit
by shamans; rage spirits and disease spirits. The formewill gain it benefits as described in the following sections
must be summoned when the moon is full, but requires nand specific spell descriptions. If the creature is victori-
other physical substrate. The latter requires a humanoidus but has not begmwepared,the spirit is simply ban-
or animal suffering from the appropriate ailment at handished to the spirit world. If the spirit is victorious, how-
when summoning occurs, and is likely to cure the ailmengever, it will control the possessed creature for the duration
in question (see the spell description). of thesummorspell (in the case of animal and rage spirits)
or infect them (in the case of a disease spirit). A human-
Example:Olmat’s chief has followed his advice and oid possessed by a rat spirit, for example, would most likely
will be attacking his enemies when the moon is full. Olmaattempt to scuttle towards some warren-like cover.
is attempting to summon a rage spirit, so this timing is In the case of living hosts that have been prepared,
important. He sets himself a hot white fire in his hearth,whether the spirit has been directly summoned into them,
as he wishes to summon a fire spirit this evening. Finallypr released from an object near to them, a battle of wills
he has requested over the past month that members of tineust be resolved. Note that elemental spirits cannot take
tribe attempt to capture roaming animals, and now hasa living host under any circumstances. A victory in this
three wolves muzzled and bound up, ready to open theipattle of wills for the prepared host will gain them special
veins when the time comes to summon up their spirits. benefits, as detailed in the specific summon spell descrip-
tions, for the duration of thereparespell. A defeat will
To bind a spirit to the physical plainhast must be  leave them possessed, for the (usually shorter) duration of
prepared. Hosts come in three types; organic (things likthesummorspell, or infected in the case of a disease spirit.
wooden staves), non-organic (things like metal and stone The battle of wills is conducted as described in the
blades or jewelry) and living (usually humanoids friendly section on statistical battles in the chapter on the gaming
to the shaman). Typically, a shaman will initially prepare environment (section 4.1.8). The spirit’s will statistic de-
a host with the appropriapgeparespell, then summon a pends upon the strength of the spell used to summon it. A
spirit to inhabit that host. The spirit will continue to in- shaman can summon a spirit with a will equal to his spell’s
habit the host for the duration of theeparespell, then  strength or below. Spirits with higher wills are more pow-
return to the spirit world from whence it came. The ef-erful, but equally more likely to control their hosts rather
fects will vary, depending on the type of host and the typehan being beaten and granting special benefits, so the sha-
of spirit. Hosts must bprepared for each spirit they are man may choose to summon a weaker spirit. For living
to bind; a singl@reparationdoes not suffice to hold mul- hosts who have begmeparedhalf the strength of thare-
tiple spirits. pare spell is added to their will before the battle begins,
For organic and inorganic hosts, in addition to thegiving them a much improved chance of victory. Victori-
preparing of the host and the summoning of the spirit, aus creatures that have not been prepsiragly succeed
releasespellis required. This specifies the conditions underin banishing the spirit.
which the spirit is released from its host, either on the ut- Briefly, a battle of wills is conducted as follows.
terance of a word (thelease wordspell) or some more Host and spirit roll 2d10 and add their will to the roll.
general condition, such as the desecration of a tomb or thEotals are compared and the differefbetween the two
drawing of blood with a weapon (thelease condition values is subtracted from the loser’s (lower roller’s) statis-
spell). tic. This loss is not permanent; it is simply recorded to
resolve the statistical battle, with the original will value
Example: Olmat will prepare one organic host (the being restored upon completion of the contest. If the los-
chief's wooden arm band), one inorganic host (the stoneer’s statistic value has fallen to zero or below, they have
head of the chief’s spear), and four living hosts this evenindost the battle. If not, another round commences, with both
(the chief, two braves, and one elderly brave who will beparties again rolling 2d10 and adding their new, adjusted
making a significant sacrifice at the battle). He is suc-statistic. Each round takes 1 second.
cessful in casting all six spells. The spells’ durations de-
pend upon their strength. For Olmat, the living host will Example: The three braves must now engage in
be primed to receive spirits for the next 30 hours (also théattles of will to try and master the wolf spirits. Olmut
amount of time any spirit they do receive will remain within has thesummon wolf spiritspell at strength 18, so can
them). The objects are both able to receive and hold spirsummon spirits with wills of up to 18. In the event, he de-
its for 20 hours. Olmat summons a fire spirit to inhabit cides to summon will 12 spirits (which will offer the braves
the spear head and a rage spirit to inhabit the woodent+4 strength and smell if mastered). Olmytiepare liv-
arm band. He also summons the three wolves’ spirits anihg hostspell is at strength 15, so the braves get to add 15/
directs them into the bodies of the braves. 2 = 7.5 = 8 to their own wills for this battle, giving them
effective wills of 19, 21 and 17 respectively. The battles
When an elemental spirit is released from its host, itare conducted, and the old brave and one of the young
willimmediately manifest itself in physical form, as speci- braves are victorious, while the other young brave looses
fied in the spell descriptions (e.g. a jet of flame for a re-the contest. Olmut is prepared, with two other braves at
leased fire spirit). For animal, disease and rage spiritshand, so that as the young brave begins to snarl, backs
upon release the confused spirit will attempt to possesmto a corner, then attempts to leap at and bite one of the
whatever creature is closest at hand. The spirit then efiumans around him, he is wrestled to the floor. He will
gages in a battle of wills with the creature that it is at-remain wolf-possessed for 12 minutes (the duration of the
tempting to possess. If that creature has Ipeepared  summon spell for a will 12 spirit). His comrades, how-
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ever, will gain the special benefits for the following 30 enough to summon earth spirits of his own, he intends to
hours (the duration of the prepare spells). add a rage spirit to the delights that await that unwitting

The rage spirit is bound into the chief’s armband. trespasser.

This is because he does not want to be filled with bloodlust
yet, but rather will wait until the battle commences, then

There is one final point to be made about shamanic

utter the appropriate release word (1 action). At this pointmagic. A shaman is not permitted to prepare himself as a
the rage spirit will be released, and attempt to possesdiving host. But then shamans rarely have difficulty mak-

him. As he will still be prepare@0 hours duration) he ing friends...

will gain benefits if he masters it, or be driven into an
uncontrollable frenzy if defeated (see thenmon rage
spirit spell description). The fire spirit in his spearhead
will not attempt to possess a living host (as it is an elemen-
tal spirit). Rather, it will immediately manifest itself as a
roaring fire, adding greatly to the damage of the chief’s
next attack (see the spell description).

A particularly impressive spirit binding can be
achieved by those willing to undertake a severe sacrifice,
if the shaman is in possession of #mebody spirispell.
More fully described in the MAGIC booklet, this spell
causes a bound animal spirit to partially transform its liv-
ing host, creating a hideous hybrid of man and animal with
impressive physical attributes. There is a high cost how-
ever; following reversion to humanoid form (at the end of
the prepare spell’s duration) the host undergoes violent
convulsions, and risks permanent physical and mental dam-
age.

Example: The elderly brave has successfully mas-
tered the wolf spirit Olmut summoned into him. Olmut
now attempts to cast tlembody spiritspell, and is suc-
cessful. The elderly brave collapses to the earthen floor
and begins to writhe in agony as his convulsing form
sprouts wolf-like features. Oversized canines thrust forth
from a projecting snout, and patchy hair adorns the sud-
denly hunched yet powerful form that rises, a horrific chi-
mera of man and wolf. As described in the spell descrip-
tion, a strength 12 spirit offers the brave +24 to his strength
and smell, and a +40 track skill bonus for the next 30 hours
(the duration of theprepare living hosspell). However,
when this time is up and his body once again suffers cruel
convulsions, he must make a separate save for each stat to
avoid permanent physical and mental damage (1d10 loss).

Finally, powerful shamans are able to leave long-
lasting deterrents against would be thieves and desecra-
tors. Spirits can be bound within an organic or inorganic
host almost indefinitely, by additionally summoning an
earth spirit. This spell, in combination with an appropri-
aterelease conditioncan leave a very nasty surprise for
pilfering adventurers.

Example: Olmut’s predecessor and one-time mas-
ter added to the potent protections scattered about the
tribe’s territory. To the north of the village lies the tradi-
tional burial place of the village chiefs. Woe betide any-
one who attempts to dig up these graves. An inorganic
host (a grave stone) has been used to bind a powerful fire
spirit here (in combination with an earth spirit) and has
the release condition of “digging up the graves”, such that
any desecrator will be met with a fiery burst of flame. The
spirits are bound permanently, until such time as a foolish
trespasser should release them. When Olmut is powerful
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5.6 Summoner magic (black)

The summoner is associated in the popular imagi
nation with a particularly dark and hated type of magic
Their tendency to deal with demons (denizens of the d
mension of death) has, in particular, made their art see
all the blacker, as well as earning them the pseudony:
necromancer.

In game terms, they learn and use their spells in

manner identical to wizards (with L% and U% values), |
but actually make use of them rather differently. Like wiz-| &
ards, they have spell ingredients listed, but these are 1|

quired at the time of casting rather than at the time of lear & 1
ing. Following their apprenticeships, summoners begiﬂ 4%

play with ten spells, learnt from their masters. These spel

must be recorded in a spell book; further spells can be pt| &

chased or swapped with other summoners should the o
portunity arise. As with wizards, having the spells in theil

books merely gives them the opportunity to learn and us

the spells when the appropriate E.P. level is reached. |

summoner’s original ten spells cannot be selected fror -

the 64 000 or 128 000 E.P. categories, with only one spe
permitted from the 32 000 E.P. category. Summoners u:
circle magic, of which there are three kinds: summoning

circles, protection circles, and mage circles. Note that eac..

type of summoning circle (e.gummon minor dempmust

be learnt (and purchased/swapped) separately for eaéﬁ
Howevef

potential species, constituting a separate spell.

once the basic spell has been obtained, species variatio . o
fnce of its activation word).

are much cheaper/easier to acquire, requiring only the a
dition of the new species’ true name in the language o

magic. Hence a summoner can possess and learn maH

more than the 24 spells described in the MAGIC booklet

Example:Benra the Blue has just completed his

apprenticeship as a summoner, and must select ten speﬁé1
for his spell book. Although he will not have enough E.pd

to try and learn them yet, he selects a few powerful prote
tion and mage circles, takingage circle: physical leach,
protection from evil, mage circle: animate deendl pro-
tection from demonsMore realistically, he also selects
protection from animals, protection from undeadmage
circle: sight. This leaves him three summoning circles. In
the event, he goes for a fornrsafmmon large animal (sum-

mon lion),a form ofsummon lesser undead (summon major

skeleton)and a form osummon lesser demon (summon
higher demonic minion).

Circle magic, like shamanic magic, is ritualistic. It

takes around three hours of preparation to draw and readg

a circle for activation, and potentially expensive ingredi

c

(e.g. by using decipher magispell); it is the drawing
the circles that only summoners are able to complete.
ﬁ\gtivating a circle takes only a single action (the utter-

For mage circles and protection circles, there is lit-

more to using them than that. The first time the circle

IS used (when it is drawn), the summoner rolls to cast. If
successful, he expends the appropriate number of spell
points, the ingredients are bound into the circle (hence lost)
d the circle is activated. The circle will then maintain
ts effect (usually protecting or otherwise affecting those
ithin its perimeter) until the summoner decides to deac-
tivate it. While the circle remains active, the summoner
cannot regain the spell points he has expended, even
through sleep. As soon as the circle is deactivated, he is
able to regain these spell points (but does not immediately
do so; a night's sleep is still required). To reactivate the
circle, the summoner (or anyone who can establish the cir-
cle’s function) expends the necessary number of spell points
and attempts to roll under the U% for the relevant circle
spell at the time the circle was created. Even permanently
based summoners will often erase and recreate circles, with
the concomitant use of spell ingredients, when they have
creased their relevant U% value (thus boosting the cir-
e’s strength and lessening the chances of a spell fumble

f

W

ents are consumed the first time the circle is activated (Se\ghen the circle is used).

individual spell descriptions). However, if a circle is not

deliberately cleaned away, it can be reused without ex-

4}

)gte a protection circle, using hggotection from undead

pending further ingredients (making a home base a ve
useful thing for a summoner). Circles have no duration
such; as described further in the sections that follow, the

tivated by th dit f spell points, which aré S Lo
are acivarec oy te SxpendiLne of spet! poin's, twhic ar_80. Carefully he draws the intricate circle in chalk, then

not regained by the summoner until the circle is deacti

vated. In fact, anyone with spell points can activate a pre

Example: Benra the Blue has established a base in
coastal cave and decides to attempt his first spell cast-
g away from his master’s prying gaze. He will first cre-
pell. Benra has learnt the spell, and has a U% value of

places the spell ingredients he has acquired in the appro-

pared circle, assuming they can work out what its functiorpriate positions. The process takes around three hours.
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He then activates the circle. Benra rolls a 65, a successful Example:Having established his protection circle,
cast, and expends two spell points. The circle is now acBenra the Blue now proceeds to draw a summoning cir-
tive, absorbing the various spell ingredients into its shift-cle: summon major skeletorOnce drawn, the circle can
ing outlines, such that any undead within its perimeter willbe reused, but for a summoning the relevant ingredients
be at -32 on all actions. It will remain active until Benra will be required each time, a potentially expensive proc-
deactivates it, at which point it will again look like an in- ess. Having drawn the circle and placed the necessary
nocuous but elaborate chalk design. Until that time heingredients, Benra retires to within the relative safety of
will be unable to regain his two spell points, even if hehisprotection from undeacircle to utter the relevant word
rests. Once deactivated, the circle, if left, can now be reef magic. He is well aware that even protected thus he is
activated by Benra (or another spell user of any profes-unlikely to be a match for the undead, but there is no-one
sion who deciphers its purpose) at a cost of two spell pointshe can trust to assist him with this dark magical ceremony.
Benra is unlikely to erase it for the time being, as it has Benra rolls to cast, and is successful with a 39. A
cost him a lot of silver to establish it... major skeleton appears within the circle, and the two are
immediately locked in a battle of wills. Benra has a will of
Summoning circles are a little more complex. Like 15, and gets to add a third of his summoning spell’s strength
protection and mage circles, they need only be drawn oncéo this value. His U% with this spell is 74, for a strength of
However, unlike other circles, the spell ingredients are re7, so he adds 7/3 = 2.33 = 2, giving him an effective will of
quired each time the circle is activated. Activation dragsl7. The major skeleton has a will of 12. This time Benra
the summoned creature instantly and immediately froms lucky, and reducess the skeleton’s will to zero in two
whatever other-dimensional or worldly location it currently rounds of mental combat (20 seconds). The skeleton must
inhabits and causes it to appear in the circle. The surmow do whatever it is told for the spell’s strength (7) x5 =
moner must then engage the creature in a battle of will85 hours. Benra can release it at any point before this
(see statistical battles in the chapter on combat and movéime (returning it to the place it was summoned from), or
ment, section 4.1.8). Each round of the battle takes 1@an engage in a further battle of wills at this point to keep
seconds. Victory means that the summoner has completts services (for another 35 hours), but without the special
control over the creature; it must obey their every verbak-2 bonus from his circle’s strength. He will be unable to
command exactly. Failure means that the creature is atgain the 3 spell points he has expended on this summon-
liberty to do exactly as it chooses; summoned creaturemg until the skeleton is released. He does however decide
are rarely pleased to have been summoned, so the pritw deactivate hiprotection from undeadircle, allowing
establishment of a protection circle from within which the him to regain the spell points from that casting with a night's
summoning can be conducted is a common precaution. sleep.
When conducting the battle of wills, the summoner
is permitted to add one third of the summoning circle’s
strength (as determined by the U% value of the spell when
the circle was drawn) to his own will. Hence a powerful
circle will offer a useful advantage. Once defeated, the
summoned creature is a complete captive for the circle’s
strength x 5 hours. At this point, the summoner must re-
lease the creature or engage in another battle of wills to
retain its services (wherever it currently is). The summoner
does not receive the circle bonus to his will for this or
subsequent battles of will (which are required every time
the circle’s strength x 5 hours go by). Whatever the case,
the summoner will not regain the spell points used in the
summoning until the creature is released. After this point,
they may be regained in the standard manner through sleep.
Note that while creatures are bound to obey the sum-
moner’s commands whilst in his thrall, they are fully aware
of their slave status, typically resenting it greatly, and are
likely to act to the fullness of their intelligence in exploit-
ing any loopholes that his verbal commands may leave. A
mischievous demon, for example, instructed to murder a
noble, might well take the opportunity to shout his tempo-
rary master’s name and address whilst making his escape,
unless explicitly prohibited from doing so. It should also
be borne in mind that a summoned creature retains its origi-
nal intelligence. Hence a summoned panther will not be
able to execute a sequence of commands in isolation; in
fact, it will be good for little more than attacking upon
command, or seeking out some place already well known
to it, because that's about all it will understand.
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5.7 Alchemist magic (white) Base metals.Covers the majority of metals, in-
cluding iron, copper etc. and also alloys such as steel and

] ) tin. These materials can hold a maximum of 5 spell points
Alchemists are rare even among magic users, angh runic charging

are more likely to appear in adventures as NPCs than player
characters. Their magic is notimmediate, nor even ritual- Semi-precious stonesRarer types of stone such

istic, taking weeks or months to complete. Alchemists bindaS opal, moonstone, amber etc. can be charged with up to
the spells cast by other mages into physical objects to Crés <pell boints of runi,c magic '

ate runed (magic) items and weapons. The resultant magic
items can be used by anyone who knows (or can decipher)

the approoriate power word. often providing areat ben- Silver. Silver is not only precious, it is also magi-
pprop P ' b 99 cal, being particularly valuable as a ward against the

efits without the expenditure of spell points. This stands . . .
) . iIndead. It can hold a maximum of 11 points of runic charg-
in stark contrast to the process by which they are create

when alchemists bind magic into objects they expend their 9"

spell pointspermanentlyFor this reason, a given alche- . . .

mist must engage in considerable research (gaining E.P,s qud' Gold has a relatively high capacfty for stor-

to buy new spell points) before creating an object and ish9 magical energy, !oelng capable of absorbing up to 18

likely to create only a few potent magical items in his/herPOINts of runic charging.

career. The rules presented here are provided primarily so i ,

that GMs can create magic items with which to occasion- Precious gems.The more expensive gems, such

ally arm their NPCs and/or reward their players, rathe/@S ruby, emerald, diamond etc. make effective capacitors

than because the alchemist is likely to provide a populafor Mystic energy, holding up to 24 points of runic charg-

gaming occupation. ing. Qf course, finding a stone large enough to carve runes
Alchemists begin play with a spell book contain- UPON is & serious challenge.

ing ten spells, purchasing or swapping additional spells ]

for their books in a manner identical to wizards (although Adamantine. This white-silver alloy of certain rare

their ten spells can be chosen from any E.P. level). Thefnd extremely expensive volcanic metals seems to burn

also learn and use spells in an identical manner to wizard4ith an inner radiance. It is capable of holding up to 36

(by boosting the relevant L% and U% values). As previ-Points of runic energy.

ously mentioned, their expenditure of spell points is rather

different. The cost for each spell is listed in the individual Mythryl. Animmensely valuable element of a pure

spell descriptions found in the MAGIC booklet, and is of- silvery blue, mythryl is the most prized of metals, and can

ten obtained by rolling a die (rather than being a set value)old up to 45 points of runic charging.

These spell points are lost forever, not being regained af-

ter a night's sleep. Blue Diamond. One form of the most expensive
Alchemist spells are always cast onto an item, oftenof minerals, diamond, is also the most magical. If obtained

a weapon, item of jewelry, wand etc. The spell ingredi-in a quantity large enough to draw runes upon, blue dia-

ents are often very precious, and are expended when tlreond can hold up to 55 points of charging.

spells are successfully cast, not when the alchemist attempts

to learn them. All alchemist spells result in the creation of Eog. Eog is a simple black stone, but has rare magi-

runes, beautiful patterns of mystic sigils that appear to shiftal powers. It cannot itself be used as a host for runic magic,

before the viewer’s eyes. Typically, an alchemist must casbut when forged into a perfect circle or sphere will act to

a series of spells in order to imbue an object with a parfocus and enhance magical energies. In game terms it will

ticular power in a single rune. However, physical materi-increase the number of spell points that can be used by

als have an absolute limit in terms of their capacity foranyone holding such an artifact (see the later notes on the

holding magical energies. An alchemist cannot expendoften inorganispell).

more than the material’s limit in spell points upon an item

produced from that material. Hence a mythryl sword will Some of these materials have special advantages

be able to hold more runes (and therefore be imbued witivhen used for the production of weapons and armour, quite

more powers) than a steel one. Note that runes take updependently from any runic properties they may possess

space, even if very finely crafted, so for multiple runes aas a result of alchemy. These special qualities are summa-

larger object will be required. Hence a ring could hold norised in the following table:

more than one or two runes, while a thick belt could hold

many. Alchemists can create magic items from the follow-

ing materials:

Wood. Numerous magical items are made from sim-
ple wooden objects, particularly wands, staves and the like.
Although it makes little difference in game terms, certain
woods (such as oak, ash, sandalwood) tend to be preferred
for magical purposes. Wood can hold a maximum of 4
spell points worth of runic charging.
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Material Cost Max Slre- Weight Armour Break Example:In the 1% century I_ER, the Dwarven smith
perlb  SP  quired  mod mod mod Raygo Steadyhand was commissioned by his thane to forge
Wood - 4 0 - - - a fine longsword for the Elven King, a gift to help cement
Steel* 001 | 5 0 1 1 1 an important trade agreement. For this purpose he was
Silver 6.4 11 0 - - - provided with the necessary quantity of shining white-sil-
Gold 64 18 0 = = = ver adamantine. To work this material, Raygo employed
Ad«?@b— 400 | 2 19 08 135 o1 the famed royal forges, said to contain bellows a hundred
tne feet across and driven by 12 elephants. Raygo dutifully
Mythryl | 1000 | 45 | 18 0.85 15 0.05 worked the precious material into a fine tapering blade,
Turguoise . 3 6 _ _ - completing the piece with a hilt of silk-bound pure white
=~ ivory, its pommel a rendering of the elven crown carved
Pearl™ = 24 1 = = = from a single enormous white pearl. His weaponcraft roll
D/jﬁ’;d - 55 25 1 2 0.01 for producing the blade was an impressive 133, giving a
perfectly balanced weapon and allowing him to work this
Fog 3000 | - = = = -

challenging material with little difficulty (see the
weaponcraft skill, skills and actions, section 2.2.4). The
resultant longsword, named the white lady, weighed 3.5 x
0.85 = 2.975 = 3 pounds. It was weighted at +8 (to both

A number of the terms described above require som'e_ts strike/parry and initiative mods), had a break of 0.1 x 1

larification. Th t er Ib nd) entrv is stated in - 0.1 and a strength of 1.35 x 30 = 40.5 = 41. The ada-
clarmcation. ccost pe .(pou ) entry is Sted N o ntine used in its construction alone was worth 1200
gold pieces. It is not provided for wood, which varies

considerably in cost, or for the example precious and semlgOId G 65 0 IESERL] RS e Sl 2 et oF U
. Y ' . piep iece was worth ten times that amount.

precious stones provided, which are usually evaluated b{/)

carat and on a non-linear scale (a 50 carat diamond is worth

far more than 50 times as much as a 1 carat diamond To produce a magical item, an alchemist must fol-
. . Pc')w a number of standard steps, each involving particular
Max SPrefers to the maximum number of spell points an

alchemist can expend creating runes on an item creat spells, as described below. The few alchemist spells that
=XP Hng Il outside this framework are briefly described afterwards.
from that material (as described above).

Sl requiredrefers to the strength at which an alche-

mist must possess tkeften inorganispell before he can . | .tlf]eadg:ng the |'Lem|fthe ftem |strr]nad§ ofatn;)allte-th
work the material in question. Some materials are ver);'a with an Sl score above zero (see the above table), the

tough and/or magically resistant, and require the aI(:he"-’“ChemISt must first cast trevften inorganispell. The

mist working them to cast taoften inorganicspell be- strength of thelspell must equal or exceed the material’s Sl
fore he can proceed to place runes on them. A higher spe\ff"‘lue to allow it to be worked properly.
strength in this spell allows more resilient materials to be . .
manipulated. Note that alchemists watbften inorganic Forging arune. For each rune that s to be placed
can bond softened materials into larger quantities, sucQ™ &N object, the outline of that rune must be carved and
that materials found only in small amounts (e.g. rubies)"€ Necessary magical utterances made to prepare it to re-
can be bound together into a larger item (e.g. a ruby sword§€ve @ spell. This requires the casting dorge rune
albeit at phenomenal expense in terms of accumulating theP€!l- The particular forge rune spell required depends on
necessary quantity. Smiths who make non-magical obOW many runes have already been placed on this item.
jects from materials requiring treaften inorganicspell ~ Hence for the first rune, farge rune (1js required, for
(e.g. Dwarven mythryl weapons) must use immensely hof€ S€cond, forge rune (2)and so forth (at ever increas-
furnaces, often harnessing forces such as lightning antd SPell point cost).
dragonfire for this purpose. . . . .

Theweight mod, armour moandbreak modsec- Imbuing the rune with a magical powefThis
tions refer to modifiers applied to weapons and armoufS @ two step process. First, the alchemist must cast the
constructed from special materials. For a weapon or ar@Ppropriatespell runespell. This will ready the rune to
mour garment constructed almost entirely from a givenfeceive a spell, with higher levepell runespells allow-
material, multiply its weight by theeight mod Weapons ing the rune to receive higher level actual spells. The al-
should have their break values multiplied bytreak mod chemist must then find a magical practitioner of a differ-
and their strength values multiplied by twenour mod, ~ ent occupation (e.g. wizard, priest) to actually cast the spell
while armour garments should have each of their four ar@ Single time into the rune, where it will be bound and
mour values multiplied by the appropriaemour mod. stored. Note that for this reason many alchemists are actu-
Hence special metals can provide light and extremely hard?”y initially trained in an alternative magical profession,
weapons and armour. GMs should note that weapon&iing to the study of alchemy in their later years.
crafted from expensive materials are likely to be of excep-
tional quality. For swords and knives only, a master smith Charging the rune. The final step in creating a
can add up to 10 points to the weapon mod and initiativéune is to charge it for future use. Runes can be charged in
mod of a given weapon by rolling an exceptionally high three ways.
weaponcraft skill roll during its forging. Thecharge spell runepell gives the rune a number

of charges or uses. These can be called upon at any time

* Example base metal ** Example semi-precious stone
*** Example precious stone
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by uttering the rune’s power word (decided by the alche-question had this spell at strength 19, so 1d10 + 1d9 (1d10
mist), taking a single free action. The spell in the rune iquntil a 9 or lower is rolled) were rolled, for a total of 12.
discharged at its original strength, under the control of thaVhenever the sword is unsheathed, all those allied in cur-
item user, and the rune’s charges are reduced by one. Whesnt motives to the wielder (i.e. on his side) within a 50 ft
they are reduced to zero, the rune dissipates and is lost, buatdius are at +12 to strike and ignore the effects of fear.
it can be recharged before this point by recastingittamge  Up to this point, Marbelva had expended 1 + 1 + 2 + 4 =
spell runespell. 8 spell points, nowhere near the adamantine blade’s limit
The weekly spell runenddaily spell runespells  of 36.
allow the spell in a rune to be cast once per week or day To add a second rune, Marbelva began Vidtilye
respectively, and can be cast more than once to allow thrine 2,at a cost of 1 spell point (rolled on 1d2). He then
spell to be used more than once in the specified periocdtastspell rune 800G&xpending another spell point, in order
The spell is used with a power word, as for charged runegp personally casignore inorganidénto the rune (being a
but the rune will never run out of charge. It is limited in practiced wizard himself). This time he chose to charge
the number of times it can be used in a given period ofhe spell wittdaily spell rune, casting this spell twice for a
time, not in the absolute amount of times it can be used. cost of 3 spell points (two rolls on 1d2). This allowed the
Finally, the powerfupermanencepell allows a spell  spell to be cast up to twice per day, at its original strength
to have its effects operating on a permanent basis. Fdd4 in this case). Hence upon utterance of the appropriate
many spells, this will allow them to operate at all times,command word, the blade ignores metal armour for 280
albeit at a slightly limited level. Details are provided for counts (28 seconds), slicing through it like butter. The
individual spells in the “effect in runes” section of the de- total expenditure on the item at this point was 8 (first rune
scription. Invisibility, for example, when charged using and soften inorganic) + 5 (second rune) = 13 spell points,
thepermanencspell, will leave the wearer of an item con- again well below the material’s limit. Marbelva had
stantly invisible, whilgpower bolt will cause a weapon to reached his own limit, however, being unwilling to perma-
glow red hot or sear with an icy cold, increasing its dam-nently lose any more spell points (having already outlayed
age. Other spells can be cast at will but using the item13000 E.P.s worth of expenditure in terms of accumulated
bearer’s spell points when charged with peemanence research, the work of many years). He therefore ended his
spell. If the spell description includes “strength randomrunic creativity at that point, bequeathing the world an
up to original” or some variation thereof, it means that theimpressive magical artifact.
strength of the spell should be rolled, either upon creation In terms of value, the antique sword was originally
of the item or each time the spell is used. Hence for a spellorth about 10000 pieces of gold (equivalent to about 160
cast into a rune at strength 13, the GM might roll 1d10 Hbs in weight). The spell ingredients for the various al-
1d3 to determine its strength when charged wittptte  chemy spells cast included 12 large rubies and an ounce
manencespell. of dragon bone. Add to this the rarity of an object which
Each rune must be forged, imbued and charged ircost a powerful alchemist many years to create (in terms
turn before the next rune can be added. As previouslpf accumulated experience) and a final value of around
mentioned, an alchemist must keep note of his spell poin23000 pieces of gold is reasonable (about 350 Ibs of gold
expenditure on an item, as this can never exceed the matedllion). But then people don't usually get magical arti-
rial's maximum SP value. With the permanent expendi-facts by paying for them...
ture of spell points required, it is reasonable to up the value
of any object that has runes carved upon it by around 1000 Four alchemist spells do not fall neatly into the sys-
gold pieces per spell point expended in its creation. tem of magic item creation outlined so far. The first three
are potion creation, scroll creatiomndward creation.
Example: Some 1000 years after it was forged, the These spells produce single use magical items or traps.
white lady longsword came into the possession of Marbelva@he major difference between the first two is that scrolls
Grandis, a human alchemist and territorial lord of the are more versatile but require the ability to read to use
Protectorate of the Great River. Marbelva decided to makehem, taking two actions, while potions take only a single
this beautiful antique the object of his magical affections,action to drink but are limited to suitable spells (those af-
transforming it into a legendary rune weapon. Initially, fecting the potion recipient). Theard creationspell can
he cassoften inorganiat a cost of 1 spell point, in order be used to place a suitable spell on any medium, such that
to make the adamantine blade workable (the blade offerit will “go off” at the occurrence of a particular condition.
ing both a larger surface area and a higher spell point Hence direball spell might be placed on a ward under-
capacity than the pearl pommel). He had strength 15 witmeath a carpet, such that the spell will go off when unsus-
this spell, sufficient to soften adamantine (which requirespecting intruders tread on the area above it. These three
a 12). Forthe first rune, he cdstrge rune htacostof 1  alchemist spells do not involve the creation of runes; they
spell point, then castpell rune 3200@o ready the rune are simply cast to create a suitable medium (scroll or po-
(rolling randomly to expend 2 further spell points) and tion) into which the desired spell is cast. Hence they are
paid a white priest to cast the spiglspiration into it. To relatively cheap in terms of permanent spell point expendi-
bind the spell, he used the powegaimanence spell, cost- ture, but offer only a one-use magical item.
ing a further 4 spell points (rolled on 1d4 + 2). As can be The third spell that does not fit into the framework
seen from the “effect in runes” section of thepiration  described above is thiedependent intellecpell. As de-
spell description, this spell takes permanent effect whescribed in its individual spell description, this spell im-
charged in this way, with a spell strength rolled randomly bues an item with its own intelligence and motives. It is
up to the actual casting spell strength. The white priest irparticularly potent when combined with a rune holding
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thetelepathyspell, as the magical item willthen be able {0  —————————————————
communicate with its bearer. It can also make forthe crea- 5 8 [[|ysionist magic (g rey/c[ea r)
tion of fascinating items when combined with spells such
as charm (allowing the item to possess its owners), teleki-
nesis (allowing it to move itself about) and so forth. Whilg
individual spell descriptions may give useful hints, thig
spell provides a good example of the way in which GMj
should feel free to be creative with spell effects in runes i
order to produce particular magical items. Nothing writ-
ten in the “effect in runes” section of the individual spell|
descriptions should be taken as definitive. |
There is one final type of magical artifact that al-
chemists can create not so far covered; spell point mult=
pliers. These items act to multiply the spell points pos
sessed by a character or NPC. They are made by forgi
eog into a continuous circle or sphere, typical example ¢ =
being rings, marbles, tiaras etc. This process can only | -\(.E sy
achieved by use of theoften inorganicspell, when that ., ‘ faced with the unusual
spell has been learnt to a strength of ten or greater. T/ i -/} AR magical creations of the
resultant spell point multiplier will multiply the bearer’s illusionist. To explain
spell points by the spell’s strength divided by 10. Hence avhy this should be the case, a little background needs to
multiplier created by an alchemist withften inorganiat ~ be provided.
165% (strength 16) would multiply at x 1.6, such that if lllusions are conjurations produced to deceive the
the owner had 12 spell points per day, he would actuallypenses of those who experience them. They can take many
be permitted to use 12 x 1.6 = 19.2 = 19 spell points orforms, and affect only one sense (e.g. a thunderclap) or
any given day. Note, however, that a spell point multipliermany (e.g. a roaring lion). It is important to stress that
requires a quantity of eog that is related to its power. Thélusions, when they fool an observer, can have all the ef-
mu|tip|ication factor should be raised to the power 5 tofeCtS that that observer would expect if the illusion were
give the quantity of eog required in ounces. Hence a x1.peal. They are not, in any sense, harmless by virtue of
multiplier would require 1.2 x 1.2 x 1.2 x 1.2 x 1.2 = 2.49 being illusory. Hence our aforementioned roaring lion
= 2 ounces of eog (a thick ornate ring), while a x2 multi-might be created to fool all five senses. Crucially, if it
plier would require 2 x 2 x 2 x 2 x 2 = 32 ounces or o affected its observer’s sense of touch, there is nothing in
pounds of eog (a heavy crown or sizeable orb). By an ironigs illusory nature to prevent it tearing a victim limb from
twist’ however, multip”ers do not increase the number Of“mb lllusions can distract, bemuse and entertain, but they

spell points available for use in alchemy; these must b&an also kill.
bought with E.P.s. An important feature of illusionist magic is that

while, as with other spells, victims (any that might be taken
in by the illusion) may receive a save, they do not auto-
matically get one. Specifically, characters believe an illu-
sion until they have a reason not to, at which point they
must make a conscious effort disbelievethe illusion.
Only then do they receive a save, with success allowing
them to see through the illusion (at which point it can no
longer affect them). There may be some reason that cues
them to try andlisbelieve such as if the illusion does not
ring true because it does not affect all of their senses (e.g.
if a character gets up close to the lion and finds it doesn’t
smell). Equally, they might just choosedisbelieveon a
hunch (the “pinch me I'm dreaming” phenomenon) but
whatever the case they must state that they are actively
attempting to do so. This is one of the reasons a GM may
be unhappy judging the response of an NPC to anillusion.
When an attempt is madedisbelievea failure (to save)
means that the observer in question is still convinced of
the illusion’s reality. He will only receive another save if
a very good reason emerges to doubt that the illusion is
genuine (such as a trusted colleague insisting this is the
case or throwing himself at/onto/into the illusion etc.)
Importantly, illusions will be as dangerous as ob-
servers expect them to be, not as dangerous as the illusion-
ist wishes them to be. Hence anillusory skeleton might be
differentially effective against different opponents. Against
an adventurer who had fought real skeletons, it would be

The illusionist is
another magic-using pro-
fession that is likely to
appeal more to GMs for
the creation of interesting
NPCs than to players. In-
deed, some GMs may
wish to use this class ex-
clusively for NPCs, as it
is sometimes difficult for
the GM to offer even-
handed reactions from the
NPCs he controls when

T TR T ol
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about as tough to fight as a real skeleton. Against an agriests, illusionists require no spell books, but rather gain
venturer who had never fought skeletons, its prowess woulthe potential to learn all spells of a given E.P. level as soon
depend on their personality and prior experience. The GMs that level is reached. They differ from all these profes-
might make it fairly puny against a very over-confident sions, however, in that the illusionist must typically cast a
warrior, or devastating against one whose culture had aeries of spells in order to produce a single illusion. Such
great fear of the undead transmitted in vivid folk songs.an illusion will often remain present until he ceases to con-
Similarly a huge, bearded and intimidating illusory war- centrate on it (or even longer for powerful illusions like
rior might scare an inexperienced character (and thereforthe one described in the previous example).
have impressive combat stats against them). To aveteran,  To create an illusion, the illusionist must first cast
however, it would be perceived (and therefore experienceddne or morereatespells, one for each sense the illusion is
as far less dangerous than a smaller warrior with telltaléo affect plus either thereate immobile illusiolr create
giveaways such as fine posture and graceful movemenmobile illusionspell (for static/moving illusions respec-
Observers will get what they expect, and an illusory beingively). At this point the illusion will only be as large as
will die when they expect it to, not when the illusionist the models or representations used by the illusionist as spell
releases it. Note that for the purposes of identificationingredients (hence usually very tiny). These ingredients
with magical spells, illusions are not considered as livingare used at the time of casting (like summoners), not learn-
beings, are faintly magical, are of the moral alignment ofing (like wizards). For illusions which can be seen (e.g. a
their creators, give off heat (when endowed with the abil-lion) a literal model is used (e.g. a small clay lion for the
ity to be perceived with the sense of touch) and are imereate sight illusiorspell); for other senses, representa-
mune to charms and other mind-affecting magics. tions are used (e.g. a pair of clapping hands carved on a
piece of wood for a thunderclap). Hence, initially, the il-
ExampleA party of four adventurers are exploring lusory lion will be 3 inches long and the thunderclap only
a dungeon when they happen upon a bare stone chambaudible within an area or about six inches square. How-
occupied by a hydra. In fact, the beast is an illusion leftever, the increase illusion siaad giant illusiorspells can
here long ago by a powerful illusionist, but the party is be used to expand these illusions to realistic sizes. Further
initially unaware of this fact. None of the party has everspells can then be cast on the resultant illusion, allowing
encountered a hydra before, but the GM decides that théhem, for example, to remain in place when the illusionist
beast’s general reputation is reasonably reflected in itsin no longer concentrating on them or operate in a prepro-
actual stats, so he decides to use these for the conflicgrammed manner. Individual spell descriptions should be
There being nothing in any of the party’s personalities orconsulted for details of how they expand an illusion’s ef-
pasts to suggest a specific modification, the GM simplyfectiveness. A basic illusion will remain present only while
decides that the beast will be at +10 against the most timidhe illusionist concentrates on it, and will dissipate regard-
party member and —10 against the most confident. less of his concentration when those perceiving it have
As combat begins, one of the party members noticeseason to believe that it ought to (e.g. when they defeat it
that the room is bare and has only two small entrancesin combat). It must be visible (or otherwise perceivable)
He begins to wonder how the beast ever got in here, antb the illusionist controlling it at all times.
also who or what it has been feeding on in this seemingly
deserted place. He decides to attempditbelievethe Example:Unesta Metamage is a powerful illusion-
hydra on a hunch (note that if the player in question wasdst, but also a successful merchant with an impressive town
not aware of game mechanics regarding illusions and diswilla that he is keen to defend. He decides to employ illu-
believing, but had expressed his concerns, the GM migtgory guards in an effort to keep his household expenses
have given him a save anyway). In the event his save mown (he didn't become rich by squandering his money).
successful, and he sees the illusory beast for what it is. Henesta begins with areate mobile illusiorspell, as he
rapidly begins to shout to his companions that this is thewvants his guards to be able to move (costing 2 spell points).
case, at which point the GM allows them all a save, andHe wants his guards to be entirely realistic, and in par-
determines that as long as he continues insisting that hécular he wants their weapons to have realistic effects, so
beast is illusory they will receive a further save every 50he spends a while whittling a series of small models of an
counts. A second party member is successful in savingrmoured human, then casteeate sight illusion, create
while the other two initially fail. As their illusion-aware sound illusion, create smell illusicemdcreate touch illu-
friends wildly gesticulate, ignoring the hydra entirely, the sion(1 + 2 + 3 + 5 = 11 spell points). He decides that
remaining two companions perceive the hydra to be atpeople are unlikely to end up licking his guards, so skips
tacking these two but near miraculously missing their uncreate taste illusionHe now has an extremely realistic
protected bodies with its vicious bites. Unfortunately, byillusory guard, but it's only 4 inches tall, so he goes on to
the time both remaining members have saved 100 countsastincrease illusion siz€l spell point), producing a re-
later, the beast has already mortally injured one of themalistic six-foot guardsman. At this point Unesta has ex-
Damage caused by illusions remains effective despite sulpended 14 spell points, and has a guard who will act as he
sequent realisation of the truth, and this party member goewishes and remain in place for as long as he concentrates
on to die from his wounds. on him. However, Unesta wants a house guard, not a body-
guard, and will not be sitting in his front room forever. He
lllusionist spells are learnt and used in a similartherefore castpermanent illusiori6 spell points) and the
manner to wizard spells. Their spell point costs, L% andpowerful program illusion(7 spell points). His illusion
U% values are as for wizards, with spells learnt and spelvill now remain forever without his continued concentra-
points regained in an identical manner. Like psionics andion, and will execute simple commands (such as asking
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people who are not with Unesta their business and refus-  m———————
ing them entry, forcefully if necessary) without Unestabe- 5 9 \A/zrrior monk magic (heutral)

ing present. Unesta has expended 27 spell points, near his

daily limit. He wishes to have more guards, but is in no

hurry. He could casnultiply illusion, but his guards would Warrior monks are combatants who use extreme
act in an identical manner without the addition of the pow-mental focus to enhance their abilities in seemingly magi-
erful individual enterprisaspell, which he does not have cal ways. They purchase, expend and regain spell points
as yet. With this in mind he decides to wait until he's hadn the standard manner, but do not learn spells in the con-
a good night's sleep, then repeat the process the next dagentional way. Rather, they have a number of powers,
in order to ensure the safety of his back door. Note thatisted below, which they can employ to varying extents by

Unesta rolled to cast for each of his many spells, with the&xpending more or less spell points. What these powers
concomitant chance of a spell fumble. have in common is that they all require a ki skill roll to use

successfully. The warrior monk declares that he will use a
The illusionist is, rather obviously, primarily a crea- Particular power, then rolls 1d100 and adds his ki skill
tor of illusions. However, there are a few spells availablenod (as for a standard skill roll). The success level for
to him that do not relate directly to his illusions (e.g. ques-his rollis 25 + (5 x the number of spell points used). Hence
tion spirit). These spells are used in exactly the same madt the warrior monk wishes to use a power with 5 spell

ner as wizard spells, so require no further description herd0ints invested, he requires a ki skill roll in excess of 25 +
(5 x5) =50. Afailure means that the power had not taken

effect, with a loss of half of the spell points invested (round-

ing down). Success yields effects as described in the fol-
lowing paragraphs. Warrior monks can attempt to use the
following six powers at any time they have the spell points

to do so; all are available immediately to the starter char-
acter, and do not have to be learnt by expending E.P.s

Focussed strikeBy focussing their energy on the
point of contact, warrior monks are able to inflict devas-
tating high-impact blows with their fists and feet. Because
the energies employed by the warrior monk reside within
his/her own body, the strike must be with a bare fist or foot
(using theunarmedskill). The decision to attempt a
focussed strike is made after an attack roll has been made,
but before the opponent rolls to parry. The blow will then
inflict an additional damage modifier of 3 times the number
of spell points used if the ki roll is successful (e.g. x 12 for
a 4 spell point expenditure). It is recommended that the
advanced combat rules for penetrating damage are used in
conjunction with focussed strikes (see the chapter on com-
bat and movement, section 3.7.2). In this way, even par-
ried blows will often have an effect. Note that if focussed
strikes are parried using a weapon, the attacker suffers dam-
age from the block (see section 3.7.9, combat and move-
ment) but this damage is not modified by the 3 x spell
points modifier. It may also be offset by the usskir of
iron (see below).

ExampleKontar Gethelen is warrior monk of mid-
dling experience. He is engaged in combat with an aco-
lyte from a sect of demon worshipers and has won the ini-
tiative for a punch attack. Kontor gets a 115 to strike and
decides this is high enough to justify boosting up his dam-
age a little. He decides to expend 6 of his 12 daily spell
points on this single strike, being keen to finish his oppo-
nent quickly before more cult members arrive. He first rolls
a ki roll, requiring a success level of 25 + (6 x 5) = 55, and
is successful. This gives him a x 3 x 6 = x 18 mod to
damage for this blow. His standard damage mod is 0.26
with a punch, so on this occasion he will have a mod of
0.26 x 18 = 4.68. His opponent fails to parry by 24 points,
and is somewhat surprised to find that a punch to the chest
causes 12 (damage rolled) x 4.68 = 57 points of base dam-
age, more than enough to penetrate his mail shirt and,
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with the chest locational damage mod, kill him outright. rapidly ascends the wall, disappearing into the forest be-
In fact, even if he had parried this blow it would have yond.
caused some (although not a great deal) of damage, as the

acolyte’s sword has a strength value of only 36. In this World awarenessBy focussing their minds ap-
case, Kontor would have taken damage to his forearm fronpropriately, warrior monks can become extremely in tune
the blade, but not using the x 18 damage mod. with the world around them. In game terms, this allows

them to increase a given sense statistic by 3 points per

Skin of iron. Warrior monks are able to focus their spell point expended, for a duration of one hour. This will
inner energy at a single point of their bodies, making thamake them particularly attuned, but does not affect their
area extremely resilient. In this way they can deflect pow-statistical skill mods (so cannot be used to buy hour-long
erful blows with their bare skin and even break weaponsncreases to particular skills such as missile weapons and
upon their exposed bodies. The decision to attempt skitracking).
of iron is made at the point a blow actually lands on the
warrior monk, but before damage is rolled. They must Example:Kontar spends a cold and fraught night
then make a ki roll, and if successful gain effective armouiin the forest evading capture by the cult. The next morn-
on the body section in question equal to the number oing, he has regained half of his spell points (following four
spell points expended x 5. Hence an expenditure of 4 speiours of patchy sleep) and decides to climb a tree and
points would give an AV of 20 (15), about as good as platdook about for signs of pursuit. Having climbed up suc-
armour. This will limit or even completely prevent dam- cessfully, Kontar decides to boost his sight to be on the
age in an identical way to standard armour, with one addisafe side. He attempts to expend 3 spell points and makes
tion. If the skin of iron is successful in completely stop- a ki roll (requiring a 45). This time he is unlucky and fails,
ping damage, the attacking weapon may actually be brolesing 3/2 = 1.5, rounding down = 1 spell point. A little
ken. The weapon’s break value should be multiplied byperturbed, Kontar decides that in the forest he is likely to
the spell points used x 4; this is the % chance of a brealhear pursuit before he sees it anyway. He climbs down
Obviously, unarmed attacks cannot be “broken” in thisfrom the tree, and makes another ki roll to use 3 spell points
manner. Skin of iron can be used to minimise damagd®oosting his hearing. This time he is successful, gaining a
when the warrior monk’s own unarmed attacks are parried-3 x 3 = +9 to his hearing statistic for one hour (raising it
with a weapon, but in this case the parrying weapon wilto 22). He then attempts to get as much distance between
never be broken as a result. himself and the cult as he can as quickly as possible.

Example:As he attempts to leave the sect’s lands, Rest of the wakeful Warrior monks are able to
Kontar is surprised by a second sect member who lands attain a state of meditative trance that is for most purposes
lucky blow, striking Kontar in the elbow with a short sword. (e.g. rest, spell point recuperation) equivalent to sleep, but
Kontar decides to use 3 of his remaining 6 spell points tdeaves them unusually aware, able to hear as if conscious
attempt skin of iron on this location. He requires a ki roll and alert. To achieve this state before a period of “sleep”,
of 40 for this attempt and is again successful, giving himthey need simply expend a single spell point before retir-
effective armour of 3 x 5 =15 (11). The cult member getsng.

a base damage of only 13, so his blow deflects harmlessly

off Kontar’s arm. His short sword has a break value of 1, Example:The following night Kontar is still in the

so there is a 1 x 3 x 4 = 12% chance of it breaking. A 45 igorest, but feels more confident that he has escape the cults

rolled, so on this occasion it does not snap. clutches. He makes a small camp fire to cook some meat
and then retires, but takes the precaution of using one of

Still mind. By concentrating their minds against his remaining two spell points to initiate a wakeful rest.
outside disturbances, warrior monks are able to attain exFhroughout the night he is fully aware of the forest’s noisy
treme focus in the performance of any action. In gaméackdrop, ready to spring into action should danger ap-
terms, this translates into the ability to boost any skill roll proach.
with a special mod, equal to +15 for every spell point ex-
pended. The decision to use still mind must be made be-  Healing blood. The warrior monk’s final power
fore the skill roll is actually undertaken. is the ability to enter a healing trance, rapidly restoring the

body to health. Whilst in such a trance, the monk is ob-

Example:Kontar finds himself pursued by more livious to the outside world (as if asleep) but regains no
acolytes but penned in by the wall to their enclosure. Thgpell points. His physical body, however, will knit together
wall is only 12 feet high but is well made with few at a much increased rate. In game terms, normal healing is
handholds, and Kontar realises that it will be a difficult increased by a factor equal to twice the number of spell
climb. He therefore decides to boost his usually mediocrgoints expended. Hence an expenditure of three spell points
climb skill (+ 9) by stilling his mind. Kontar has 3 spell will lead to healing at six-times normal rate (nearly a week’s
points remaining and decides to gamble them all on hishealing in a day). As soon as the monk decides (or is forced)
escape. As he reaches the bottom of the wall he first makes leave the trance, healing returns to its normal rate.

a ki roll, requiring a 40, and is again successful. He there-

fore gains a special + 15 x 3 = +45, for a total of +54. Example:On his long return journey, Kontar is at-
With a 60 rolled, his total of 114 is well above the successacked by bandits and, while successful in driving them
level set by the GM for this feat; Kontar gracefully and off, gains a 16 injury point thigh wound in the process.
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Upon reaching an inn, Kontar shuts himself in his room.  s——
Having rested the night normally to regain his full quota 510 Elven bard magic (white)

of spell points, he settles into a healing trance, expending
8 spell points (with a successful ki roll against a success
level of 65), so will heal at 16 times normal rate. The GM The High-Elven bard is a mysterious character, a
determines that Kontar would usually regain his constitu-Weaver of tales and singer of songs capable of enthralling
tion (11) injury points per week (Combat and movement,a.nd quite IIterally enChanting their audiences. Like war-
section 3.3.7.12). At 16 times normal rate, he’ll gain 11 xfior monks, they purchase, regain and use magic points in
16 = 176 injury points per week, or 25 injury points per the standard manner, expending them on a series of pow-
day. Kontar's wound is therefore healed by the evening€rs that can accompany their performances. Crucially, a
The following morning he pays the innkeep and is on hi®ard’s powers are part and parcel of their performance

way after a refreshing (Spe" point reviving) Sieep_ skills. They must be Singing to an audience when they use
a power, with the result that that audience will be affected

in a particular manner. The bard’s powers are available
following apprenticeship and do not require the expendi-
ture of E.P.s to learn, but in order to use them successfully
a skill roll is required using the bard’s sing skill. A roll
exceeding a success level of 25 + (5 x spell points used) is
required to have effect; failure results in a loss of half the
spell points invested (rounding down). The bard’s powers
are as follows:

Mesmerising tale The bard is able to tell a story
so fascinating that their audience will tend to concentrate
on the bard’s performance to the exclusion of all else that
is going on. In this sense they are mesmerised; unable to
pay attention elsewhere. In game terms, each of their senses
is temporarily reduced by three points for every two spell
points the bard invests (when it comes to noticing events
beyond the bard). This makes them unlikely to perceive
events going on around them. If a given sense is reduced
to zero, they will completely fail to notice any outside event
affecting that sensory modality. Even powerful outside
stimuli (such as the smell of smoke or the heat and glare of
a roaring fire) will fail to rouse them from their attentive
listening. However, for potentially dangerous events like
this (or an actual physical attack), the GM should allow
mesmerised watchers a save (versus white magic) to break
out of their trance against a strength equal to twice the
number of spell points expended.

Example:Glinn Silverfinger is a bard of consider-
able repute. She is travelling in the company of the fa-
mous Hobbit thief Pinickity Nitpicker, and the pair find
themselves desperately in need of the ring worn by a cer-
tain powerful guildsman; he uses it to imprint his seal upon
official documents and a forgery is needed. The pair strike
a plan to get hold of the ring. Having gained access to the
inn the guildsman is frequenting, Glinn pulls up a stool by
the fire and begins to play an old Elven romance. Before
long her beautiful song has captured the attention of all
the pub’s inhabitants, and Glinn decides to weave a little
magic. Using 8 spell points, she attempts to mesmerise
her audience, requiring a sing roll of 25 + (8 x 5) = 65.
Glinn is successful and the entire pub is enraptured, effec-
tively at —12 on all senses while she sings. At this point,
Pinickity removes the wax stoppers from his ears and makes
his way over to the guildsman who, with an effective sight
of 2 and a hearing below zero, is largely oblivious to his
movements. Pinickity then attempts to remove the ring,
usually a tricky slight of hand skill roll but in this case
(against a touch of 3) requiring a success level of only 30.
Pin is successful, not only in removing the ring but, hav-
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ing printed it upon the prepared wax seal, in replacing it. spirits, adding 7 spell points of magic to her tale. Her
Glinn wraps up her song to rapturous applause and thesing roll (60 needed) is successful and by the time she has
two are on their way, with no one any the wiser to theirfinished the company are full of trepidation about their

subterfuge. pursuit. All the soldiers have intelligences in the 8-14
range, so they are all powerfully affected (the spell point
Dance of inspiration. This bardic magic will  investment is above half their ints, but not above the full

cause those listening to become powerfully inspired, fullvalue). In the event, the GM rolls a die for the captain’s
of enthusiasm for whatever activities they are currentlybravery and declares that he has decided to await rein-
undertaking. In game terms this will do more than simplyforcements before continuing on, voicing a sensible con-
lift spirits. The next action (skill roll) undertaken by those cern over bandits to justify his cowardice.
hearing the song will be at + 5 for every spell point in-
vested, as long as it is within one hour of the time they Ballad of suggestion.The bard’s final power is
heard the song. the ability to place subtle suggestions in their songs. These
must be relatively simple, such as “the prince is rather
ExampleGlinn and Pinickity have met up with some cruel”, and are not commands in any sense, but rather take
of their other companions and are about to enter the lairroot as beliefs or attitudes. If the suggestion is in direct
of a powerful undead (a greater vampire) in the further- opposition to a belief that is already strongly held, then
ance of their current quest. The company’s spirits are lowthis magic simply will not work. However, if it is reason-
in the oppressive shadow of the vampire’s castle, but Glinmbly consonant with the listeners’ belief systems then it
settles down to play a rousing song of victory in battle.will have some effect. If the spell points invested exceed
She invests 4 spell points in the inspirational quality of theone fifth of a listener’s will statistic, they will feel as if a
song, makes a successful sing roll (against a success leviglend has expressed the opinion to them. If they exceed
of 45) and soon the band are full of enthusiasm for thehalf their will, they will feel as if a very wise, trusted source
challenge ahead. In addition, they will each gain a +5 x 4confided that opinion. Finally, if the spell points used ex-
=+ 20 to the first skill roll they make within the next hour. ceed the listener’s full will stat, they will feel as if they
themselves formulated the opinion is question.
Emotional yarn. Bards can also powerfully af-
fect the emotions of their listeners, awakening feelings of Example:Glinn is staying in a rough rural town
sorrow, anger, lust and the like depending on the nature gind has noticed some of the men at the inn she is lodging
the song. For example, a judge might be raised to gooth giving her very dark looks. Concerned that she is to
spirits (and therefore mercy), a mob incited towards riot-become the victim of theft or worse, she decides to sing in
ing, or an audience filled with pity. The effects will often the common room. She sings a song in which it is sug-
be subtle and require the GM'’s discretion and interpretagested that Elves have strange spirit protectors who watch
tion, but broadly the spell points invested should be comover their sleep. She backs her musical claim up with 5
pared to the listener’s intelligence according to the fol-magic points worth of suggestion and is successful in her
lowing guidlelines: sing roll (requiring a 50). The people here are fairly iso-
lated and backward, so the GM considers this belief a rea-
Less than listener's int/Slight shifting of emotional  sonable one to implant. Any listeners with wills of under
mood, but no major impact. 25 (all of them) will be affected, while those with wills of
10 or less are likely to be fairly convinced. No-one here
Listener's int/5 — listener’s int/2nood noticeably  has a will of 5 or below, but the suggestion is still power-
affected, shown in mannerisms, speech etc. ful enough to keep Glinn safe from harm for the night.

Listener’s int/2 — listener’s intpowerful mood ef-
fect, likely to act upon their induced mood in some man-
ner.

Listener’s int or greatercompletely caught up in
emotion to the point of losing normal self-restraint etc.

Note, however, that the song will affect emotions
and predispose people to action they might ordinarily take
when emotionally aroused, not change their underlying
personality or make them indifferent to their own best in-
terests.

Example:a unit of soldiers have picked up Pin’s
tracks after he “borrowed” an important religious arti-
fact, and have reached the edges of the forest where he is
hiding out. Glinn, who is not implicated in the theft, “ac-
cidentally” happens upon the guards and offers to play
for them. She decides upon a terrifying tale of dark forest

150



Chapter 5 Magic

———————————————————————————————— theflamelancepower, beginning at the Magi’s use % mod
i i i and increasing upon each expenditure of 300 E.P.s by the
011 Sverian magl magic (md) greater of +3 or this base use % mod divided by three.
The power can be used at a range of up to 20 feet and will
Upon metamorphosis to the Magi life stage, Sverianaffect most standard materials, but will not affect runed
characters gain three magical powers. These powers Ogems, magical metals (e.g. mythryl, adamantine), living
erate in a very similar way to druid powers; they are in-heings, gasses or precious stones (nor can other materials
creased through the expenditure of E.P.s, and cost spaje changed into these things). With these exceptions, most
points when used. Sverian Magi purchase, use and remything can be turned into anything; an object’s form (di-
cover spell points in the standard manner. Their powergnensions) remain identical, but its properties and weight
are as follows: will change. However, it is cheaper (in spell point terms)
to maintain an object’s basic state (e.g. rigid solid, fluid,
Flamelance. The Magi’s first power is a deadly soft solid). Additionally, it is impossible to transmute ob-
offensive weapon, a flaming spear of pure energy that apects into very complex or extreme chemical states (e.g.
pears in the Magi’'s hand and is thrown at opponents. Itcids, super-cooled conductors etc.). If an object is a com-
takes a single action to conjure the flamelance and a segosite of many materials (e.g. a broom, with wooden han-
ond action to throw it (both consuming a free action indle and straw head) only one material is affected by a given
combat). Conjuration is not automatic, but requires a d10&ansmutation.
role under theflamelancepower’s percent value. The Transmutation takes only a single action to perform.
Magi’s baseline (starting) percent chance of using theup to 1 pound of material can be affected for each spell
power successfully is calculated in an identical manner tgpoint expended, but this cannot be split between multiple
thebase learn % value for a wizard. Intelligence is treateditems. Additionally, this cost is doubled for a significant
as a primary mod, will as a secondary mod, and the “+change of object state (e.g. solid to fluid). The GM must
sign dropped from the resulting skill mod calculation. make a judgement on what represents such a significant
Overall negative mods are treated as 0. The Magi can irstate change. The greater of the object’s pre- and post-
crease his chance of using the power by expending E.P.gansformation weights is used in this calculation. If suffi-
For every 300 E.P.s spent, he gains a +3, or increases taent spell points are not expended to transform the entire
skill by his baseline value divided by three, whichever isobject (or the entire composite feature of a multi-material
greater. Usually, the lance is thrown using the Magi's owrobject), there is simply no effect. Objects are never par-
throwing spear skill mod. It has a maximum range of 20Qtially transformed, except when they are composites of
feet and a range mod of 0.4. However, an additional +1 tenore than one material, in which case the entire section
strike is gained for each percentage point in the powemade from that material must be transformed. To use the
above 100%. Hence a 134% flame lance would gain @ower, the Magi rolls 1d100 as for th@melancepower,
+34 in addition to the Magi’s throwing spear mod. This with failure resulting in the full expenditure of spell points
power can be raised to a maximum of 180%. Thebut no effect. More disastrously, a 99 or 100 is not only
flamelance will do damage according to the number of spelhlways a failure, it also has a very unfortunate effect on
points expended upon it; damage equals the number ahe caster. An amount of their body equal in weight to the
spell points used x 0.75 (eg x4 for a 6 spell point lance). Iattempted transformation is transmuted into the target
the d100 roll to cast is a failure, the spell points investednaterial. Hence they might end up with a golden finger
are lost. (attractive but unusable and engendering a dexterity loss)
for a small item, or a wooden foot (affecting agility) for a
Example:Dkama is a Sverian Magi with an intelli- |arger one. The power should therefore be used with cau-
gence of 16 and a will of 15. His base level with thetion. It can never be raised above 100%.
flamelancepower is therefore +17 = 17%, and every in-
crease purchased will gain him a +17/3 = +5.67 = +6 ExampleDkama is engaged in combat with a heav-
(above the minimum of +3). Dkama has spent a hefty 570fly armoured warrior and decides to give himself a better
E.P.s in this power, for nineteen advances (at 300 E.P.ghance by transmuting his opponents steel helm into glass.
each), so he has gained 114%, giving him a total of 131%{e estimates that the helm will not weigh more than six
(less than the 180% maximum). pounds in either state, so expends six spell points. It takes
When Dkama comes to use the power, he decides t6im a free action to do so and his roll is successful. The
expend 5 spell points. He must still roll (as a 99 or 100 isGM knows that the helm weighs 4.4 pounds when made of
always a failure, although he cannot spell fumble), but issteel and decides that glass probably doesnt weigh much
successful. His flamelance will do 5 x 0.75 = x3.75 dam-more, and considers the materials to be similar in form, so
age if it strikes. Dkama has the throwing spear skill atjudges the attempt to be a success. He decides that the
+35, so0 he gets a +35 + 31 (for his 131% total) = +66 to helm will offer much reduced protection against the next
strike. This will be affected by range, size and lightingstrike, at which point it will shatter and become useless.
mods as for a standard missile attack.

RejuvenationThe Magi's final power is the abil-
Transmutation. Transmutation is the power to ity to instantly heal the wounds of themselves or others,
change an object made from one material into anothethe healing touch. The power is learnt and used in an iden-
material (e.g. water into wine, lead into gold). It is antical manner to the previous two just described, but cannot
impressive power indeed, although it comes with a certaibe raised above 100%, with a 99 or 100 always represent-
risk (see later). It is increased in an identical manner to
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ing a failure (but not a fumbleRejuvenatiortakes only a —
single action to perform, with all spell points lost in the 512 Pixi chief trickster magic (black)
event of a failure. The Magi simply expends one spell
point for every ten injury points to be healed. If the inju-

ry’s IP level is exceeded, it is completely healed, other- Chief trickster magic is certainly unique, but the
wise there is no effect. This cost is for self healing; it ismechanics of its usage are very similar to wizard magic.
doubled for healing others. L% and U% values are boosted in the same way, and spell

points expended in an identical manner. Like psionics,

ExampleDkama has defeated his opponent, but hastricksters have no spell book, but rather gain the potential
received a nasty wound (23 injury points, index 7). Luck{0 learn a given spell as soon as they attain the requisite
||y’ he still has some Spe" pointsy so attemptejmyenate E.P. level. There are two peCUliaritieS about their magiC,
himself. It will cost him three spell points to do so (for ahowever.
wound up to 30 injury points); a lesser expenditure will Firstly, trickster Spells are divided between those that
have no effect. Dkama rolls to use the power (which hé@ct upon afood medium, turning itinto a kind of disguised
has at 80%) and is successful, completely healing his inPotion with entertaining effects (suchcadfee) and those
jury. Had he been healing a companion, it would havethat act like standard spells. The latter require no ingredi-
cost him 6 spell points to make the attempt. ents, while the former require certain herbs to be mixed
with the food or drink during casting. The spell descrip-
tions therefore include a herbalist skill success level for
finding the necessary ingredients in a single day’s hunting
(assuming a fairly rich forest environment; GMs should
modify as appropriate). No ingredients means no spell
(although they can be gathered and stored for a limited
time for future preparations).

Secondly, Pixi magic is very dependent upon the
location where it is used. Pixi life centers around the faerie
circle, a place of natural magic where they hold their ma-
jor festivals. Magic used here is three times as powerful
as usual (consider the spell strength to be tripled). The
trickster’s charms are more generally dependent upon na-
ture; spells used within a forest or similar place of natural
beauty are 1.5 times as powerful as usual. However, civi-
lisation detracts from pixi magic. In Urban settlements
above the size of a village it as at half strength, being at
three-quarters strength in smaller settlements. In other
respects (spell fumbling etc.) tricksters should be treated
as wizards.

Example:Grit the Wit is the esteemed chief trick-
ster of the Blue Rose Pixis of Northern Darkwood. A band
of woodsmen have been spotted in the area and Grit is out
for some fun. Noticing the men’s tendency to drink the ac-
cumulated water from the leaves of the rain-saint tree, Grit
instructs some of his loyal pixis to fill one such vessel with
fermented pear wine. Meanwhile, he scouts for fresh herbs.
He wishes to castine, requiring a herbalist roll of 100,
but is highly skilled and rolls a 114. Returning, Grit casts
his herbs into the leaf’s natural bowl and follows with a
roll to cast his spell (U% 90). He gets a 68, a success,
expending 4 spell points. Pleased with his trap, he in-
structs his band to guide the woodsmen this way. Sure
enough, the woodsmen, delighted to find this natural bounty
of sweet-tasting alcohol, each take a deep drink. In the
forest Grit's magic is powerful, and this spell, usually
strength 9, becomes strength 9 x 1.5 = 13.5 = 14. Two of
three woodsmen fail to save, and some hours later the pixis’
laughter reaches a shrill crescendo as the men’s annoy-
ance at one another’s constant moaning results in a fist
fight...
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6. Bestiary

ABBREVIATIONS: Miscellaneous values Statistics
Resistance number 35 Strength 20
WM = Weapon modifier, from the WEAPONS, ARMOUR Flesh value - Constitution 18
AND EQUIPMENT booklet. Strike level 35 Agility 10
oo = Infinite. Creature is immune to these types of attacK Dodge +30 Dexterity 2
(for saves) or suffers no effects of this type (for exhaustioh Pace Sprint: 3.2 | Intelligence 2
points). Exhaustion points 30 Soul strength 5
Attack time 10 Wil
sight 10
; . ; Black magic -15 Hearin 10
6.1 Anlmals/ typlca[ White maggic 15 Smell/’ca?te 15
Red magic -15 Touch 5
Brown magic -15 Size 18
6.1.1 Bat: common Blue magic -15 Poison/disease +25
Clear magic Insanity/fear
Common bats are omnivorous nocturnal creature ST g
relying on a sonar-like system to navigate in flight with
out the assistance of visual cues. The common bat is fai Bite +25 15 1.2

small; GMs should adjust the stats presented here some-
what for larger bats (e.g. fruit bats). Bats fly at +55.

6.1.3 Bird: [l
Additional skills: Climb +5, balance +15, jump -10, Bird: sma

hide +40, stealth +25. Numerous birds, from finches to blackbirds fall into

this general category. These animals tend to keep well
clear of humanoids lest they become prey. Small birds fly

Miscellaneous values Statistics

Resistance number ! Strength ! at +65. Birds do not have the foreleg body location.
Flesh value - Constitution 1
S”D'ked level 7;% D‘*jt‘"?i 50 Additional skills: Climb -20, balance +10, jump -
o - .
— : - — 20, hide +20, stealth 0.
Pace Flight: 3.5 | Intelligence 2
Exhausti int 20 Soul st th 5
xhaustion -pom S oul s r.eng Miscellaneous values Statistics
Attack time 8 Will 2 :
N : Resistance humber 2 Strength 2
e o g
. ; Flesh value = Constitution 1
Black magic -15 Hearing 40 Strike level 100 Adilit 25
White magic 15 Smell/taste 5 ree eve guy
- Dodge +65 Dexterity -
Red magic -15 Touch 10 - :
: - Pace Flight: 3.8 Intelligence 1
Brown magic -15 Size 1 - -
; , A Exhaustion points 20 Soul strength 5
Blue magic -15 Poison/disease -30 _ _
: . Attack time 8 Will 1
Clear magic 15 Insanity/fear -5 :
e
Attack type Blacl. . m Heati 10
Bite +25 +60 0.06 dck magie . caring
White magic 15 Smell/taste 5
Red magic -15 Touch 10
Brown magic -15 Size 2or3
6.1.2 Bear: bl’OWD Blue magic -15 Poison/disease -25
Clear magic =il5 Insanity/fear =il5
Bears are usually solitary, except when encounterg Attack type Initiative Damage

with young. Brown bears typically live in temperate for-
est habitats. However, bears of various types can be found
in numerous environments; GMs should adjust the stats
presented here slightly when using polar bears, black bears 6.1.4 Boar: wild
etc. Bears are omnivorous, happy to eat whatever is avail-
able. They will rarely attack humanoids, however, unless
disturbed or provoked in some manner.

Wild boars inhabit primarily temperate climes, be-
ing native to the vast expanses of wooded land separating
humanoid settlements. They are short legged but extremely

' powerful and will fight with surprising determination when
cornered. This viciousness and resilience makes them fa-
voured game in organised hunts.

Additional skills: Climb +30, balance 0, jump +10
hide —15, stealth -25.

Additional skills: Climb -50, balance 0, jump O,
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hide 0, stealth -20.

Statistics

Miscellaneous values

6.1.6 Cat: domesticated

House cats are the result of breeding by humanoids

Resistance number 20 Strength 17 to produce pets, for aesthetic value in some cultures, but
Flesh value - Constitution 15 primarily as a means of rodent pest control. They are gen-
Strike level 45 Agility 1 erally unresponsive to training, but tend to appreciate where

Dodge *+30 Dexterity - their next meal is coming from.
Pace Sprint: 2.5 | Intelligence 2
Exhaustion points 40 Soul strength 5 Additional skills: Climb +40, balance +30, jump
Attack time 10 will 2 +20, hide +20, stealth +30.
sght 10
Black magic -15 Hearing 10 Miscellaneous values Statistics
White magic =ii5 Smell/taste 16 .
Red madic 15 Touch 6 Resistance number 2 Styength 3
B J ! = S' ” Flesh value = Constitution 2
Fown maglc - - [ZE_ Strike level 80 Agility 28
Blue magic -15 Poison/disease +15 -
cl - - Dodge +50 Dexterity =
€ar magic -15 Insanity/fear -5 ) i
, . — Pace Sprint: 2.5 Intelligence 2
Attack type Strike/parry Initiative Exhausti :
: austion points 20 Soul strength 5
Tusk gore from static ; )
bat +15 -5 0.48 Attack time 8 Will 2
T Sight i
* hu rom +30 N/A 0.96 Black magic -15 Hearing 13
charge
e White magic 15 smell taste 15
Red magic -15 Touch 20
Brown magic -15 Size 3
6.1.5 Bull: domesticated Blue magic -15 Poison/disease -20
Clear magic =i(5 Insanity/fear -5
The stats here are for a typical large bull used fo Attack type
agricultural purposes in temperate regions. However, thgy Claw *25 +35 0.12
are equally applicable to a variety of domesticated and wil Bite +30 *25 018
bovines, such as buffalo/bison or wildebeest. Bulls are

vegetarian, but are notoriously ill tempered and will not
hesitate to charge if provoked.

Additional skills: Climb -50, balance 0, jump -10,
hide -50, stealth -50.

Statistics

Miscellaneous values

Resistance number 45 Strength 30
Flesh value - Constitution 25
Strike level 35 Agility 7

Dodge +20 Dexterity -
Pace Sprint:3.5 Intelligence 2
Exhaustion points 50 Soul strength 5
Attack time 10 Will 2
s 10
Black magic -15 Hearing 11
White magic -15 Smell/taste 12
Red magic -15 Touch 6
Brown magic =15 Size 20
Blue magic -15 Poison/disease +40
Clear magic 15 Insanity/fear -5
Attack type Strike/parry Initiative
Hom. gore from . 0 09
static combat
Horn butt from . N/A .
charge

6.1.7 Crocodile

The crocodile is a semi-aquatic lizard and a lethal
predator, inhabiting a large variety of river, swamp and
lake environs (the stats presented here can also be used for
alligators). Crocodiles’ hides are thickly scaled, and pro-
vide natural armour of 6(5), 5(4), 5(4), 2(2). Crocodiles’
jaws are hugely powerful; they typically attack watering
animals, dragging their prey into the water. GMs may wish
to model this process by making use of the optional rules
for wrestling. Assume that any crocodile bite that is suc-
cessful by 30 points has succeeded not only in inflicting a
wound, but in trapping the victim. Grappling is initiated,
with the crocodile using its bite attack mod in an attempt
to gain a restraint (humanoids cannot restrain a crocodile;
they simply roll to try and escape its jaws). Restraints
applied under water will cause damage according to the
drowning rules presented in the chapter on the gaming
environment. Crocodiles swim at +60.

Additional skills: Climb -50, balance 0, jump -50,
hide 0, stealth -50.

154



Chapter 6 Bestiary

Miscellaneous values Statistics Additional skills: Climb -20, balance 0, jump -20,
Resistance number 30 Strength 20 hide —20, stealth -20.
Flesh value = Constitution 16
el e | Agley 6
Dodge +50 Dexterity = Resistance number 8 Strength 10
Pace Spr?n’c: 22 Intelligence 1 Flesh value = Constitution 10
Swim: 2.8 Strike level 80 Agility 20
Exhaustion points 30 Soul strength 5 Dodge +65 Dexterity -
Attack time 10 Will 2 Pace Flight: 5.0 | Intelligence 1
Sight 1 Exhaustion points 20 Soul strength 5
Black magic -15 Hearing 1 Attack time 9 will 1
White magic 15 Smell/taste 10 Sight 35
Red magic -15 Touch 5 Black magic -15 Hearing 10
Brown magic -15 Size 17 White magic -15 Smell/taste 5
Blue magic -15 Poison/disease +20 Red magic _15 Touch 10
Clear magic -15 Insanity/fear 5 Brown magic -15 Size 7
Attack type Blue magic -15 Poison/disease -5
Tail swipe +30 +20 0.6 Clear magic 15 Insanity/fear -5
Bite +40 ©] 15 Attack type
Talon grab +40 +40 0.4
Peck +25 0 03
6.1.8 Dog: hunting
Hunting dogs have been bred for the purposes of 6.1.10 Elephant
assisting their humanoid masters in hunting activities. For
this reason, they tend to be large and powerful animals, As wild animals, female elephants operate in fam-

with a strong instinct for the hunt, and a particular ability ily groups, while the males live solitary lives protecting
to learn and obey commands. When trained well, they argrge territories for mating rights. However, elephants are
loyal and brave allies, untiring in their willingness to as- also widely domesticated and used for both agricultural
sist their masters. A number of specific breeds of largeand military purposes. In the former role, their impressive
dog are represented by the stats provided below. size and strength makes them extremely valuable. As mili-

tary assets, they are in fact more useful as pack animals

Additional skills: Climb -50, balance 0, jump +10, and creatures of intimidation than actual combatants.
hide 0, stealth O.
Additional skills: Climb -50, balance 0, jump -50,

Miscellaneous values Statistics hide —50, stealth -50.
Resistance number 14 Strength 12
Flesh value = Constitution 10 Miscellaneous values Statistics
Strike level 65 Agility 1 Resistance humber 100 Strength 90
Dodge 40 CsE s - Flesh value 10 Constitution 80
Pace Sprint: 3.8 | Intelligence 3 Strike level 20 Agility 4
Exhaustion points 60 Soul strength 5 Dodge o Prdarly -
Attack time 10 Wil 2 Pace Sprint: 3.0 | Intelligence 3
Sight il Exhaustion points 60 Soul strength 5
Black magic -15 Hearing 13 Attack time 19 will 5
White magic -15 Smell/taste 40 Sight 10
Red magic -5 Touch 10 Black magic -15 Hearing 13
i g e -5 I J White magic 15 Smell/taste 12
Blue magic -15 Poison/disease 0 Red magic 15 Touch 5
Clear magic =i(5 Insanity/fear -5 —— 15 Sore 40
Attack type Blue magic -15 Poison/disease +60
Bite 20 e 0.2 Clear magic -15 Insanity/fear -5
Attack type Strike/parry Initiative
Tusk gore
6.1.9 Eag le (stationary) "2 =0 5
Tusk (charge) +20 N/A 9
The eagle is a large bird of prey, typically native t Stomp 10 o 3

mountainous habitats. Eagles tend to focus on relatively

small prey, but have been known to take animals as large
as sheep during difficult periods. The stats presented here
can be used for any large predatory bird. Eagles fly at

+70. Eagles do not have the foreleg body location.
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6.1.11 Fish: medium 6.1.13 Hawk

The stats presented here cover any medium-sized The stats presented for the hawk are intended to be
fresh- or salt-water fish (e.g. cod, salmon etc). The biteapplicable to any medium-sized bird of prey. These ani-
attack, however, is only applicable for predatory fish suchmals inhabit a wide variety of environs, typically hunting
as the pike. Fish swim at +70. Fish have only the skullsmall mammals, especially rodents. They are amenable to
neck, back, chest, stomach and tail body locations. training by humanoids, and can be used to hunt game for

sport or sustenance. Hawks fly at +75. Hawks do not

Additional skills: Climb -50, balance 0, jump -50, have the foreleg body location.
hide 0, stealth 0.

Additional skills: Climb -20, balance 0, jump -20,

Miscellaneous values Statistics hide —10, stealth -20.
Resistance humber 1 Strength 2
Flesh value - Constitution 1 Miscellaneous values Statistics
Strike level 85 Agility 27 Resistance number 4 Strength 6
Dodge +60 Dexterity = Flesh value = Constitution

Pace Swim: 1.6 | Intelligence 1 Strike level 90 Agility 23
Exhaustion points 20 Soul strength 5 Dodge +65 Dexterity -
Attack time 7 will 1 Pace Flight: 45 | Intelligence 2
Sight 10 Exhaustion points 20 Soul strength 5
Black magic -15 Hearing 10 Attack time 8 will 1
White magic 15 Smell/taste 10 Sight 35
Red magic -15 Touch 20 Black magic -15 Hearing 10
Brown magic -15 Size 2 White magic =15 Smell/taste 5
Blue magic -15 Poison/disease -25 Red magic 15 Touch 10
Clear magic -15 Insanity/fear -5 Brown magic 15 Size 4

Attack type Initiative Blue magic -15 Poison/disease 15
Bite +35 +30 0.12 Clear magic Insanity/fear -5

Attack type Initiative Damage
Talon grab +50 +50 0.24
6112 Fox Peck +25 +10 0.18

Foxes are a common nuisance in rural humanoid
communities, often taking poultry and the like as easy prey. 6.1.14 Horse: H'dl'r)g
The common fox is a lone hunter inhabiting temperate
climes, but the stats presented here can also be used for  Riding horses are widely used by humanoids for
more exotic subtypes such as the white snow-fox found inransport and rural work. They are reliable and trained to
Northern regions. Foxes are generally extremely shy ofollow commands quickly, although not typically to a level
humanoids. necessary for combat maneuvers. The stats presented here

can also be used for wild horses and large ponies.

Additional skills: Climb -10, balance +10, jump O,
hide +20, stealth +10. Additional skills: Climb -50, balance 0, jump +30,
hide —50, stealth -50.

Miscellaneous values Statistics
Resistance number 4 Strength 4 Miscellaneous values Statistics
Flesh value - GeliBd el - Resistance number 35 Strength 30
Strike level e Agility 23 Flesh value = Constitution 22
Dl g 0 Dexterity - Strike level 50 Agility 13
Pace Sprint: 2.7 | Intelligence 2 Dodge 30 Pty -
Exhaustion points 30 Soul strength 5 Pace Sprint: 45 | Intelligence 3
Attack time 8 Wil 2 Exhaustion points 45 Soul strength 5
sight 15 Attack time 0 wil >
Black magic -15 Hearing 11 Sight 10
White magic -15 Smell/taste 18 Black magic 15 Hearing 13
Red magic o Touch 14 White magic 15 Smell/taste 12
Brown magic -15 Size 4 Red magic 15 Touch g
Blue magic -15 Poison/disease -15 pym——— 5 Size 20
Clear magic =15 Insanity/fear = Blue magic -15 Poison/disease +30
Attack type Initiative Clear magic i[5 Insanity/fear -5

Bite +40 +25 0.24

Attack type
Hoof kick +30 @) 1.05
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6.1.15 Horse: war Miscellaneous values Statistics
Resistance number 18 S’crength 15
War horses are bred for strength and enduranc Flesh value . Constitution 12
They are extremely expensive and highly sought after. |t  Strike level 70 Agility 16
is a difficult process to produce an animal well traineg Podge +40 Dexterity
enough to overcome its natural instincts and obey its rid¢r Pace sprint: 3.3 | Intelligence 2
in the face of obvious danger. While the primary dange Exhaustion points 30 Soul strength 5
when encountering a war horse usually comes from its rid Attack time 4 will 2
the animal itself can be a considerable threat. Rules 15“ Sight 1
using horses in combat are presented in the chapter pn_ Black magic -15 Hearing 13
combat and movement, section 3.7.10 F White magic S smell/taste =
Red magic -15 Touch 20
Additional skills: Climb -50, balance 0, jump +10, | Brown magic - oz i
hide —50, stealth -50. Blue magic -15 Poison/disease 0
Clear magic 15 Insanity/fear -5
Miscellaneous values Statistics Attack type
Resistance number 45 Strength 35 C]Aaw 4 ‘25 06
Flesh value = Constitution 25 ite +35 15 7
Strike level 50 Agility 12
Dodge +40 Dexterity -
Pace Sprint: 4.5 | Intelligence 3 6.1.17 Lion
Exhaustion points 60 Soul strength 5
Attack time 10 Will 2 The lion is a large pack-hunting big cat, master of
Sight 10 the savannah. Lions live in groups controlled by a single
Black magic -15 Hearing 13 dominant male with exclusive mating rights, and combine
White magic -15 Smell taste 12 to hunt herds of unguents very effectively. However, the
Red magic -15 Touch 8 stats presented here can also be used to model other very
Brown magic i S = large feline predators such as tigers, which hunt in isola-
Blue magic 15 Poison/disease _ +40 tion and use the cover of jungle environments to assist
Clear magic 15 Insanity/fear -5 their predatory activities.

Attack type Initiative Damage

Hoof kick +40 0 123 Additional skills: Climb 0, balance +10, jump +10,
hide 0, stealth 0.

6.1.16 LGOPan Miscellaneous values Statistics

Resistance number 30 Strength 20

The leopard makes its home in warm forest or jun Flesh value - Constitution 16

gle regions and on the edges of the savannah, a vicious  strike level 50 Agility 13
lone hunter that often takes to the trees to sleep and p Dodge +40 Dexterity -
tect its kills from scavengers. GMs can use the stats prp- Pace Sprint: 3.5 | Intelligence 2
vided here for any medium-large feline predator, but ma] Exhaustion points 30 Soul strength 5
wish to make some small adjustments for different spg-  Attack time 10 will 2

s

Black magic -15 Hearing 13
Additional skills: Climb +30, balance +20, jump White magic -15 Smell/taste 20
+20, hide +10, stealth +10. Red magic -15 Touch 20
Brown magic -15 Size 17
Blue magic -15 Poison/disease +20
Clear magic 15 Insanity/fear -5
: Attack type Initiative Damage
A Claw +35 +20 08
,,';___'1-":_‘ o Bite +55 +10 12
g I 9
A Ui
,:“\\ 3 6.1.18 Mouse: field
., l .
.~ D o . .
e Field mice are an extremely common pest among
| 7 humanoid communities, finding ideal warm habitats in rural
'i e and urban dwellings. Their natural habitats are woodlands
ey and open fields, where they make use of a variety of food-

stuffs for survival. The stats presented here generalise to
numerous small rodents, all of which tend to reproduce
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extremely rapidly under favourable conditions. is disproportionate to its size, it is nonetheless capable of
fighting if cornered. The stats presented for rats can be
Additional skills: Climb +20, balance +10, jump 0, used for a variety of larger rodents.
hide +40, stealth +20.

Additional skills: Climb +30, balance 0, jump 0, hide

Miscellaneous values Statistics +20, stealth +20.
Resistance number 1 Strength 1
Flesh value - Constitution 1 Miscellaneous values Statistics
Strike level 110 Agility 35 Resistance number 1 Strength 2
Dodge +80 Dexterity - Flesh value - Constitution 1
Pace Sprint: 1.5 | Intelligence 2 Strike level 100 Agility 30
Exhaustion points 20 Soul strength 5 Dodge +70 Dexterity _
Attack time 7 Will 2 Pace Sprint: 1.8 Intelligence 2
Sight 10 Exhaustion points 20 Soul strength 5
Black magic -15 Hearing 10 Attack time 7 will 2
White magic 15 Smell/taste 15 Sight =
Red magic -15 Touch 25 Black magic -15 Hearing 10
Brown magic -15 Size 1 White magic =15 Smell/taste 15
Blue magic -15 Poison/disease -35 Red magic 15 Touch o5
Clear magic -15 Insanity/fear -5 Brown magic 15 Size 2
Attack type Initiative Blue magic -15 Poison/disease -25
Bite 5 +40 0.06 Clear magic i[5 Insanity/fear -5
Attack type
Bite +25 +35 0.12
6.1.19 Mule
The mule is an infertile crossbreed of tough dispo- 6.1.21 Shark: medium

sition, used in many humanoid cultures to transport goods
and heavy loads. Mules tend to be solid and dependable = The shark is a deadly ocean predator, a large fish
but slow and obstinate. The stats presented here can alsapable of inflicting grievous wounds with its razor-sharp
be used for donkeys and asses, with some minor adjusteeth. The stats provided here are for mid-size species of
ment at the GM’s discretion. shark, around 8 feet in length; GMs should make appro-
priate adjustments for different species. Sharks of various
Additional skills: Climb -50, balance 0, jump -10, types can be found in a variety of saltwater habitats, tend-

hide -50, stealth -50. ing to exist at the top of the (natural) food chain. While
they hunt individually, a promising meal will often attract
Miscellaneous values Statistics a largish group of would-be diners. Sharks swim at +75.
Resistance number 22 Strength 15 Sharks have only the skull, neck, back, chest, stomach and
Flesh value = Constitution 16 tail body locations.
Strike level 50 Agility 10
Dodge *20 Dexterity - Additional skills: Climb -50, balance 0, jump -50,
Pace Sprint: 3.1 | Intelligence 2 hide 0, stealth -10.
Exhaustion points 45 Soul strength 5
Attack time 10 V_\”” 2 Miscellaneous values Statistics
Slgbt 10 Resistance number 24 Strength 18
Black magic 15 Hearing 13 S
White magic s cmell/taste ) Flesh value = Constitution 14
Red magtc s Touch g Strike level 70 Agility 16
. - Dodge +50 Dexterity -
Brown magic -15 Size 15 im: 2. lligence 1
Blue magic -15 Poison/disease +25 A Pace : swim: 2.0 In’tle g b
Clear magic -15 Insanity/fear -5 o aus’clon.pomts %0 o stfengt ;
Attack type Initiative Atlack time 4 will !
T ———— sghe 10
Hoof kic Black magic -15 Hearing 10
White magic =5 Smell/taste 20
Red magic -15 Touch 20
6.1.20 Rat: brown Brown magic -15 Size 15
Blue magic -15 Poison/disease +10
Rats are rodent vermin, often a serious pest in hy Clear magic 5 Insanity/fear =5
manoid settlements as scavengers and spreaders of dise Attack type Initiative

They can grow up to a foot in length (much more if the tai Bite +55 +20 1.08
is included) and are social animals, living in large groups.
While the degree of fear and disgust engendered by the rat
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61.22 Snake: poisonous stomach location can be hit with any blow that lands (beats
their defense by whatever margin).

There are myriad snake species capable of inflict-

ing a poisonous bite; the stats presented here are for atypi- ~ Additional skills: Climb +10, balance 0, jump -50,
cal mid-size snake with venom capable of killing or at leasthide 0, stealth -10.

severely incapacitating an average-sized humanoid (a rat-

tlesnake or equivalent). Poisonous snakes are found

Miscellaneous values Statistics

numerous environments, but are more typically found if Resistance number 22 Strength 25
warmer climates, preying on insects, small birds and mar|  Flesh value - Constitution 18
mals. The GM should make adjustments as he sees fit, jut  Strike level 50 Agility 1
for a typical poisonous snake assume venom with a streng Podge +30 Dexterity -
of 12 and an onset time of 120 seconds (for a human sizgd Pace Slither: 1.6 | Intelligence 1
opponent). Sea snakes swim at +55. Snakes have only | Exhaustion points 40 Soul strength >
skull and stomach body locations, but the stomach |OCW§“1O will 1
tion can be hit with any blow that lands (beats their defen sight 10
by whatever margin). Black magic -15 Hearing 10
White magic -15 Smell/taste 20
Additional skills: Climb 0, balance 0, jump -50, hide | Red magic - Touch 10
0. stealth -10 Brown magic -15 Size 17
’ ' Blue magic -15 Poison/disease +20
. - Clear magic 15 Insanity/fear -5
Miscellaneous values Statistics ] L
Attack type Strike/parry Initiative
Resistance number 2 Strength 4
Nt Ensnare (and
Flesh value = Constitution 2 b [ +30 +5 0(2)
e lovel 70 Adilit 10 subsequent wrestle)
strike leve IrHy Bite +30 +30 06
Dodge +40 Dexterity =
Pace Slither: 1.8 | Intelligence 1
Exhaustion points 20 Soul strength 5
Attack time 8 will 1 6.1.24 Staq
sght 10
Black magic -15 Hearing 10 The stag is a wild herbivore, found primarily in tem-
White magic -15 Smell/taste 20 perate forest habitats. However, the stats given here can
Red magic -15 Touch 10 with minor adjustments be used for any of the deer-like
Brown magic -15 Size 2 animals that exist in a wide variety of environments.
Blue magic -15 Poison/disease -15
Clear magic -15 Insanity/ fear -5 Additional skills: Climb -50, balance 0, jump 0, hide
Attack type -50, stealth -30.
Bite +45 +30 0.12
Miscellaneous values Statistics
Resistance number 20 Strength 15
6.1.23 Snake: constricting Flesh value - Constitution 15
Strike level 50 Agility 10
The stats provided here are for a large constrictin Dodge +40 Dexterity -
snake such as a python or boa constrictor. These animals Pace Sprint: 4.0 | Intelligence 2
tend to inhabit humid environments such as rain fores| Exhaustion points 30 Soul strength 5
and jungles, killing their prey by encircling and crushing  Attack time 10 will 2

them. They can grow to a considerable size, sometim Sight 10

reaching 30 feet in length. Their bite is not toxic, but cap  Black magic -15 Hearing 16
inflict significant damage to help incapacitate prey. Con|  White magic -15 Smell/taste 12
strictors require some special rules for combat with hy-  Red magic -15 Touch 8
manoid opponents. GMs should make use of the option|  Brown magic -15 Size 15
rules for wrestling when a constrictor tries to ensnare fp  Blue magic -15 Poison/disease +20
humanoid. If the constrictor succeeds in applying a grou Clear magic -15 Insanity/fear -5

restraint, it will inflict X2 non-locational crushing damage
every 5 seconds thereafter, ignoring armour. The ensnal

opponent can attempt to reinitiate grappling once evel,

Attack type
od Antler gore +25 -5 0.45
Hoof kick +20 0] 0.53

10 seconds as usual. The humanoid combatant cannot

apply restraints, but a wrestling victory by 30 points al-

lows them to break away as usual. Other combatants can

take free strikes at the constrictor as it grapples, but any
attack falling under the constrictor’s strike level will hit

the humanoid it is wrestling in a random location. Snakes
have only the skull and stomach body locations, but the
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6.1.25 Wolf: common

6.2 The undead

Wolves are pack hunters and will almost always be
encountered in fairly large numbers. They are highly adapt-
able and can be found in numerous environs, although
mountainous and forested regions particularly favour them.
The stats given here for wolves can also be used for other Zombies are corpses that have been animated using

pack hunting canines, such as hyenas. These animals Wg\ack magic (usually at the behest of a black priest). They

rarely attack humanoids outright, but may be driven to doare mindless, loping automatons that will follow the in-
so by extremes of hunger.

. GMs may wish to bolst.er th'E'Structions of their creator (whoever animated them) in a
sFats of thg pac_k Ie.ader slightly, as the pack domlnancgery simple and direct manner until they sustain enough
h|era_1rchy IS ma"f“a'”ed through combats between Chaldamage to return them to the grave. Individually they are
lenging and dominant males. no match for trained warriors, making only slow and stere-
otyped movements and attacks. However, en masse zom-
bies tend to end up victorious by attrition. Zombies usu-
ally smell revolting (depending on their state of decay).
They cause magical fear, but only at strength 3. They bear

6.2.1 Animated dead/zombie

Additional skills: Climb -50, balance 0, jump +10,
hide 0, stealth +10.

iscellaneous values Statistics : . .
a— Misce mo“g e “e” m hw'“ . whatever weapons are at hand (if you animate a man with
es‘;[a”;e ”I“m °r c fzgt. 5 a sword, the resultant zombie will have a sword), likewise
ehvalae - ORSLRUHOn wearing whatever armour they had on at the time of ani-
Strike level 70 Agility 16 . . ;
_ mation. They also retain the resistance number they had
Dodge +40 Dexterity - oo g
: _ in life. Zombies cannot be knocked out (make no knock-
Pace Sprint: 3.5 | Intelligence 3 .
. . out rolls) and do not suffer negative mods as a result of
Exhaustion points 50 Soul strength 5 o g . o . .
: ) injury points sustained. Cumulative index will build up to
Attack time 9 Will 2 .
’ . affect death rolls in the standard manner.
s
Black magic -15 Hearing 13
White magic 15 Smell Aaste 40 Miscellaneous values Statistics
Red magic 15 Touch 10 Resistance number  As original Strength 10
Brown magic 15 S 7 Flesh value - Constitution 10
Blue magic -15 Poison/disease -5 Strike level 30 Agi]i’cy 7
Clear magic 15 Insanity/fear -5 Podge 0 Dexterity 7
Attack type Initiative Damage Pace Walk: 0.4 | Intelligence 1
Bite +40 +20 0.6 Exhaustion points 0 Soul strength 10
Attack time 12+ WM will 1
Saves Sight 10
Black magic 0 Hearing 8
White magic -10 Smell/taste 8
Red magic 0 Touch 3
Brown magic 0 Size V
Blue magic 0 Poison/disease 00
Clear magic 0 Insanity/fear +40
Attack type Strike/parry Initiative Damage
Any weapon or 0 0= WM 1x WM
unarmed attack

6.2.2 Banshee

The banshee is a cruel spirit from beyond the grave,
condemned by its own hatred to dwell forever on the mor-
tal plane. Banshees usually dwell in the mountainous wil-
derness, appearing as haggard old women with hideous,
deformed faces, long, clawed fingers and thick white hair
that billows upward as if caught in an eternal updraught.
They are murderous, feasting on the still-warm corpses of
mortal prey, but take most delight in inciting fear and con-
fusion. Their most potent weapon is their howl, which
can be used up to once every 5 seconds (50 counts) using
a free attack (i.e. in place of initiating an attack drive).
The banshee’s howl causes all able to hear it (usually eve-
ryone within 100 feet) to suffer the effects of strength 12
magical fear. In addition, victims must make a save against
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black magic (strength 8) or be paralysed for 1d100 countsshed and destroyed, finally released from the mortal plane.
and must also make a save against insanity (strength 10)

or gain one random insanity (see the chapter on the gal Miscellaneous values Statistics
ing environment, section 4.1.6). Holding one’s hands ovdr Resistance number - Strength -
one’s ears will reduce the strength of these attacks by Flesh value - Constitution -
complete sealing of the ears (with wax and rags or equivp-  Strike level - Agility -
lent) grants immunity to the howl’s effects. Banshees cal Dodge - Dexterity -
not be knocked out (make no knockout rolls) and do nqt Pace shift: 4.0 | Intelligence 8
suffer negative mods as a result of injury points sustaine| Exhaustion points 00 Soul strength 10
Cumulative index will build up to affect death rolls in the Attack time 10 + WM will 17
standard manner. sight 10
Black magic +20 Hearing 12
e A
Resistance number 15 Strength 20 Red magic 20 Touch N
Flesh value - Constitution 15 PO TEE 0 ol -
Strike level 50 Agility 13 Blue magic +20 Poison/disease 0
Dodge +10 Dexterity 11 Clear magic 20 Insanity/fear 00
Pace Float: 2.0 Intelligence 10 Attack type Strike/parry Initiative Damage
Exhaustion points 0 Soul strength 13 Telekinesis 45 45 15 x WM
Attack time 38 Will 16
sght 10
Black magic +30 Hearing 2 6.2.4 Skeleton: minor
White magic +10 Smell/taste 8
Red magic +30 Touch 8 The skeleton is the undead incarnation of a long-
Brown magic +30 S 2 dead warrior, infused with eternal life by the evil power of
Blue magic +30 Poison/disease 00 a black priest. They are swift, devious combatants that
Clear magic +30 Insanity/fear [0

will fight using whatever arms and armour they possessed
in life to defend themselves and deal out death. Skeletons
are far more dangerous than zombies; they are as intelli-
gent and agile in death as they were in life. Minor skel-
etons cause magical fear, but only at strength 3. They are
6.2.3 Po[’cergeis’c generally suffused with an eerie, pale white light. The
stats presented here are for roughly human-sized human-
The poltergeist is a fearsome, enraged spirit that hasid skeletons. Skeletons cannot be knocked out (make no
become trapped on the mortal plane through its own feaknockout rolls) and do not suffer negative mods as a result
of the afterlife, then driven mad by its imprisonment. Theof injury points sustained. Cumulative index will build up
poltergeist has no obvious physical form, but appears likeo affect death rolls in the standard manner.
a lens, bending and warping the light that passes through

Attack type
Claw +40 10 0.8

it. Cruel, maddening images occasionally appear acro Miscellaneous values Statistics

its surface as it shifts with sudden violence from one pos|- pesistance number 15 Strength 10
tion to another. The poltergeist cannot itself launch phys Flesh value _ Consitutics 1
cal attacks, but acts on the physical world in @ manngr  stike level 75 Agility 16
identical to the psionic spell telekinesis. It can lift objectd Dodge +25 Dexterity 14
up to 15 pounds in weight, hurl them around, fight with Pace Sprint: 1.8 | Intelligence 10
them and so forth. Attacks are made with a strength of JJ Exhaustion points 0 Soul strength 10
(for determining damage) and a + 45 to strike. Assumefa  Attack time 9+ WM will 10
poltergeist will throw one object every 2 seconds CIIIGTGzGECHEEEEEEE 10
counts). The poltergeist itself is immune to normal physit  Black magic o} Hearing 10
cal attacks and most magical attacks (the GM being til  White magic -10 Smell/taste 8
final judge of what magic is effective). Only spells like Red magic o} Touch 10
repel undead are likely to affect it. It is usually tied to §  Brown magic 0 Size 7to17
particular location, however (often the place of its death].  Blue magic 0 Poison/disease o0
Poltergeists may attempt to possess mortals, in an atten Clear magic 0 Insanity/fear +50
to move beyond their usual confines or briefly re-experi RSN Strike/parry Initiative Damage
ence the living state they still desire. When they do so,[a Any weapon or 50 420 + WM 1x WM
battle of wills is initiated (see the chapter on the gaming__unarmed attack

environment, section 4.1.8, for details of statistical bat-
tles). Each round takes five seconds; if the mortal looses,
the poltergeist has command of their body until they are 6.2.5 Skeleton: major

knocked unconscious or killed. A possessed body will

permanently lose one point of constitution each day as a The greater skeleton is typically formed from the

result of the ordeal, with a reduction t‘? Zero res.ult.mg Nancient remains of a champion, a warrior renowned in life
unresurrectable death. If the poltergeist loses, it is ban-
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as a superior combatant. Skeletons are reanimated throd
ritual practices employed in dark religions. Major skel

etons in particular are canny and lethal warriors, fighting
with guile and skill; they use whatever arms and armoy.

6.2.6 Vampire: minor

Minor vampires are ex-mortals who have been bit-
ten by a vampire lord, but not drained of blood, and conse-
guently have joined their new masters as undead. Even
minor vampires are deadly opponents. In humanoid form
they appear as attractive, dark-haired versions of their
former mortal selves. However, they can also change form
at will (taking one free action) to become a bat, or a cloud
of smoke (as the wizard spell, cloud of smoke, but with an
unlimited duration and no magic point cost). In bat form,
their bite inflicts a strength 17 circulatory poison with an
onset time of 30 seconds. Vampires rarely wear armour,
but can bear a variety of weapons. They are intelligent
and cruel, and may appear charming at first to gain infor-
mation on prospective meals. They can also cause magi-
cal fear at will, at strength 10. Vampires cannot be knocked
out (make no knockout rolls), but do suffer negative mods
as a result of injury points sustained. Cumulative index
will build up to affect death rolls in the standard manner.

HUMANOID FORM

Statistics

Miscellaneous values

they possessed in life to defend themselves and lay lo

their opponents, and given their heritage may be in po#

session of superior or even magical arms. Major skeleto
cause magical fear at strength 7. They are generally s
fused with an eerie, pale white or green light and tend {
lower the temperature in their immediate vicinity. The|
stats presented here are for roughly human-sized humg
oid skeletons. Skeletons cannot be knocked out (make
knockout rolls) and do not suffer negative mods as ares
of injury points sustained. Cumulative index will build up
to affect death rolls in the standard manner.

Miscellaneous values Statistics
Resistance number 22 Strength 15
Flesh value - Constitution 15
Strike level 90 Agility 18
Dodge +40 Dexterity 16
Pace Sprint: 2.2 | Intelligence 13
Exhaustion points (o) Soul strength 10
Attack time 8+ WM will 12
Saves Sight 10
Black magic +20 Hearing 10
White magic +10 Smell/taste 8
Red magic +20 Touch 10
Brown magic +20 Size 7to17
Blue magic +20 Poison/disease 0
Clear magic +20 Insanity/fear +70
Attack type Strike/parry Initiative Damage
Any weapon or +75 +40 = WM 15x WM
unarmed attack

Resistance number 30 Strength 20
Flesh value - Constitution 20
ah Strike level 100 Agility 22
Dodge +40 Dexterity 18
Pace Sprint: 21 | Intelligence 17
Exhaustion points 0 Soul strength 18
Attack time 7+ WM will 18
Sight 25
« bBlack magic +35 Hearing 20
White magic +10 Smell/taste 25
. Red magic +35 Touch 12
Brown magic +35 Size 7to17
. Blue magic +35 Poison/disease 00
Clear magic +35 Insanity/fear +90
Attack type Strike/parry Initiative Damage
Any weapen or +85 S0 WM 2xWM
unarmed attack
Bite +55 +25 12
BAT FORM

Statistics

Miscellaneous values

Resistance number 6 Strength 10
Flesh value - Constitution 8
Strike level 119 Agqility 32

Dodge +75 Dexterity -
Pace Flight: 3.5 Intelligence 17

Exhaustion points 0 Soul strength 18

Attack time 4 Wil 18

s s
Black magic +35 Hearing 25
White magic +10 Smell/taste 15

Red magic +35 Touch 12
Brown magic +35 Size 2

Blue magic +35 Poison/disease 1)
Clear magic +35 Insanity/fear +90

Attack type
Bite

+65
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6.2.7 Vampire: major

The vampire lord is a truly formidable undead op
ponent. Often served by numerous minor vampires ar]
even mortal aids, they are strikingly attractive human-lookK
ing creatures with powerful charisma and deadly intelli
gence. In addition to the abilities of the minor vampirg
(change to bat form or a cloud of smoke at will) they ca
assume the form of a great black wolf (again, using on
free action). In wolf form, their hide offers protection

against attacks at 5/4, 3/2, 5/4, 5/4. Their bite (in humAE G

form), if not used to feed, is likely to turn its victim into a
minor vampire in the lord’s service; the bitten mortal mus
resist a strength 15 poison or succumb to life as an unded
In addition, vampire lords have a mesmeric gaze; if ey
contact is gained (requiring a free action in combat) th
victim must resist a strength 3d10 black magic attack
become vacant and docile, fascinated by the vampire aff®

BAT FORM

Statistics

Miscellaneous values

unable to take any action until injured in some way. Ik
human form, vampire lords are immune to most physical
attacks; they can only be damaged by magic or solid silver
weapons (magic attacks affect them normally). As if thig

dResistance number 8 Strength 10
Flesh value - Constitution 8
Strike level 119 Agility 32

Dodge +85 Dexterity -

h Pace Flight: 3.5 | Intelligence 22

Exhaustion points 0 Soul strength 22
Attack time 4 Wil 22
Sight 25
Black magic +55 Hearing 30
White magic +35 Smell/taste 20
L4 Red magic +55 Touch 12
Brown magic +55 Size 2
Blue magic +55 Poison/disease 00
Clear magic +55 Insanity/fear 0
Attack type Strike/parry Initiative Damage
Bite +70 +75 0.6
WOLF FORM

were not enough, they can cause magical fear at w
(strength 15). Finally, they are often competent magic use|

themselves. They will have 20 magic points, and spell-

casting abilities equivalent to an NPC wizard or psioni
(depending on their bent) with 30 000 E.P.s (see sectid
6.6.12 of this chapter for details; spells known can be raf
domly generated using Table 23 of the TABLES booklet)
Vampires cannot be knocked out (make no knockout rolls
but do suffer negative mods as a result of injury point
sustained. Cumulative index will build up to affect death
rolls in the standard manner.

HUMANOID FORM

Miscellaneous values Statistics
_Resistance number 40 Strength 30
Flesh value - Constitution 30
Strike level 119 Agility 25
Dodge +85 Dexterity =
n Pace Sprint: 45 | Intelligence 22
Exhaustion points %) Soul strength 22
Attack time 5 will 22
Saves Sight 25
b Black magic +55 Hearing 20
White magic +35 Smell/taste 35
Red magic +55 Touch 12
Brown magic +55 Size 15
Blue magic +55 Poison/disease 00
Clear magic +55 Insanity/fear 00

Miscellaneous values Statistics

Initigtive

Attack type

Damage

Bite +75 18

Resistance number 50 Strength 25
Flesh value - Constitution 30
Strike level 119 Agility 26

Dodge +50 Dexterity 22
Pace Sprint: 2.8 | Intelligence 22
Exhaustion points 0 Soul strength 22
Attack time 5+ WM will 22
st
Black magic +55 Hearing 25
White magic +35 Smell/taste 30
Red magic +55 Touch 12
Brown magic +55 Size 7to17
Blue magic +55 Poison/disease 00
Clear magic +55 Insanity/fear 00
Attack type Strike/parry Initiative
Any weapon or +95 #5+ WM 2.5x WM
unarmed attack
Bite +65 +45 15

6.2.8 Wraith minion (shadow)

Shadows may be merely the servants of wraiths, but
they are terrifying and formidable opponents in their own
right. They are fomless to the naked eye apart from two
chilling white eyes that float in space, but shadows are
usually seen as seemingly empty suits of clothing or ar-
mour moving in an eerie and graceful silence. They chill
the blood of mortals, causing fear at strength 12 at all times,
and fight with dark blades (equivalent to longswords) vis-
ible only as a black void. Upon wounding a mortal, a piece
of these blades will break off and begin to work its way
towards the heart. The effects are equivalent to suffering
a strength 18 infection, with an immediate save causing
the shard to fall harmlessly away from the wound. Shad-
ows cannot be knocked out (make no knockout rolls) and
do not suffer negative mods as a result of injury points
sustained. Cumulative index will build up to affect death
rolls in the standard manner.
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Miscellaneous values Statistics Miscellaneous values Statistics
Resistance number 35 Strength 13 Resistance number 80 Strength 30
Flesh value - Constitution 30 Flesh value - Constitution 50
Strike level 119 Agility 24 Strike level 119 Agility 35
Dodge +80 Dexterity 22 Dodge +100 Dexterity 28
Pace Float: 3.2 | Intelligence 14 Pace Float: 4.5 | Intelligence 28
Exhaustion points 00 Soul strength 16 Exhaustion points 00 Soul strength 25
Attack time 5 will 16 Attack time 4+ WM will 28
s 20 st 20
Black magic +30 Hearing 18 Black magic +80 Hearing 20
White magic +10 Smell/taste 15 White magic +50 SmellAaste 18
Red magic +30 Touch 8 Red magic +80 Touch 14
Brown magic +30 Size 10 Brown magic +80 Size 12
Blue magic +30 Poison/disease 00 Blue magic +80 Poison/disease 00
Clear magic +30 Insanity/fear 00 Clear magic +80 Insanity/fear 00
Attack type Strike/parry Initiative Damage Attack type Strike/parry Initiative
Wraithblade +75 +80 16 Weapon Custally S0 4100 = WM 3xWM
(longsword) sword)

6.2.9 Wraith lord

Perhaps the most powerful of all undead creatures,
the wraith lord is a terrifying, shadowy reflection of a
mortal whose evil acts have forever bound his spirit to the
world of the living. Insubstantial yet overwhelmingly
horrific, wraiths appear as dark, cloaked forms with pierc-
ing red eyes. They move with terrible, silent grace, and
noticeably chill the air around them, causing constant magi-
cal fear at strength 22. Immune to all but magical weap-
ons, and often bearing rune-blades themselves, they fear
few mortal warriors. Additionally, wraith lords possess
impressive magical abilities. They will have 50 magic
points, and spell casting abilities equivalent to an NPC
wizard with 75 000 E.P.s (see the section 6.6.13 of this
chpater for details; spells known can be randomly gener-
ated using Table 23 of the TABLES booklet). Saves against
the magic wielded by a wraith lord should be made against
black magic. Additionally, they quite literally suck the
life from those who come into contact with them. Any
mortal creature within 15 feet of a wraith lord must save
against a strength 15 black magical attack once every 5
seconds (50 counts) or lose one point of constitution. These
losses are regained at a rate of one point per week, but
falling to zero constitution results in an unresurrectable
death. Wraith lords cannot be knocked out (make no knock-
out rolls) and do not suffer negative mods as a result of
injury points sustained. Cumulative index will build up to
affect death rolls in the standard manner.
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6.3.2 Demonic minion: lesser
6.3 Demonic beings (death

An agile minor demon, the black-skinned lesser

e[ementalg minion stands around 5 feet tall and is of roughly human-
oid shape, but with bat-like wings extending from its back

(flying at +70). They have a double set of razor-sharp

6.3.1 Balrog white teeth, flat faces with two small holes indicating the

position of the nose, dim red eyes and small horns project

A major demon of immense power, the balrog is ajng slightly forwards. Arms and legs are skinny but mus-
creature of fire and death. In posture it is reminiscent of g|ar, ending in vicious claws, and a small pot belly makes
predatory dinosaur, standing on two powerful hind legsthem look vaguely ridiculous. However, this impression
but with a lengthy tail and upper body that slopes forwards short lived, as the creatures attack with cruel ferocity,
(total length of around 30 feet, height of around 10 feet) sing their claws or, occasionally, a weapon of humanoid
However, the resemblance ends here. The balrog’s hinghanufacture. Lesser minions cannot be knocked out, only

legs end in hooves, and support a powerful, muscled upkilled outright.

per body with humanoid arms and hands ending in cruel
black claws. Its head is dog-like, projecting forwards to
wards vicious blackened canine teeth. The balrog has i

Miscellaneous values

Statistics

. . : . Resist b 25 Strength 20
mense bat-like wings, flying at +55, and is covered about cEAnse number end
4 . . o Flesh value = Constitution 25
the back and lower body with thick black hair. Its tail is| : 1
: . . Strike level 100 Aqility 25
made entirely of flame, and its eyes are as glowing re(J b .
. . . . . . L2 odge +50 Dexterity 12
coals against its thick black skin, which provides it with Sprint. 2.5
natural armour of 10 (8), 8 (6), 9 (7), 8 (6). Balrogs cant Pace thht' 7"0 Intelligence 12
not be knocked out, cause mag.|cal fear at strength 15, a‘AExhausﬂon p— 100 o p— 15
cannot be damaged by fire or fire-based attacks. In adqi- Attack time 7+ WM) will 10
tion to their whip-like fiery tails (attacks as a 1-h chain);” sight 20
claws, and stomps/kicks, they can direct a jet of flame fro Black magic +20 Hearing 10
their nostrils up to once per attack drive (attacks as a crog  white magic 0 Smell/taste 15
bow for relative weapon mod; cannot be parried exceft  ped magic +20 Touch 10
with a shield). Finally, they have magical abilities equival  grown magic +20 Size 8
lent to an NPC psionic with 30 000 E.P.s and have 20 magiC  lue magic +20 Poison/disease 00
points (see section 6.6.12 of this chapter for details; spe Clear magic +20 Insanity/fear 0
known can be randomly generated using Table 23 of t Attack type Strike/parry  Initiative Damage
TABLES booklet). Claw +50 +50 08
Bite +30 +40 1.2
Miscellaneous values Statistics Other weapon +25 +50 = WM 2x WM
Resistance humber 75 Strength 70
Flesh value 20 Constitution 70 . — ‘
Strike level 60 Agility 15 6.3.3 Demonic minion: higher
Dodge +20 Dexterity 12
Sprint: 4.5 i At seven feet tall, with wolf-like maw, a reptilian
Pace , Intelligence 20 . . ; :
Flight: 7.0 skin of black overlapping plates and leathery bat-like wings
Exhaustion points 400 Soul strength 20 that join the space between its torso and arms, the higher
Attack time 10 will 26 minion is cruelty personified. Its plated skin gives it natu-
Sight 20 ral armour of 16 (12), 14 (11), 16 (12), 13 (10). It flies at
Black magic +50 Hearing 10 +60, but cannot engage with its arms while in flight (as
White magic +30 Smell/taste 25 they drive its wings). This unusual wing structure means
Red magic 60 Touch 10 that its arms are hugely oversized relative to its otherwise
Brown magic *50 Size 35 humanoid form, around five feet long and ending in razor
Blue magic +50 Poison/disease 00 sharp talons. Higher minions have broad legs and ex-
Clear magic —— “753"(53? 00 tremely long, thin and prehensile tails, useful for fine ma-
Attack type strike/parry _Initiative Damage nipulation when their claws prove cumbersome. In com-
Claw +95 +65 2.8 bat, they cannot be knocked out. While they are ill
Bite 579 s &2 equipped to use other weapons, they can rely on their deadly
Fiery tail +80 +65 52 claws and teeth to inflict devastating wounds.
Stomp/kick +60 +25 2.45
Fiery jet +60 +30 3
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Statistics

Miscellaneous values

Resistance number 35 Strength 30
Flesh value - Constitution 30
Strike level 90 Agility 22

Dodge +40 Dexterity 6

Pace SFFI)IZ:’E ?i Intelligence 14
Exhaustion points 130 Soul strength 15
Attack time 8 Will 14
st 20
Black magic +25 Hearing 10
White magic +5 Smell/taste 15
Red magic +25 Touch 3
Brown magic +25 Size 15
Blue magic +25 Poison/disease 0
Clear magic +25 Insanity/fear 00

Attack type Strike/parry Initiative Damage

Claw +60 +40 15

Bite +40 +30 1.8

6.3.4 Demonic minion: commander

A goat-like skull of blackened bone caps the com
mander minion and forms a suitable adornment to its mu
cular ten-foot tall humanoid frame. With cloven hooves, 4
thin, snakelike tail, great black feathered wings projectin
from its back and powerful claws, it is a terrifying sight to

behold, causing magical fear at strength 8 (flies at +55).

The commander minion is encased in a bony exoskeletol | | EGIEEEIEIEGEG

black rib-like tusks entwining about its limbs and body td
provide natural armour of 20 (15), 20 (15), 12 (9), 16 (12
on all locations apart from the wings. They cannot bq
knocked out, and bear a variety of arms to assist in di
patching their unfortunate foes.

Statistics

Miscellaneous values

6.3.5 Demon lord

The aristocrats of hell, demonic lords (Dukes) are
quite simply the most terrifying and powerful beings a
mortal will ever be unlucky enough to meet. Covered in
overlapping black plate sections (armour at 25 (19), 23
(17), 24 (18), 20 (15)) they tower to a height of around 40
feet. They have no legs, their lower bodies instead divid-
ing into three snake-like tails upon which they slither with
malign intent. Four muscular arms culminate in mighty
twisted claws, while their huge heads are crowned with a
ring of vicious horns. In addition to their impressive physi-
cal traits (including immunity to knockout rolls), demon
lords command devastating magic. They cause constant
magical fear at strength 30, and are immune to fire and
cold, both natural and magical. Most importantly, they
know all wizard and psionic spells up to the 128000 E.P.
level to strength 20 (that’s almost every single spell!) and
have 120 spell points per day to play with. Not recom-
mended hunting.

Statistics

Miscellaneous values

Resistance number 225 Strength 150
Flesh value 40 Constitution 150

B~ Strike level 60 Agility 18
Dodge +35 Dexterity 12

1} Pace Slither: 5.0 | Intelligence 30
Exhaustion points 0 Soul strength 35
Attack time 6 Will 40
Sight 25

Black magic +100 Hearing 20
White magic +90 Smell/taste 5

b Red magic +100 Touch 12
Brown magic +100 Size 80
Blue magic +100 Poison/disease 00
Clear magic +100 Insanity/fear 00

Attack type Strike/parry Inititive Damage
Claw +80 6
Tongue lash +120 +120 4

Resistance number 45 Strength 45
Flesh value - Constitution 40
Strike level 80 Agility 18

Dodge +35 Dexterity 10
Pace SE;{;;:B: Intelligence 18
Exhaustion points 200 Soul strength 15
Attack time 9+ WM will 18
st 20
Black magic +30 Hearing 10
White magic +10 Smell/taste 15
Red magic +30 Touch 12
Brown magic +30 Size 22
Blue magic +30 Poison/disease 00
Clear magic +30 Insanity/fear 00
Attack type Strike/parry Initiative Damage
Claw +80 +35 1.8
Other weapon +60 +35+ WM 45xWM

6.3.6 Gargoyle

The gargoyle is a demonic being of stony complex-
ion, quite literally a living statue. They come in a variety
of shapes and sizes, but are usually of roughly human di-
mensions, with some combination of horns, bat-like wings,
claws and tail. Striking facial features are common, such
as elongated noses or chins or prominent cheekbones. The
gargoyle’s favourite ploy is to pretend to be an actual statue
and surprise its prey with a sudden attack. They can bear
a variety of weapons, cannot be knocked out, and their
rock-hard skin protects them at 24 (18), 18 (14), 20 (15),
12 (9).
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Miscellaneous values Statistics When disguised as birds or fish, shapeshifters fly/swim at
Resistance number 30 Strength 24 +35. They have no natural armour, but can of course don
Flesh value - Constitution 28 it when in humanoid form. They will gain the natural

Strike level 65 Agility 15 weapons of whatever shape they adopt, and tend to bear
Dodge +15 Dexterity 14 weapons when in humanoid form. Shapeshifters are im-
Pace Sprint: 2.7 | Intelligence 10 mune to knockout rolls, and can make use of the telepathy
Exhaustion points 85 Soul strength 12 spell (see psionic spells in the MAGIC booklet) at strength
Attack time 8 (+IWM) will 9 16 up to three times per day as a free action.
sght 1
Black magic +15 Hearing 14 Miscellaneous values Statistics
White magic -5 Smell/taste 15 Resistance number 20 Strength 20
Red magic +15 Touch 10 Flesh value = Constitution 20
Brown magic +15 Size m Strike level 80 Agility 18
Blue magic +15 Poison/disease 0 Dodge =5 Dexterity 16
Clear magic +5 Insanity/ fear 00 Pace 20t045 | Intelligence 15
Attack type Initiative Damage Exhaustion points 100 Soul strength 16
Claw 60 +25 0.96 Attack time 8 (+\WM) will 16
Other weapon +45 +20 = WM 24 x WM Sight 16
Black magic +40 Hearing 18
White magic +20 Smell/taste 15
6.3.7 Hell hound (fenry) Red magic +40 Touch 12
Brown magic +40 Size 5to 20
The hell hound is a great black shaggy-haired cal  Due Mg +40 _ Poison/disease 0
Clear magqic +40 Insanity/fear 00

nine of immense proportions (typically around eight fee
long and five feet tall). With glowing red coal-like eyes
and elongated white canines dripping blood-like mucus
they are fearsome to behold (causing magical fear &
strength 6). Natural hunters, fenry love nothing more than
hunting mortal prey, providing great sport for the over-

Attack type Strike/parry Initiative
Unarmed +55 +40 2 x WM
Other weapon +45 +40 £ WM 2 x WM

lords of hell. They cannot be knocked out, but have no 6.3.9 Succubus/incubus
natural armour.

The succubus is another disguised demon, a fabu-

Miscellaneous values Statistics lously beautiful dark-haired woman luring unsuspecting
Resistance number 35 Strength 30 men towards their sexual downfall. The Incubus is the
Flesh value - Constitution 30 male equivalent, a stunningly handsome seducer of women.
Strike level 75 Agility 19 Often, their intent is simply to take their victims’ lives at
Dodge +40 Dexterity - the moment of sexual ecstasy, a time of maximum vulner-
Pace Sprint: 6.0 | Intelligence 7 ability. However, these foul demons may also act to pro-
Exhaustion points 180 Soul strength 10 duce half-mortal offspring, such that the ambitions of the
Attack time 6 will 9 dukes of hell might better be served on the mortal plane.
Sight 15 In this capacity they are particularly likely to seek out pow-
Black magic +10 Hearing 15 erful, heroic or influential partners. Succubi and incubi
White magic -10 Smell/taste 40 possess powerful magic, with 20 spell points per day and
Red magic 10 Touch 10 spells equivalent to an NPC psionic with 30 000 E.P.s (see
Brown magic 10 Size 16 section 6.6.12 of this chapter). They can bear human arms
Blue magic 10 Poison/disease 00 and armour (their natural form being human, with appear-
Clear magic +10 Insanity/fear 00 ances of 20) but generally rely on their claws and razor

Attack type Initiative Damage sharp teeth, which spout at will to deal the surprise death-
Bite *65 45 18 blow. Like all demons, they cannot be knocked out.

6.3.8 Shapeshifter

A particularly devious and cruel denizen of the di-
mension of death, the shapeshifter can adopt the form of
any mortal being but retains its own abilities (statistics etc.).
Shapeshifters are not confined to humanoid bodies, but
can take on animal form as well, and will often do so if
uncovered for the purposes of fleeing. They are natural
deceivers, full of hate for the mortals they so perfectly
imitate, and are only given away by their tendency to radi-
ate strong magic, detectable to those with arcane powers.
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Miscellaneous values Statistics

Resistance number 18 Strength 15 6.4 Other elementa[s and maglcal
Flesh value = Constitution 18
Strike level 80 Agility 19 constructs
Dodge +45 Dexterity 15
Pace Sprint: 3.5 | Intelligence 14
Exhaustion points 100 | soul strength 18 6.4.1 Elemental: air
Attack time 7 (+WM) will 18
Sight 16 Air elementals are as fierce as the north wind, strange
Black magic 45 Hearing 16 creatures that resemble little else on the mortal plane.
White magic +25 Smell/taste 15 Looking like a rapidly moving whirlwind, they stand
Red magic 45 Touch 11 around eight feet high, broad at the middle and tapering at
Brown magic +45 Size 7tol5 top and bottom. These living hurricanes move in sudden,
Blue magic 45 Poison/disease 00 jerky movements. Their rapid, swirling forms give a sense
Clear magic +45 Insanity/fear 00 of substance despite their translucence, and reveal a single
Attack type Strike/parry Initiative Damage living feature, a pair of suspended yellow eyes. Air
Claw 0 4 06 elementals are vulnerable to standard attacks, but all dam-
bice < 2 8.2 age inflicted is considered non-locational (gains no
Other weapon +40 P WM 15 x WM locational damage modifier), and they cannot be knocked

out. They can make physically damaging attacks with
their lashing tail, which attacks as a whip for calculating
relative weapon mods, but cannot entangle. They also
possess two special attacks. They can cast wind rush (as
the wizard spell) at will as a free action, taking one AT, at
strength 2d10 (roll each time the ability is used). They
can also attempt to engulf their victims. This attack is
made in the standard way, and can only be dodged, not
parried. If this dodge fails, the victim becomes contained
within the body of the elemental, and suffers the effects of
asphyxiation until released (see the chapter on the gaming
environment, section 4.1.7, for details of asphyxiation dam-
age). Having engulfed a victim, the air elemental must
move with them, and cannot make any other attack or dodge
incoming attacks. However, any blows directed against
the elemental now also strike its captive; the elemental
takes standard non-locational damage, but the blow is de-
flected inwards by its swirling exterior such that the vic-
tim is struck in a random location. Damage against them
is then calculated in the standard manner, but the blow has
been slowed a little such that 1d10 points are subtracted
from the base damage before armour and location are taken
into account.

Miscellaneous values Statistics
Resistance humber 30 Strength 20
Flesh value - Constitution 20
Strike level 115 Agqility 26
Dodge +70 Dexterity -
Pace Fligh’c: 10.0 ln’ce”igence 12
Exhaustion points %) Soul strength 20
Attack time 7 will 14
s 1
Black magic +20 Hearing 12
White magic +20 Smell/taste -
Red magic +20 Touch -
Brown magic (] Size 16
Blue magic +20 Poison/disease o)
Clear magic +40 Insanity/fear (%)
Attack type Strike/parry Initiative Damage
Tail whip +60 +60 12
Engulf +20 +40 Special
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6.4.2 Elemen’cal: GaP‘JC]’) Miscellaneous values Statistics

Resistance number 20 Strength 20

The earth elemental is strange indeed to behold, Flesh value = Constitution 16
figure formed from molten-looking earth. Vaguely hu- Strike level 90 Agility 20
manoid, but with a blank face and club like fisted hands, i Podge +50 Dexterity -
moves on two legs that flow up from the ground beneatH. Pace Float: 2.0 | Intelligence 12
never leaving the earth. It is around ten feet tall, with 4 Exhaustion peints 00 Soul strength 20
slow grace, flowing like mud with seemingly unstoppablelAttack time 8 will 14
momentum. Earth elementals can be damaged by sta Sight =
ard attacks, but have an infinitely high flesh value suc Black magic *20 Hearing 12
that no damage penetrates towards internal organs (th{, ihits magle 20 Smell7 Tte .
actually have no internal organs). Their stony exteriorg BR ed magic :38 T;’_“C -
also offer effective armour, at 20 (15), 20 (15), 20 (15), 1( g?:ve”mr:?c‘c . Poisonljz:isease —
(8). The earth elemental has no special attacks; it simp| Clear magic s Insanity/fear o

pounds its victims to dust with its mighty fists of rock. It
cannot be knocked out.

Attack type Strike/parry Initiative Damage

Tail whip +60 +40 1.4
Miscellaneous values Statistics
Resistance number 60 S’crength 100
Flesh value 0 Constitution 60 6.4.4 Elemental: water
Strike level 40 Agility 10
Dodge 0 Dexterity - Like all its elemental brethren, the water elemental
Pace Sprint: 2.0 | Intelligence 12 is an unbelievable sight. It looks like a large cube of wa-
Exhaustion points 0 Soul strength 17 ter, some ten feet square yet standing suspended against
Attack time 10 will 14 all natural laws. Bubbles and undercurrents eddy beneath
Sight 12 its translucent surface, yet the impossibility of its suspen-
Black magic +20 Hearing 12 sion makes it seem somehow more viscous than it really
White magic +20 Smell/taste - is, almost jelly-like. When moving, it rolls gently forward
Red magic +20 Touch - like a slow wave, but attacks with sudden ferocity, send-
Brown magic +40 Size 24 ing a powerful spout of water towards a close target (within
Blue magic +20 Poison/disease 00 20 feet), then retracting the resultant pool into itself like
Clear magic O Insanity/fear 00 mercury to a magnet. Each of these high-pressure torrents
Attack type Strike/parry Initiative Damage attacks as a javelin, but can only be dodged or blocked
Punch 60 +20 3 with a shield, not parried using other weapons. They are

treated as a standard attack in melee combat, but cause
only non-locational damage to the victim (ignoring ar-
6.4.3 Elemental. fire mour). However, they are likely to knock their targets
from their feet; consider base damage to be multiplied by
A creature of pure flame, the fire elemental looks > for the purposes of calculating knock back (see the chap-
like an out of control bonfire, white hot at its flaming heart t€r on combat and movement, section 3.7.6). Standard
and surrounded by a swirling orange and yellow infernolactics for a water elemental are to knock victims out us-
Eight feet high, it burns without giving off smoke and ing their spout attacks, then move over their prone forms
moves sluggishly, seeming to float across the floor. It ist0 drown them. Water elementals cannot be knocked out
shaped like a teepee, conical and tapering, but with an elof@d are unharmed by standard physical attacks, which sim-
gated tail of flame projecting some 20 feet upwards fromPly Splash into their watery forms. Weapons made to burn
its “head”. This whip-like appendage is used in combatin Some manner (such as by wrapping them in burning
flailing at opponents and attempting to grip and burn them¢loth) do normal damage, as do magical weapons, electri-
It attacks as a whip, always entangling but not sufferingc@l attacks and most magical attacks (GM's discretion).
the usual 0.25 damage mod for this type of attack. FolAll damage against a water elemental is non-locational.
low-up attacks follow the standard rules for whips, but the
elemental’s tail cannot be cut (like a chain) and inflicts
additional locational damage while in contact with a vic-
tim. One damage roll (using the tail's damage mod) should
be made for every 10 counts of contact, unless the victim’s
armour is deemed fireproof. In addition to this attack, the
fire elemental possesses dangerous magic. Once every 100
counts it can cast either blinding flash or fireball, both at
strength 2d10, using a single action. The fire elemental is
immune to fire-based attacks, but takes non-locational dam-
age from other types of magic and physical blows (although
its swirling flaming exterior makes it surprisingly difficult
to strike). It cannot be knocked out, only killed outright.
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Miscellaneous values Statistics

Resistance humber 20 Strength 10
Flesh value = Constitution 10
Strike level 40 Agility 10
Dodge O Dexterity -

Pace Slide: 1.5 Intelligence 12
Exhaustion points 0 Soul strength 17
Attack time 10 Will 14
st o
Black magic +20 Hearing 12
White magic +20 Smell/taste -
Red magic 0 Touch -
Brown magic +20 Size 40
Blue magic +40 Poison/disease 00
Clear magic +20 Insanity/fear ()

Attack type
Spout

Initiative

Strike/parry
+60 O 2

Damage

6.4.5 Angel (life elemental)

6.4.6 Golem

The golem is a living statue, a broad-shouldered
humanoid automaton with seemingly unstoppable intent.
The origins of these strange, seven-foot lumbering crea-
tures are obscure, but it is said that the simple commands
they obey utterly and unthinkingly are written on a scroll
placed behind their lifeless black eye pits. Whatever the
case, a Golem will stand stationary indefinitely until re-
quired to fulfill its duties, usually guarding something of
great value. They require no sustenance, air to breathe or
companionship, and will obey their commands long after
their original masters have perished. Golems are usually
made of stone, but particularly impressive guardians can
be made of iron or even mythryl. They are not damaged
as a living creature, but rather according to the “breaking
things” rules in the chapter on the gaming environment
(except that damage is rolled on 2d10, not 1d10 + 10 as for
braced objects). Each major section of a golem’s body
counts as a separate object: each arm, the head, the body,
and each leg. If a section has its resistance value reduced

In the Korin-Thar world system, angels inhabit the to 0, it is destroyed. For arm and leg sections, this will
dimension of life, just as other elementals live in their re-render the golem unable to strike with that arm or move
spective otherworldly plains (demons inhabit the dimen-using that leg (-20 strike level and dodge). For the body
sion of death, or hell). Standing around 7 feet tall, theyand head sections, destruction leaves the golem utterly in-
appear as strikingly beautiful humanoids, with androgy-capacitated; golems will usually attempt to block blows to
nous features, golden hair and serene white flesh. Whitehese sections using their arms. Locational damage mods
feathered wings sprout from their shoulders, and they beashould not be applied. The golem has no mind as such,
silver spears and target shields, with shining silver mailand cannot be affected by spells that attack the mind, mes-
armour that protects them at 20 (15), 16 (12), 12 (8), 12nerise, charm and so forth. Resistance values are 20 for
(9). Note that these weapons are made of the stuff of theach section (30 for iron golems, 50 for mythryl golems).
dimension of life, and will rapidly disintegrate if separated

from their angelic owners. Angels take standard locationi

damage, but cannot be knocked out. They fly at + 75, afdresistance number
permanently inspiréhose around them of suitable align-
ment (as the white priest spilbpiration strength 15).

Miscellaneous values Statistics
Resistance humber 40 Strength 20
Flesh value - Constitution 20
Strike level 85 Agility 20
Dodge +60 Dexterity 20
Pace th_ht 70 Intelligence 18
Sprint: 2.8
Exhaustion points 00 Soul strength 20
Attack time 8+ WM Will 16
s 0
Black magic 0 Hearing 10
White magic +40 Smell/Aaste 10
Red magic +40 Touch 10
Brown magic +20 Size 15
Blue magic 0 Poison/disease 00
Clear magic +20 Insanity/fear ()
Attack type Strike/parry Initiative Damage
1-H Spear (AT1,
unbfeakab[e) k& *60 16
Target shield
(unbreakable) = =0 07

Miscellaneous values Statistics

20/30/50* S’crength 120
Flesh value - Constitution 50
Strike level 30 Agility 5
Dodge =25 Dexterity
Pace Walk: 0.3 Intelligence -
Exhaustion points %) Soul strength -
Attack time 10 will -
st 10
Black magic +30 Hearing 10
White magic +30 Smell/taste -
Red magic +30 Touch 10
Brown magic +30 Size 20
Blue magic +30 Poison/disease 00
Clear magic +30 Insanity/fear 00

Attack type
Punch (and block)

Strike/parry Initiative
+50 -10 3.6

170



Chapter 6 Bestiary

6.5 Monstrosities and magical crea-
tures

6.5.1 Basilisk (Cockatrice)

The basilisk is a lizard-like creature, some fourteer
feet long and resembling a giant chameleon, but often stargs
ing erect on its stubby hind legs and with a beak rathg
than the traditional array of lizard teeth. In the popula
imagination this creature is the product of a dragon hatc
ing a chicken egg (a would-be cock); its actual origin is
rather more obscure and almost certainly magical. T
basilisk is reasonably intelligent, a natural hunter, and e
tempered in the extreme. In addition to cruel claws, i
possesses a terrifying power; its gaze has the capacity
turn mortals to stone. Unwitting opponents will almost
certainly make the mistake of catching the creature'sye
low-eyed stare, which will instantly petrify them if they [
fails to save against strength 12 brown magic. For wily «
opponents attempting to avoid the creature’s eyes, the
must fight at —15 (staring at your feet is not conducive t
combative success), and still have a 5% chance of catc
ing the creature’s gaze every time they attempt to strike
parry or dodge. Should the basilisk elect to use a fre
attack to capture someone’s gaze, it will have a 60% chance
of doing so unless they close their eyes, leaving them opetion of civilised peoples and their armies. Dragons’ natu-
to a standard follow up attack with their evasion attemptral weapons are formidable; they attack with great fanged
(parry or dodge) at — 45. The basilisk is also armoured bynouths, claws and tail lashes to great effect. They are also

its thick scales at 10 (8), 10 (8), 10 (8), 8 (6). able to breath out great gusts of fire at will, either in melee
combat in place of a standard attack, or as a ranged weapon
Miscellaneous values Statistics (range mod 0.5, range of 50 feet). In either case this fiery
Resistance number 40 Strength 40 jet cannot be parried (except with a very large shield, which
Flesh value 4 Constitution 40 is likely to be ruined in the attempt), only dodged, but drag-
Strike level 50 Agility 14 ons must wait 100 counts (10 seconds) between each such
Podge *25 Dexterity 3 breath. Fire breath damage is non-locational but ignores
Pace Run: 2.8 Intelligence 9 most armour (GM'’s discretion). As if their physical pow-
Exhaustion points 200 Soul strength 12 ers were not awesome enough, dragons are usually vir-
Attack time 8 Will 16 tuoso magic users, with 100 spell points per day. They
Sight 10 will be competent in two magical professions, with spell
Black magic +30 Hearing 13 knowledge equivalent to an NPC practitioner with 150 000
White magic +30 smell/taste - E.P.sin each (see section 6.6.14 of this chapter for details;
Red magic +30 Touch 10 spells known can be randomly generated using Table 23
Brown magic +30 iz 2 of the TABLES booklet). They also cause constant magi-
Blue magic *30  Poison/disease  +15 cal fear at strength 6, and fly at +55.
Clear magic +30 Insanity/fear +25
Attack type
Claw +60 +35 16
6.5.2 Dragon

The dragon is perhaps the most formidable creature
to inhabit the mortal plane. These enormous winged liz-
ards are armoured from head to foot in thick scales that
provide them with protection at 24 (18), 22 (17), 24 (18),
20 (15). Often exceeding 50 feet in length, they are ex-
tremely intelligent, typically versed in numerous languages,
but also greedy, destructive and devious. Thankfully, they
are also extremely rare and mindful of attracting the atten-

171



Chapter 6

Bestiary

Miscellaneous values

Miscellaneous values

Statistics

Resistance number 100/30 Strength 100
Flesh value 20 Constitution 100
Strike level 35 Agility 8

Dodge @) Dexterity -

Pace Sprint: 1.9 | Intelligence 3
Exhaustion points 500 Soul strength 5

Attack time 9 will 5
st
Black magic +15 Hearing 12
White magic +15 Smell/taste 15

Red magic +15 Touch 8
Brown magic +15 Size 50
Blue magic +15 Poison/disease +70
Clear magic +15 Insanity/fear +30

Statistics

Attack type
Bite (x7)

Initiative
+30

Strike/parry
+55

Damage

Resistance humber 130 Stkeng’th 140
Flesh value 30 Constitution 130
Strike level 50 Agility 12

Dodge +15 Dexterity 3
Pace FSIZLT 12250 Intelligence 26
Exhaustion points 1000 Soul strength 24
Attack time 10 Will 36
st s
Black magic +80 Hearing 20
White magic +80 Smell/taste 25
Red magic +80 Touch 8
Brown magic +80 Size 70
Blue magic +80 Poison/disease +100
Clear magic +80 Insanity/fear +100
Attack type Strike/parry Initiative Damage
Claw +70 +20 5.6
Bite +50 -10 8.4
Tail lash +50 +30 4.9
Fire brea’c.h Fme[ee or D 55 20
missile)
6.5.3 Hydra

The hydra is another reptilian monster, with a heavy-

set black-scaled body supported on four immense legs.

6.5.4 Scorpion: giant

There is little need to describe the giant scorpion,
besides mentioning its terrifying nine-foot length. These
creatures of the wilderness make ferocious hunters, ar-
moured in an insect exoskeleton at 15 (11), 13 (10), 14
(11), 10 (8) and attacking with their spear-like tail mounted
stings. Upon drawing blood the sting injects a strength 16
Herve poison with an onset time of 35 seconds; having

resembles a brontosaurus in most respects, but for a rostruck once, the scorpion will often retreat to allow its
of scales running the length of its back and its most strikvenom time to take effect.
ing feature; the hydra has not one long neck protruding

from its shoulders but seven, each crowned with a crud
dagger-toothed serpent head. Hydras are typically arou
40 foot in length, naturally armoured at 14 (11), 14 (11)
14 (11), 12 (9), and are of only animal intelligence. How
ever, their seven heads can act quite independently.

combat, a single hydra is considered as seven separ
opponents. They have an overall resistance number, whi
is used to calculate injury points and index. Any blow strik

ing the hydra will contribute towards knockout and deat ||| | | GIEECHIIEEGEGEG

rolls against this value. They also have a second resis
ance number listed. Blows to one of the animal’'s heads
necks cause knockout and death rolls against that head
dependently (taking into account the hydra’s overall in
dex). Hence a hydra may have one or more heads disab
(knocked out or “killed”) but will carry on fighting with

its remaining ones. Only when all seven heads have be
disabled or the creature has succumbed to a knockout

(Resistance number 30 Strength 24
Flesh value - Constitution 30
Strike level 75 Agility 16

Dodge +20 Dexterity 5

ate Pace Scuttle: 2.8 | Intelligence 1

Exhaustion points 70 Soul strength 4
Attack time 8 will 1
Sight 10
bt-  Black magic +10 Hearing 6
White magic +10 Smell/taste 12
n- Red magic +10 Touch 12
Brown magic +10 Size 20
ed Blue magic +10 Poison/disease +50
Clear magic +10 Insanity/fear +50
Attack type Strike/parry Initiative
or  sting +60 +40 12
Claw +45 +20 1

Miscellaneous values Statistics

death roll against its overall resistance number is it dd
feated.

6.5.5 Spider: giant cave-dweller

Giant cave-dwellers live in large communities, leav-

ing networks of thick webbing to entangle and slow their
prey before attacking en masse. Around three feet across,
they spring to attack with a bite that inflicts a rapid action
circulatory poison (strength 8, onset time 20 seconds).
Creatures who stumble into their webbing are considered
entangled (partially or fully depending upon circumstances
atthe GM’s discretion), and can free themselves as if caught
in a combat net (see the net entanglement section in the
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chapter on combat and movement, section 3.7.11). The

spiders’ webbing is flammable, but will severely burn any 6.6 NPCs (humanoid)
creature caught up in it should it be set alight.

6.6.1 Human mercenary in light armour:

Miscellaneous values Statistics
Resistance humber 8 Strength 12 5000 E.Ps
Flesh value = Constitution 10
Strike level 70 Agility 18 The light mercenary carries 31.4 pounds of armour
Dodge +40 Dexterity 3 and equipment and is encumbered by 2 points, with a dou-
Pace Scuttle: 2.3 | Intelligence 1 ble encumbrance of 24 (x1 exhaustion point mod). The
Exhaustion points 25 Soul strength 5 initiative, dodge and strike level values shown in the table
Attack time 7 Wil 1 below have been adjusted to take this into account. He
Sight 12 fights with a shield anditherthe longsworar the mace
Black magic 0 Hearing 3 and chain, not both, as well as carrying two throwing
White magic 0 Smell/taste 5 knives. The light mercenary also possesses the following
Red magic 0 Touch 25 skills (see overleaf) which have not been adjusted for en-
Brown magic o} Size 5 cumbrance:
Blue magic 0 Poison/disease +60
Clear magic 0 Insanity/fear +40 : o——
5 . Miscellaneous values Statistics
Attack type Strike/parry Initiative .
Springing bite +40 +30 0.7 Resistance number 15 Stre_ngtb 14
Flesh value - Constitution 13
Strike level 39 Agility 12
Dodge 0] Dexterit 12
6.5.6 Spideh giaﬂf dGSGYt—dWCHG}’ Paci Sprint: 1.9 lnte[]igenie 10
Exhaustion points 26 Soul strength 10
The giant desert-dwelling spider is a true monster gt Attack time 9+ WM will 10
12 feet in diameter. Its thick bulbous hide protects it at 1| S I NNEIECHIIIIEEE 12
(12), 14 (11), 16 (12), 13 (10). The spider will bury itself Black magic +3 Hearing roll
in sand to disguise its presence, sensing the approach|  White magic +3 Smell/taste roll
prey via the seismic waves their footfalls produce in the  Red magic +3 () Touch roll
loose sand. Its bite inflicts a potent but slow acting circuf  Brown magic +3 (%) Size 14 (£ 2)
latory poison (strength 18, onset time 200) that will paraf  Blue magic +3(x)  Poison/disease +6
lyse rather than Kill its prey (which will eventually die of Clear magic +3 (£) Insanity/fear
dehydration). In this manner it is able to drag them to it Weapon Strike/parry, Initiative, max  Damage,
lair and leave them for later, live food staying fresher for AT attacks strength
little longer in the oppressive desert heat. Targetshield ) so 0 101 0.49, 48
(break 3)
Miscellaneous values Statistics Longsword (break 1) +32/+8,10 0,2 1.4, 36
Resistance number 40 Strength 25 Mace and chain +32/+8, 10 52 14,26
Flesh value - Constitution 35 (break 4)
Strike level 40 Agility 19 Throwing knife +6,N/A  N/A,N/A 07, N/A
Dodge +25 Dexterity 3
Pace Scuttle: 50 | Intelligence i
Exhaustion points 55 Soul strength 5 light mercenary - linen shirt, soft leather ringmail long gloves,
Attack time 9 will 1 tough leather ringmail leggings and short hauberk, boots, belt and
sight 12 scabbard or weapons harness
Black magic +5 Hearing 3
White magic 5 SimallAsic 5 Cut Chop Thrust Impact
Red magic +5 Touch 25 Skull - - - -
Brown magic +5 Size 24 Face - - - -
Blue magic +5 Poison/disease +80 Neck - - - -
Clear magic +5 Insanity/fear +40 Shoulders 8/6 6/5 8/6 5/4
Attack type Strike/parry  Initiative Damage V. arm 8/6 6/5 8/6 5/4
Bite +60 +10 15 Elbow 8/6 6/5 8/6 5/4
Forearm 6/5 5/4 5/4 5/4
Hand 6/5 5/4 5/4 5/4
Chest 8/6 6/5 8/6 5/4
Abdomen 8/6 6/5 8/6 5/4
Hip 16/12 12/9 16/12 10/8
Groin 16/12 12/9 16/12 10/8
Thigh 8/6 6/5 8/6 5/4
Knee 8/6 6/5 8/6 5/4
Calf 13/10 9/7 11/8 10/8
Foot 5/4 3/2 3/2 5/4
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Climb, +8; balance, 0; jump, +2; hide, O; speak com

mon, +25; heraldry, +1; sing, two parental skills, one craft A A A A
and one other skill at a variable level (no E.P.s invested],, 9" mereenary - linen shirt soft leather ringmail long gloves,
tough leather ringmail leggings and short hauberk, boots, belt and
scabbard or weapons harness
6.6.2 Human mercenary captain in light o - . e
armour: 25000 E.P.s [ _ _ _ _
Neck - - - _
The light mercenary captain carries 31.4 pounds d Shoulders 8/6 6/5 8/6 5/4
armour and equipment and is not encumbered for standgrd U. arm 8/6 6/5 8/6 5/4
skill rolls, but has a double encumbrance of 19 points (x|  Elbow 8/6 6/5 8/6 5/4
exhaustion point cost). He fights with a shield aitker Forearm 6/5 5/4 5/4 5/4
the longsworar the mace and chain, not both, in the forme{  Hand 6/5 5/4 5/4 5/4
case carrying two throwing knives, in the latter case only  Chest 8/6 6/5 8/6 5/4
one. The initiative mod shown for the throwing knife in-| Abdomen 8/6 6/5 8/6 5/4
cludes the special +35 modifier when using a throwing  Hip 16/12. 12/9 16/12 10/8
knife as a first attack in melee combat (combat and movq  Groin 16/12 12/9 16/12 10/8
ment, section 3.7.11). The light mercenary captain pog- Thigh 8/6 6/5 8/6 5/4
sesses the following skills (not modified for double en{  Knee 8/6 6/5 8/6 5/4
cumbrance): Calf 13/10 9/7 11/8 10/8
Foot 5/4 3/2 3/2 5/4

Climb, +16; balance, +2; jump, +4; hide +3; speak
common, +27; heraldry, +3; sing, two parental skills, one
craft and one other skill at a variable level (no E.P.s in-6.6.3 Human mercenary in medium armour:

vested). 5000 E.Pss
Miscellaneous values >tatistics The medium mercenary carries 52.3 pounds of ar-
Resistance number 18 Strength 16 mour and equipment and is encumbered by 20 points, with
Flesh value - Constitution 15 a double encumbrance of 63 (x3 exhaustion point mod).
strike level 50 Agility 14 The initiative, dodge and strike level values shown in the
Dodge & Pexterity o table below have been adjusted to take this into account.
Pace Sprint: 2.0 | Intelligence i He fights with a shield andither the longswordbr the
Exhaustion points 0 Soul strength 9 battleaxe, not both, as well as carrying a throwing axe.
Attack time 8+ WM V_\”” 10 The medium mercenary also possesses the following skills,
S 14 which have not been adjusted for encumbrance:
Black magic +5 Hearing roll
V::zemn;;?clc +5+(5¢> Smfl[:ijte :ZH Climb, +8; balance, 0; jump, +2; hide, 0; speak com-
: : mon, +25; heraldry, +1; sing, two parental skills, one craft
Brown magic B olze =2 and one other skill at a variable level (no E.P.s invested)
Blue magic +5 (%) Poison/disease +10 v ’
Clear magic +5 (+) Insanity/fear 0
Wespon Strike/parry, Initiative, max  Damage, . Miscellaneous values Statistics
AT Jttacks strength Resistance number 15 S’crength 14
Target shield o/v5s. 10 7 1 056 5 Fleéh value - Cons’cifc»ution 13
(break 3) ’ ' 20, Strike level 21 Agility 12
Longsword (break 1) +55/+19, 9 +37,3 1.6, 39 Podge -20 Deﬁfeﬂfy 12
Mace and chain Pace Sprint: 1.5 Intelligence 10
a(brzai 4)3 +53/+19,10 ¥22,3 192,33 Exhaustion points 26 Soul strength 10
Throwing knife +30, 9 72, N/A 08, N/A Attack time 10 + WM will 10
st 2
Black magic +3 Hearing roll
White magic +3 Smell/taste roll
Red magic +3 () Touch roll
Brown magic +3 (%) Size 14 (x 2)
Blue magic +3(x)  Poison/disease +6
Clear magic +3 () Insanity/fear 0
Weapon Str[ke/parry, Initiative, max Damage,
AT attacks strength
Target shield
Chreak 3) +8/+28, 12 28,1 0.49, 48
Longsword (break 1) +26/+8, 11 -18, 1 1.4, 36
Battle axe (break 3)  +28/+8, 12 -28,1 1.82, 38
Throwing axe +3, N/A N/A, N/A 112, N/A
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Armour

Padding skull cap and short hauberk, double mail short hauberk, Resistance number 18 Strehgtb 10
plate pot helm, tough leather ringmail leggings and long-sleeved F[e.sh e - COnSt],t,UﬂOn 5
gloves, tough leather boots, belt and scabbard or weapons harness strike level >0 Agl]]t_\/ 14
Dodge +17 Dexterity 16
Thrust Impact Pace Sprint: 1.6 | Intelligence 11
Skall 23/17 20/15 22/17 15/11 Exhaustion points 30 Soul strength 10
Face - - - = Attack time 9+ WM will 10
Nk oo st 16
Shoulders 20/15 14/11 11/8 11/8 Black magic +5 Hearing roll
U.arm 20/15 14/11 11/8 11/8 White magic +5 Smell/taste roll
Elbow 20/15 14/11 11/8 11/8 Red magic +5 (%) Touch roll
Forearm 8/6 6/5 8/6 5/4 Brown magic +5 (£) Size 16 (= 2)
Hand 8/6 6/5 8/6 5/4 Blue magic +5(+)  Poison/disease +10
Chest 20/15 14/11 11/8 11/8 Clear magic +5 (%) Insanity/fear 0
Abdomen 20/15 14/11 11/8 11/8 ) Strike/parry, Initiative, max Damage,
Hip 28/21 20/15 19/14 16/12 Weapon AT attacks strength
Groin 28/21 20/15 19/14 16/12 Target shield
Thigh 8/6 6/5 8/6 5/4 (Sreak 3) +18/+48, 11 +.1 056, 52
Knee 8/6 6/5 8/6 5/4 Longsword (break 1) +48/+18, 10 +21,3 1.6, 39
calf 13/10 9/7 1/8 10/8 Military flail
Foot 5/4 3/2 3/2 5/4 (bresc4) AL AL 22452
Throwing axe +32, N/A N/A, N/A 128, N/A

Statistics

Miscellaneous values

6.6.4 Human mercenary captain in medium
armour: 25000 E.P.s

The medium mercenary captain carries 53.3 pound
of armour and equipment and is not encumbered for stal
ard skill rolls, but has a double encumbrance of 43 poin
(x2 exhaustion point cost). He fights with a shield an
eitherthe longsworar the military flail, not both, in the
former case carrying two throwing axes, in the latter cag
only one. The medium mercenary captain possesses {
following skills (not modified for double encumbrance):

Climb, +16; balance, +2; jump, +4; hide, +3; speak
common, +27; heraldry, +3; sing, two parental skills, on
craft and one other skill at a variable level (no E.P.s in
vested).

Armour

| Skull 23/17 20/15 22/17 15/11

Face - - - -

~ Neck - - - -
Shoulders 20/15 14/11 11/8 11/8
U.arm 20/15 14/11 11/8 11/8
Elbow 20/15 14/11 11/8 11/8
Forearm 8/6 6/5 8/6 5/4
Hand 8/6 6/5 8/6 5/4
Chest 20/15 14/11 11/8 11/8
Abdomen 20/15 14/11 11/8 11/8
Hip 28/21 20/15 19/14 16/12
Groin 28/21 20/15 19/14 16/12
Thigh 8/6 6/5 8/6 5/4
Knee 8/6 6/5 8/6 5/4
Glf 13/10 9/7 11/8 10/8
Foot 5/4 3/2 3/2 5/4

Padding skull cap and short hauberk, double mail short hauberk,
plate pot helm, tough leather ringmail legqings and long-sleeved
Sqloves, tough leather boots, belt and scabbard or weapons harness

6.6.5 Human mercenary in heavy armour:
5000 E.Ps

The heavy mercenary carries 66.6 pounds of armour
and equipment and is encumbered by 26 points, with a
double encumbrance of 82 (x4 exhaustion point cost). He
fights witheithera shield and longswout a halberd, and
bears a light crossbow, along with a quiver containing 12
quarrels. He is likely to drop the crossbow before entering
melee combat, in which case he will be encumbered by 18
points and have a double encumbrance of 65 (x3 exhaus-
tion point cost). The dodge, strike level, sprint and initia-
tive values shown in the table below are divided by a “/”
symbol, with the former value representing the case where
the crossbow is still being held, the latter when it has been
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dropped (AT is the same in both cases). The heavy mercer two handed) and bears a light crossbow, along with a
nary possesses the following skills, which have not beemjuiver containing 12 quarrels. He is likely to drop the cross-

modified for encumbrance:

Climb, +8; balance, 0; jump, +2; hide, O; speak com

bow before entering melee combat, in which case he will
no longer be encumbered and have a double encumbrance
-of 48 (x2 exhaustion point cost). The dodge, strike level,

mon, +25; heraldry, +1; sing, two parental skills, one craftsprint and initiative values shown in the table below are
and one other skill at a variable level (no E.P.s invested)divided by a “/” symbol, with the former value represent-

Miscellaneous values Statistics

Resistance number 15 Strength 14
Flesh value - Constitution 13
Strike level 15/23 Agility 12
Dodge -24/-16 Dexterity 12
Pace Spr:13/15 | Intelligence 10
Exhaustion points 26 Soul strength 10
Attack time 11+ WM will 10
st
Black magic +3 Hearing roll
White magic +3 Smell/taste roll
Red magic +3 (%) Touch roll

Brown magic +3 (%) Size 14 (£ 2)
Blue magic +3 (%) Poison/disease +6
Clear magqic +3 (%) Insanity/fear 0

Weapon Strike/parry, Initiative, max Damage,

AT attacks strength

Targetshield 0 o0 is sus061 049,48

(break 3)
Longsword (break 1) +20/+8, 12 -24/-16,1 1.4, 36
(-14/-6)/
Halberd (break 3)  +22/+22, 14 (d)-36),1 2.66, 60
Light crossbow +6, N/A N/A, N/A 1.8, N/A
Armour

Padding hood and short hauberk, double mail aventail, plate full

helm, arm grieves, aillettes, brassart and breast/back plates, tough

leather ringmail leggings and long-sleeved gloves, tough leather
boots, belt and scabbard or weapons harness

Cut Chop Thrust Impact

Skull 23/17 20/15 22/17 15/11
Face 17/13 17/13 17/13 7/5
Neck 20/15 14./11 11/8 11/8
Shoulders 23/17 20/15 22/17 15/11
U. arm 23/17 20/15 22/17 15/11
Elbow 23/17 20/15 22/17 15/11
Forearm 17/13 17/13 17/13 7/5
Hand 8/6 6/5 8/6 5/4
Chest 23/17 20/15 22/17 15/11
Abdomen 23/17 20/15 22/17 15/11
Hip 14/11 9/7 13/10 13/10
Groin 14./11 9/7 13/10 13/10
Thigh 8/6 6/5 8/6 5/4
Knee 8/6 6/5 8/6 5/4
Glf 13/10 9/7 11/8 10/8
Foot 5/4 3/2 3/2 5/4

6.6.6 Human mercenary captain in heavy
armour: 25000 E.P.s

The heavy mercenary captain carries 67.6 poung
of armour and equipment and is encumbered by 8 point

ing the case where the crosshow is still being held, the
latter when it has been dropped (AT is the same in both
cases). The heavy mercenary captain possesses the follow-
ing skills (not modified for encumbrance):

Climb, +16; balance, +2; jump, +4; hide, +3; speak
common, +27; heraldry, +3; sing, two parental skills, one
craft and one other skill at a variable level (no E.P.s in-
vested).

Statistics

Miscellaneous values

Resistance number 18 Strength 16
Flesh value - Constitution 15
Strike level 36/44 Agility 14

Dodge +3/+11 Dexterity 16
Pace Spr:15/1.7 | Intelligence 11
Exhaustion points 30 Soul strength 10
Attack time 9+ WM will 10
sht s
Black magic +5 Hearing roll
White magic +5 Smell/taste roll
Red magic +5 (%) Touch roll
Brown magic +5 (%) Size 16 (£ 2)
Blue magic +5(%)  Poison/disease +10
Clear magic +5 (%) Insanity/fear 0
Weapon Strike/parry, Initiative, max ~ Damage,
AT attacks strength
Target shield
(break 3) +18/+45, 11 0/+8,1 0.56, 52
Bastard sword 2H iz 1t vzpemt 2 24,62
(break 1)
Bastard sword 1H +40/+13, 11 0/+8, 2 1.84, 43
Light crossbow +20, N/A  N/A N/A 1.8, N/A
Armour

Padding hood and short hauberk, double mail aventail, plate full

helm, arm grieves, aillettes, brassart and breast/back plates, tough

leather ringmail leggings and long-sleeved gloves, tough leather
boots, belt and scabbard or weapons harness

Cut Chop Thrust Impact

Skull 23/17 20/15 22/17 15/11
Face 17/13 17/13 17/13 7/5
Neck 20/15 14/11 11/8 11/8
Shoulders 23/17 20/15 22/17 15/11
U.arm 23/17 20/15 22/17 15/11
Elbow 23/17 20/15 22/17 15/11
Forearm 17/13 17/13 17/13 7/5
Hand 8/6 6/5 8/6 5/4
Chest 23/17 20/15 22/17 15/11
Abdomen 23/17 20/15 22/17 15/11
Hip 14/11 9/7 13/10 13/10
Groin 14/11 9/7 13/10 13/10
Thigh 8/6 6/5 8/6 5/4
Knee 8/6 6/5 8/6 5/4
> alf 13/10 9/7 11/8 10/8
Foot 5/4 3/2 3/2 5/4

with a double encumbrance of 65 points (x3 exhaustio
point cost). He fights with a shield and bastard sword (one
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6.6.7 Brown Orc: 5000 E.P.s

The Brown Orc carries 22.4 pounds of armour and

6.6.8 Green Orc: 5000 E.Ps

The Green Orc carries 29.8 pounds of armour and

equipment and is not encumbered, but has a double erquipment and is not encumbered, but has a double en-
cumbrance of 13 (x1 exhaustion point mod). He fights withcumbrance of 20 (x1 exhaustion point mod). He fights with
a 2-H spear and a composite bow, for which he carries 2éither a 1-H spear and target shielda 2-H spear (not
arrows in a quiver. The Brown Orc also possesses the foboth), and also carries a throwing spear. The Green Orc
lowing skills, which have not been adjusted for doublealso possesses the following skills, which have not been
adjusted for double encumbrance:

encumbrance:

Climb, +8; balance, +12; jump +7; hide +10; speak

Climb, +7; balance, -4; jump, +3; hide, -6; speak

Orc +15; survival —2; foraging +8; sing and one other skillOrc, +15; survival, —2; foraging, -2; sing and one other
at a variable level (no E.P.s invested).

Miscellaneous values Statistics

Resistance number 11 Strength 11
Flesh value - Constitution 1
Strike level 55 Agility 15

Dodge +12 Dexterity 11
Pace Sprint: 1.8 ln’ce[l[gence 6
Exhaustion points 22 Soul strength 5
Attack time 8+ WM wWill 6
st 6
Black magic 13 Hearing roll
White magic 13 Smell/taste roll
Red magic 13 (£) Touch roll
Brown magic -13(=x) Size 10 (£ 2)
Blue magic -13(£)  Poison/disease -2
Clear magic -13(*) Insanity/fear -12
Weapon Str—[!g/parry, Initiative, max  Damage,
AT attacks strength
Composite bow +32, N/A N/A, N/A  0.94, N/A
2-H spear (break 3) +7/+7, 11 +36/-4,1 1.76, 42

Cut

Skull 3/2
Face 3/2
Neck 3/2
Shoulders 8/6
U. arm 8/6
Elbow 8/6
Forearm 8/6
Hand 3/2
Chest 8/6
Abdomen 8/6
Hip 11/8
Groin 11/8
Thigh 6/5
Knee 6/5
Calf 9/7
Foot 6/5

Chop

2/2
2/2
2/2
5/4
5/4
5/4
5/4
2/2
5/4
5/4
7/5
7/5
4/3
4/3
6/5
4/3

Thrust
2/2
2/2
2/2
5/4
5/4
5/4
5/4
2/2
5/4
5/4
7/5
7/5
4/3
4/3
6/5
4/3

Armour

Soft leather boots and leggings, tough leather tunic, belt

Impact
2/2
2/2
2/2
7/5
7/5
7/5
7/5
2/2
7/5
7/5

10/8
10/8
5/4
5/4
8/6
5/4

skill at a variable level (no E.P.s invested).

Miscellaneous values Statistics

Resistance number 15 Strength 17
Flesh value - Constitution 14
Strike level 36 Agility 10

Dodge 0] Dexterity 10
Pace Sprint: 1.8 | Intelligence 6
Exhaustion points 28 Soul strength 5
Attack time 10 + WM will 6
st 1
Black magic -10 Hearing roll
White magic -10 Smell/taste roll
Red magic -10 (%) Touch roll
Brown magic -10 (%) Size 14 (£ 2)
Blue magic -10 (%)  Poison/disease +4
Clear magic 10 (%)  Insanity/fear =il
Weapon Strike/parry, Initiative, max  Damage,
AT attacks strength
1-H spear (break 5)  +30/+12, 11 -1,2 1.36, 36
Target shield
(break 3) +12/+30, 12 -16, 1 0.6, 54
2-H Spear (break 4)  +30/+30,13  +14/-26, 2 272,54
Throwing spear +13, N/A N/A, N/A 136, N/A

Cut

Skaull 10/8
Face 5/4
Neck 5/4
Shoulders 14/11
U. arm 14/1
Elbow 14/11
Forearm 14/11
Hand 5/4
Chest 14/11
Abdomen 14/11
Hip 19/14
Groin 19/14
Thigh 10/8
Knee 10/8
Calf 15/11
Foot 10/8

and weapons h

Chop
6/5
3/2
3/2
9/7
9/7
9/7
9/7
3/2
9/7
9/7
12/9
12/9
6/5
6/5
9/7
6/5

Armour

Tough leather boots, tunic, skull cap and leqgings, fur tunic, belt

arness

Thrust
6/5
3/2
3/2

10/8
10/8
10/8
10/8
3/2
10/8
10/8

13/10

13/10
6/5
6/5
9/7
6/5

Impact
7/5
2/2
2/2

13/10

13/10

13/10

13/10
2/2

13/10

13/10

18/14

18/14
7/5
7/5
12/9
7/5
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6.6.9 Black Orc: 5000 E.P.s 6.6.10 Ogre: 5000 E.P.s

The Black Orc carries 31.8 pounds of armour and The Ogre carries 31.8 pounds of armour and equip-
equipment and is not encumbered, but has a double ement and is not encumbered or double encumbered (x1
cumbrance of 10 (x1 exhaustion point mod). He fights withexhaustion point mod). He fights widlithera 1-H spear
eithera 1-H spear and target shi@da 2-H spear (not and target shieldr a 2-H spear (not both), and also carries
both), and also carries two throwing spears. The Black Oréwo throwing spears. The Ogre also possesses the follow-
also possesses the following skills, which have not beeing skills:
adjusted for double encumbrance:

Climb, +11; balance, -14; jump, +4; hide, -16; speak
Climb, +9; balance, -11; jump, +3; hide, -13; speak Ogre, +15; survival, —4; foraging, -2; sing and one other
Orc, +15; survival, —2; foraging, -2; sing and one otherskill at a variable level (no E.P.s invested).
skill at a variable level (no E.P.s invested).

Miscellaneous values Statistics

Miscellaneous values Statistics Resistance number 18 Strength 28
Resistance number 20 Strength 22 Flesh value - Constitution 15
Flesh value = Constitution 16 Strike level 24 Agf[[ty 7
Strike level 28 Agility 8 Dodge -6 Dexterity 9
Dodge -5 Dexterity 9 Pace Sprint: 2.4 Intelligence 6
Pace Sprint: 2.2 | Intelligence 6 Exhaustion points 30 Soul strength 5
Exhaustion points 32 Soul strength 5 Attack time 11+ WM will 6
Attack time 11+ WM will 6 Sight 1
Sight 11 Black magic -9 Hearing roll
Black magic -8 Hearing roll White magic -9 Smell/taste roll
White magic -8 Smell/taste roll Red magic -9 (%) Touch roll
Red magic -8 (%) Touch roll Brown magic -9 (%) Size 18 (% 2)
Brown magic -8 (=) Size 17 (£ 2) Blue magic -9 (%) Poison/disease +6
Blue magic -8 (=*) Poison/disease +8 Clear magic -9 (%) Insanity/fear -12
Clear magic -8 () Insanity/fear -12 Weapon Strike/parry, Initiative, max ~ Damage,
Weapon Strike/parry, Initiative, max ~ Damage, AT attacks strength
AT attacks s’crength 1-H spear (break 5)  +42/+27,12 14, 2 2.24,53
1-H spear (break 5)  +36/+21,12 -10, 2 1.76, 45 Target shiel
Taige’c shield a(greak 3) ‘ A2 ot 098,76
+21/+36, 13 -25,1 0.77, 64
(break 3) 2-H Spear (break 4)  +42/+42,14  +1/-39,2 4.48,76
2-H Spear (break 4)  +36/+36, 14 +5/-35, 2 352, 64 Throwing spear +23, N/A N/A, N/A 224, N/A
Throwing spear +17, N/A N/A, N/A 176, N/A

Armour

Tough leather boots, tunic, skull cap and leggings, fur tunic, belt
and weapons harness

Armour

Tough leather boots, tunic, skull cap and leqgings, fur tunic, belt
and weapons harness

Cut Chop Thrust Impact

Cut Chop Thrust Impact Skull 5/4 3/2 3/2 5/4

Skull 10/8 6/5 6/5 7/5 Face - - - -

Face 5/4 3/2 3/2 2/2 Neck - - - -
Neck 5/4 3/2 3/2 2/2 Shoulders 9/7 6/5 7/5 11/8
Shoulders 14/11 9/7 10/8 13/10 U. arm 9/7 6/5 7/5 11/8
U. arm 14/11 9/7 10/8 13/10 Elbow 9/7 6/5 7/5 11/8
Elbow 14./11 9/7 10/8 13/10 Forearm 9/7 6/5 7/5 11/8

Forearm 14/11 9/7 10/8 13/10 Hand - - _ _
Hand 5/4 3/2 3/2 2/2 Chest 9/7 6/5 7/5 11/8
Chest 14/11 9/7 10/8 13/10 Abdomen 9/7 6/5 7/5 11/8
Abdomen 14/11 9/7 10/8 13/10 Hip 14./11 9/7 10/8 16/2
Hip 19/14 12/9 13/10 18/14 Groin 14./11 9/7 10/8 16/2
Groin 19/14 12/9 13/10 18/14 Thigh 5/4 3/2 3/2 5/4
Thigh 10/8 6/5 6/5 7/5 Knee 5/4 3/2 3/2 5/4
Knee 10/8 6/5 6/5 7/5 Glf 10/8 6/5 6/5 10/8
Calf 15/11 9/7 9/7 12/9 Foot 5/4 3/2 3/2 5/4

Foot 10/8 6/5 6/5 7/5
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6.6.11 Troll: 5000 E.P.s 6.6.12 Human wizard/psionic: 30 00O E.P.s

The Troll carries around 5 pounds of armour and 30000 E.P. mages carry a quarterstaff (and may also
equipment (relative weight; actual mass is far greater) anflear a spell book with 15 spells in it). They carry around
is not encumbered or double encumbered (x1 exhaustiohO pounds in clothing and equipment and are not encum-
point mod). He fights with a makeshift maul, or very oc- bered or double encumbered. They have 10 spell points
casionally with no weapon at all (unarmed attack/parryper day, with three 1000 E.P. spells (one at 100%, two at
+9/+9). The Troll also possesses the following skills: 70%), three 2000 E.P. spells (one at 100%, two at 70%),

two 4000 E.P. spells (one at 100%, one at 70%), two 8000

Climb, +6; balance, -28; jump, -7; hide, -31; speak E.P. spells (one at 100%, one at 82%), and one 16000 E.P.

Troll, +10; survival, +9; foraging, -2; track, +5; sing at a spell (at 70%). Anypneof the 100% spells can be bumped

variable level (no E.P.s invested). up to 120%. 30000 E.P. mages also possess the following
skills:
Miscellaneous values Statistics
Resistance number 52 Strength 65 Climb, 0; balance, 0; jump, O; hide, +2; speak Hu-
Flesh value _ Constitution 52 man, +34; write (first script), +34; speak (2 further lan-
Strike level 10 Agility 4 guages), +24; write (additional script), +24; sing and two
Dodge -6 Dexterity 7 parental skills at a variable level (no E.P.s invested).
Pace Sprint: 3.2 lnte][igence 4
Exhaustion points 104 Soul strength 5 Miscellaneous values Statistics
Attack time 12+ WM will 4 Resistance number 10 Strength 10
Sight 1 Flesh value - Constitution 10
Black magic +26 Hearing roll Strike level 40 Agility 10
White magic +26 Smell/taste roll Dodge +3 Dexterity 10
Red magic +26 (£) Touch roll Pace Sprint: 2.0 | Intelligence 14
Brown magic +26 (%) Size 26 (£ 2) Exhaustion points 20 Soul strength 16
Blue magic +26 ()  Poison/disease +78 Attack time 10 + WM Will 12
Clear magic +26 (£)  Insanity/fear 18 Sight 10
Weapon Str—[l<§/}var1—>/, Initiative, max ~ Damage, Black magic +14 Hearing roll
AT attacks strength White magic +14 Smell/taste roll
2-H maul (break 4)  +37/+37,14 -42/2 9.1, 169 Red magic +14 (%) Touch roll
Brown magic +14 (%) Size 10 (£ 2)
Slemage 1 (5) _ Poron/dese 2
Clear magic +14 (%) [nsanity/fear +6
Strike/parry, Initiative, max ~ Damage,
loin-cloth Weapon A}T / attacks s’cken;ch
Quarterstaff +11/+11,10 12,1 0.9, 40
Cut Chop Thrust Impact (break 4)
Skall 26/20 23/17 25/19 16/12
Neck 26/20 23/17 25/19 16/12
Shoulders  26/20 23/17 25/19 16/12 Robes, tough leather boots
U. arm 26/20 23/17 25/19 16/12 Chop Thrust Impact
Elbow 26/20 23/17 25/19 16/12 Skull B B B B
Forearm 26/20 23/17 25/19 16/12 Face - - 5 z
Hand 26/20 23/17 25/19 16/12 Neck B _ _ _
Chest 26/20 23/17 25/19 16/12 shoulders 5 5 5 z
Abdomen  26/20 23/17 25/19 16/12 U. 3rm B _ _ _

Hip 26/20 23/17 25/19 16/12 Elbow - - 5 z
Groin 26/20 23/17 25/19 16/12 Forearm B _ _ _
Thigh 26/20 23/17 25/19 16/12 Hand - - - =
Knee 26/20 23/17 25/19 16/12 Chest B _ _ _

Glf 26/20 23/17 25/19 16/12 Abdomen - - - -

Foot 26/20 23/17 25/19 16/12 Hip B _ _ _

Groin = = = =
Thigh - - - -
Knee - - = =
Calf 5/4 3/2 3/2 5/4
Foot 5/4 3/2 3/2 5/4
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6.6.13 Human wizard/psionic: 75 000 E.P.s 6.6.14 Human wizard/psionic: 150 000 E.P.s

75000 E.P. mages carry a quarterstaff (and may also 150000 E.P. mages carry a quarterstaff (and may also
bear a spell book with 22 spells in it). They carry aroundbear a spell book with 38 spells in it). They carry around
10 pounds in clothing and equipment and are not encumt0 pounds in clothing and equipment and are not encum-
bered or double encumbered. They have 23 spell pointsered or double encumbered. They have 44 spell points
per day, with four 1000 E.P. spells (two at 50%, one aper day, with six 1000 E.P. spells (all at 100%), six 2000
75%, one at 100%), four 2000 E.P. spells (one at 50%, tw&.P. spells (all at 100%), six 4000 E.P. spells (all at 100%),
at 75%, one at 100%), four 4000 E.P. spells (one at 50%gix 8000 E.P. spells (all at 100%), four 16000 E.P. spells
one at 75%, two at 100%), four 8000 E.P. spells (one afall at 100%), four 32000 E.P. spells (all at 100%), four
50%, one at 75%, two at 100%), two 16000 E.P. spell$4000 E.P. spells (all at 100%) and two 128000 E.P. spells
(one at 75%, one at 100%), two 32000 E.P. spells (one gboth at 100%). With the exception of the 128000 E.P.
75%, one at 100%), and two 64000 E.P spells (one at 100%pells, any seven of these can be bumped up to 150%, and
one at 70%). With the exception of the 64000 E.P. spella further three can be bumped up to 200%. 150000 E.P
any two of the 100% spells can be bumped up to 150%mages also possess the following skills:
and further one can be bumped up to 200%. 75000 E.P
mages also possess the following skills: Climb, 0; balance, 0; jump, O; hide +2; speak Hu-

man +39; write (first script), +39; speak (2 further lan-

Climb, 0; balance, 0; jump, O; hide +2; speak Hu- guages), +29; write (additional script), +29; sing, two pa-
man +37; write (first script), +37; speak (2 further lan- rental skills and two further skills at a variable level (no
guages), +27; write (additional script), +27; sing and twoE.P.s invested).
parental skills at a variable level (no E.P.s invested).

Miscellaneous values Statistics
Miscellaneous values Statistics Resistance number 10 Strength 10
Resistance number 12 Strength 10 Flesh value - Constitution 10
Flesh value = Constitution 10 Strike level 40 Agility 10
Strike level 40 Agility 10 Dodge +12 Dexterity 10
Dodge +6 Dexterity 10 Pace Sprint: 2.0 | Intelligence 16
Pace Sprint: 2.0 | Intelligence 15 Exhaustion points 20 Soul strength 18
Exhaustion points 20 Soul strength 17 Attack time 10+ WM will 14

Attack time 10 + WM Wil 13 Sight 10
st 10 fcemge 0| bewng ol

Black magic +17 Hearing roll White magic +20 Smell /taste roll

White magic +17 Smell/taste roll Red magic +20 (%) Touch roll
Red magic +7 (%) Touch roll Brown magic +20 (%) Size 10 (+ 2)

Brown magic +17 (£) Size 10 (£ 2) Blue magic +20 (+)  Poison/disease +4
Blue magic +17 (x)  Poison/disease +3 Clear magic +20 (%) Insanity/fear +12

Clear magic +17 (%) Insanity/fear +9 Strike/parry, Initiative, max  Damage,

Weapon

Strike/parry, Initiative, max  Damage, AT attacks strength

AT attacks strength

/
Weapon Quarterstaff

(break 4)

+23/+23,10 +12,1 0.9, 40

Quarterstaff
(break 4)

Armour Armour

Robes, tough leather boots

+14/+14,10 +12,1 0.9, 40

Robes, tough leather boots

Cut Chop Thrust Impact Chop Thrust Impact
Skall - - _ B
Skall - - _ B L
Face = - _ N NacT - = _ _
Neck - - _ _ . e[c< - - _ _
Shoulders - _ - > Shoulders = - _ ~
U.arm - - - -
o : : . - Elb
Elbow = _ _ - ow = _ _ -
Forearm - - - _
Forearm - - _ _
H Hand = - _ _
and - - - -
Chest - - - _
Chest - _ _ B Ry
Abdomen = _ _ _ H?men - - _ _
Hip - - : _ ip - - - -
i Groin - = _ _
Groin - = _ _ o
Thigh - - _ _ ig - _ _ ~
Knee - - = _
Knee = - _ _ I{ - - e >
Calf 5/4 3/2 3/2 5/4 Ca :
Foot 5/4 3/2 3/2 5/4 Foot 5/4 3/2 3/2 5/
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Chapter 6

6.6.15 Human true priest: 75 000 E.P.s

The true priest carries 49.3 pounds of weapons arf
armour, fighting with a war hammer and target shield. H
is not encumbered, but has a double encumbrance of
(x2 exhaustion point cost). He has 13 spell points per d

with one 1000 E.P. spell (80%), one 2000 E.P. spell (80%).

one 4000 E.P. spell (80%), one 8000 E.P. spell (80%), o
16000 E.P. spell (80%), and one 32000 E.P. spell (80%
In addition to these, he can select an additional two spe
at 32000 E.P.s or below which are both at 125%, or sele
one at 150% and one at 100%. The true priests has {
following skills, which have not been adjusted for doubld
encumbrance:

Climb, +8; balance, +3; jump, +3; hide +5; speal
Human +31; ritual at +15; cookery at 0; sing and two p4

rental skills at a variable level (no E.P.s invested); two fron{.

speak (second language), +21; write (script), +31; astrg
ogy, +9; physician, +7.

Bestiary
Padding skull cap and short hauberk, double mail short hauberk,
d plate pot helm, tough leather ringmail legqings and long-sleeved
g gloves, tough leather boots, belt and weapons harness
Skull 23/17 20/15 22/17 15/1
Face - - - -
; Neck - - - -
Shoulders 20/15 14/11 11/8 11/8
U.arm 20/15 14/11 11/8 11/8
Elbow 20/15 14/11 11/8 11/8
“Forearm 8/6 6/5 8/6 5/4
Hand 8/6 6/5 8/6 5/4
Chest 20/15 14/11 11/8 11/8
Abdomen 20/15 14/11 11/8 11/8
Hip 28/21 20/15 19/14 16/12
Groin 28/21 20/15 19/14 16/12
A Thigh 8/6 6/5 8/6 5/4
Knee 8/6 6/5 8/6 5/4
Calf 13/10 9/7 11/8 10/8
Foot 5/4 3/2 3/2 5/4

Miscellaneous values Statistics
Resistance number 20 Strength 13
Flesh value - Constitution 1
Strike level 60 Agility 13
Dodge +5 Dexterity 12
Pace Sprint: 1.7 | Intelligence 13
Exhaustion points 26 Soul strength 13
Attack time 9+ WM will 11
st 10
Black magic +8 Hearing roll
White magic +8 Smell/taste roll
Red magic +8 (%) Touch roll
Brown magic +8 (%) Size 13 (= 2)
Blue magic +8 (*) Poison/disease +3
Clear magic +8 () Insanity/fear +3
Weapon Stl‘il<§/pa|‘r-y, Initiative, max Damage,
AT attacks strength
Target shield +10/+50, 11 +13,1 0.45, 46
(break 3)
warhammer
(break 2) +49/+9,10 +18, 3 1.3, 38
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