


Warning!
Violenceand the Supernatural

The fantasy World of the Palladium Role-Playing Game is violent, deadly and filled with magic and mon-
gers. Other dimensional beings, demons, and sorcerers torment, stalk and enslave humans. Monsters, gods,
magic, insanity, cannibalism, war and heroic adventure are all elements of this book.

Some parents may find the violence and supernatural elements inappropriate for young readers/players. We
suggest parental discretion.

Pease note that none of us at Palladium Books condone or encourage the occult, the practice of magic, the
use of drugs, or violence.

A completerole-playinggame.
Compatiblewith the entire Palladium Books® M egaver se®)!
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THE BALLAD OF THE DEFILERS

We're the defilers of Baalzebul
Defilers of gods

Destroyers of Set

Against astounding odds

We serve noble Nar-Rabium
A god both brave and true

So if you need and wish a god
He's just the god for you

If you have some evil deities
You want chased far away
The followers of Nar-Rabium
WIll come to save the day

We've fought both orcs and gobfins
We crushed a thieving band

Our skill at battling evil

Is known throughout the land

An assassin was foul Zale
With a heart both hard and cold

He'd sworn fie’d have our heads
To trade for bloodied gold

But when the battle ended
‘midst streams of blood and gore
Baalzebul's pet assassin

Would stalk us nevermore

And then the gnome invasion
Was smashed by evil Set

To free the gnomish captives
Proved our toughest battle yet

A hundred gnolls opposed us
Led by their fugh priest

With sundry trofls and golems
And minions (not the least)

But in the great arcna

When the insect plague dispersed
"twas the ones that had opposed us
Who suffered far the worst

But our deeds have just begun
Greater feats still (ie ahead
Untif the temples of Baalzebul
Are no more places to dread

So be warned, o devil worshippers!
Your temples we will wreck

And those who follow Baalzebul
Can follow him straight to feck

As chronicled by XarXar, wizard supreme.
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The World of Palladium

| have caled the Second Edition Palladium Fantasy RPG the
Rifte® of fantasy games, and | mean it. The Paladium Fantasy series
will offer an expansive world of magic and monsters, swords and sor-
cery, heroes and villains. A world of high fantasy where the forces of
light and dark clash in their eternal struggle for dominance over the
other. A struggle that involves ancient gods, mythic creatures, heroes
and people from al walks of life. A struggle that, sooner or later, forces
every last man, woman and child to step forward and take a stand on the
sde of good or evil. The stories are of survival, courage and triumph.
The heroesyours for the making.

The Second Edition Palladium Fantasy RPG is much more than a
cosmetic upgrading to make the game system and characters more eas-
ily adaptable to Rifts® and completely compatible with Heroes Unlim-
ited™, Ninjas & Superspies™, Beyond the Supernatural™ and al our
other SD.C. based games. You hold in your hands, four months of love
and work. I've added substantially to the history, color and details about
everything in the Palladium World.

The Second Edition Palladium Fantasy RPG is only the first in a
series of books that will explore and develop the Palladium World.
Other books in this series will include revised Second Editions of the
origind series, including Old Ones, Adventures on the High Seas, and
Monsters & Animals, as well as new titles like Dragons & Gods, The
Wolfen Wars, The Old Kingdom and many others. All will offer the
same care and atention to detail as we build a tantalizing and ever
changing world of magic, monsters, heroes and mayhem. With the up-
dated rules, Palladium becomes an easily accessible world in the ever
expanding Palladium Megaverse® where the possibilities are infinite
and the adventure neverending. Yet & the same time, the Palladium
World can dtand done as a breathtaking, intoxicating place filled with
wonders and horrors, heroes and villains woven into a galvanizing his-
tory.

To redlize my full vision of the Palladium World, I've had to add in-
formation, artwork and expand the page count. This also means | had to
remove some of the old stuff. Long-time fans should not despair a this,
because the things that have been removed, like gods and dragons, will
be expanded into their own world and sourcebooks like Dragons &
Gods, which I'll be working on soon.

Changes

Why do a second edition of the Palladium RPG in the first place?
Sdes were till solid and people loved it.

Afewreasons.

Firgt, there hasn't been amajor revision of the game since its release
in 1983. Since that time, 1've made a number of changes and innova-
tions to the original game system. Things like SD.C. and P.P.E. magic
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that people love, and which appear in al (or most) of Palladium'’s other
games. It was timeto do arevision.

More importantly, | wanted to make the Palladium World the dy-
namic place | had dways envisioned. As good and loved as the original
fantasy game was, it was never exactly what | had origindly envi-
sioned. In 1983, Palladium Books was a tiny newcomer to the role-
playing market. | had very limited resources (mainly me and the helping
hand of a few friends like Alex, Erick, Matt and Ed) and barely enough
money to publish the game. The Paladium RPG would be the first per-
fect-bound softcover RPG ever marketed; back then everything was
hardcover or put in a box. Only adventure and sourcebooks were soft-
covers and they were saddle-stitched — magazine style, flat and sta-
pled. Many of my 30 distributors expressed grave concern over this
(then) revolutionary packaging. One of the big guys even told me that it
might destroy my company. Already taking what many saw as a big
risk, everybody insisted that | don't go completely crazy and publish a
game with a very unique and specific world of my own creation. For
Pete's sake, make it more generic! The idea being that a more generic

book would have greater universd gpped. Actudly, | should have
known better. The Mechanoid Invasion® series had done very well, and
afew years later the Teenage Mutant Ninja Turtles and Robotech adap-
tations, both with very specific settings and unique characters, would
become blockbusters surpassed only by Rifts®, my ultimate RPG envi-
ronment. Ah, but asthey say, hindsight is 20/20. Without it, | decided to
play down on the uniqueness of the world and many of the different
types and approaches to magic, the broad range of nonhuman player
characters, and especialy, the history, kingdoms and conflicts of the
Palladium World.

The book did great and the fantasy series became the cornerstone of
Palladium Books. Later books in the fantasy series would place more
emphasis on the world, races and history. And | was glad to see players
quickly recognized the incredible range and playability of the magic
and psionic system. Still, | felt cheated; it just wasn't everything | had
intended. | wanted to share that full zestful world with everybody out
there. So, | decided to pull a "George Lucas," by going back into my
old, favorite creation and make it better. Then, like Lucas with Star
Wars, I'm going to add to the saga with new world and adventure books
to make the Second Edition Palladium Fantasy RPG series the most
epic, fun and best damn fantasy games on the market! The readers/play-
ers will learn more about the Elf-Dwarf Wars, Time of a Thousand
Magicks, the Old Ones, the Wolfen Empire, the different races and
more! Old nightmares will be awakened and new terrors will arise. Old
heroes will die and new ones will be born in an epic struggle between
good and evil, wrapped in adventures of high fantasy, just the way you
likeit!

Kevin Siembieda



How to Play a
Role-Playing Game

Role-playing games are really just an advanced form of regular
board games. In fact, they are s0 advanced that they no longer use a
board. Some of the elements are till the same; you till need paper and
pencil, dice, and players, but the main thing you need to play is imagi-
nation.

Imaginethe Scene

Picture stone stairs leading down into the earth. At the bottom of
dairsis aroom. It may have once been a basement, a cellar, or one of
many chambers of a dwarven city. The brick walls are covered in dust
and cobwebs. With every step you take down the dairs, your feet cre-
ates a little cloud of dust. At the bottom of the stairs, if you turn and
look around, the entire cellar lies before you. A few broken crates rest
near the foot of the gtairs. What looks like an old trunk is partially bur-
ied under apile of tattered rags and debris. A huge pile of rubbish com-
pletely fills one of the far corners. It's too dark to tell for certain, but the
debris pile looks to be composad of clothes and sticks. Or are those
bones? Y ou'd have to light atorch and walk doser to get a better look.

Can you picture this scene? Try to keep the mental image in your
head. Don't worry if you forget some of the details, one of the great
things about role-playing is the way your memory improves with prac-
tice. Now you are ready for the next step.

I magine the Setting

A foul odor is mingled with the musty basement air. As your eyes
adjust to the darkness, you redlize there is an opening in the wall behind
the dairs. If there was ever adoor, it's rotted away or falen off. Conse-
quently, al you can s is the dark rectangular shape of the doorway
where what feeble light there is tries to penetrate. From the blackness
rises a hoarse, inhuman chuckle and the rattle of bones skittering across
the stone floor.

Like a cameraman in afilm, the scene is established and now our at-
tention is focused on a specific setting, the blackness behind the tairs.
We have ds0 established an atmosphere and the beginning of action.
Got dl that? Good. Now let's figure out where you, the player, fit into
this.

Imagine the Char acter

Now here comes the tricky part. YOU are not in the cdlar, but there
is somebody whose eyes you see through. That person isyour character.
Animaginary individual that is your playingpiece in the game. Just like
an actor assuming arole for amovie, you play afictitious character in
the game. It is your imaginary character who is standing at the bottom
of the Saircase, eyes squinted, trying to peer into the darkness. It is your
imaginary character who is a wizard with magic powers, and who re-
acts and interacts with the other playing pieces— the other characters.

Normdly, you will spend an hour or S0 developing your player
character. Once the character has been created, you will probably con-
tinue playing it for many weeks, perhaps even years.

In our example, you character is standing at the bottom of the gairs
in asubterranean chamber. A chilling, inhuman laughter is coming from
what gopears to be a dark, connecting room only 10 or 15 feet (3 or 4.6
) away (remember the scene? The setting? See how it @l comes to-

gether now?)

Imaginethe Action

Actually, you need one more important ingredient to make a role-
playing game work, the Game Mager. The Game Magter (G.M.) isan-
other player (ared person) who controls and acts out al the characters
in the game which are not the characters of other players. It isthe Game
Master who, like the director of afilm, establishes the setting, builds the
scenes, introduces antagonists and keeps the action moving. This means
the Game Master will play/act out the friendly police officer, the
grumpy old man, and the hideous thing under the dtairs. In this exam-
ple, you arethe only player and | am acting as the Game Master (G.M.).

The Game Master says to you: "You hear this hoarse, rasping laugh
coming from the opening beneath the dairs. It doesn't sound human.
The laughter is getting louder and seems to be getting closer. You real-
ize that whatever it is, if it lunges from the darkness, it can be on you in
amatter of secondsl What are YOU (your character) going to do?

At this point, you must decide what your playing piece, your char-
acter, is going to do. Does he (or she) sowly inch toward the dairs,
with a hand on his sword? Does he flee back up the stairs and into the
comforting light of day (and where his comrades, other player charac-
ters, may wait)? Or does he stand his ground and shout "Whao's there?"
into the darkness? Perhaps the wizard cadts a gpdl of protection over
himself, or prepares to cast a globe ofdaylight spdl to better see who or
what lurks in the darkness. The decision is yours. The Game Master
will have your opponent(s) respond to your character's actions. Like
improvisational theater, you, your fellow players, and the Game Master
are al building an adventure, a story. When the game is over, you'll
have a complete chapter of a larger story forever locked in you mem-
ory. A story that you hdped to create.

In arole-playing game there are no smple answers. There are aso
amost no limits to what you and your fellow players can do. The only
restrictions are that you cannot go beyond the physica, mentad and
emotional limits of your character.

Note: For indght into role-playing, take a peek at the section offer-
ing tips and suggestions on playing and game mastering.

What You Need to Play

Other than imagination, this book, two or more players, and a Game
Magter, you'll need the following:

Paper and Pen for taking notes and keeping track of equipment,
experience points and other datayou may fed is important.

Character Log Sheats Over 20 character sheets are provided in
Palladium RPG Book 3: Adventures on the High Seas™. These
sheets can be photocopied and used for your persona use and enjoy-
ment.

Dice: 2 four-sided, 4 six-sided, 2 eight-sided, 2 ten-sided dice, and 2
twenty-sided dice. These can be purchased at most hobby stores and
many comic book shops; even many mainstream book stores carry such
dice. They can also be acquired through mail order and at gaming con-
ventions. You can find out about gaming conventions, stores and mail
order from magazines like Dragon®, Shadis®, Pyramid® and others.
These role-playing game magazines can be found in book stores and
hobby shops around the world, so check 'em out.



Sourcebooks, world books and adventure books are al supple-
ments published to expand on the fictional world and to provide the
G.M. and players with more world information, characters, villains,
monsters, equipment, powers, adventures and ideas. Supplements are
add-ons provided for your entertainment, should you want to use them.
However, you can build your own adventures and create you own array
of villains and adventures with just the book in your hands.

Furthermore, because all of Palladium'’s role-playing games use the
same basic set of rules, once you learn one Palladium game, you can
play all of them! That also means you can take the magic, special pow-
ers, weapons, equipment, monsters, heroes, and player characters from
one book and incorporate them in any number of different game worlds,
dimensions, settings and genres! This is what we call the Megaverse®
of Palladium Books — unlimited possibilities and epic adventure. "One
game system for a Megaverse® of adventure!" Again, you are only lim-
ited by your imagination, so cut loose and have fun!

Glossary of Role-Playing Terms

Attributes: These are humbers used to evaluate the strengths and
weaknesses of your character. For example: P.P. means Physical Prow-
ess, how smooth, agile and quick a character is in combat. A PP. of 4
would indicate that the character is pretty clumsy. A PP. of 9 or 10
would be an average, well coordinated character. While a P.P. of 16 or
higher would belong only to characters with exceptiona agility and re-
flexes. Attributes are aso part of a character's overall Satistics or Stats.

Adventure: An adventure is the heroic or sword and sorcery story
that the player characters engage in. It is the responsibility of the Game
Master to create and orchestrate each adventure.

Bonuses Many skills and some Occupational Character Classes
(O.C.C.s), magic spells, weapons and other things may provide the fic-
tional character abonusto strike, parry, dodge, save, etc. These bonuses
are typically added to a particular combat or melee action. Always be
sure to include your character's bonuses, they may make the difference
between life and death; or worse! See the combat section for details.

Campaign: A word used to describe an ongoing game with the
same characters. If you play the same characters with the same game
master, in the same basic game world/setting, on a regular basis, then
you are in a campaign. A campaign can be one long adventure or nu-
merous adventures of varying length.

Character: Every player (except the G.M.) has a character that
serves as an imaginary playing piece; also caled the Player Character.

Death: Just as in red life, these fictional characters can die. The
death of heroes in comic books, or in games, is usualy a fairly rare
event (and hopefully a noble or heroic sacrifice). The amount of death
in acampaign usually depends on the individual Game Master, his play-
ers and the world setting. In the Palladium Fantasy RPG, the world is
incredibly dangerous and violent, so death may be commonplace, un-
less the player characters use their heads, do not take silly chances and
work as a team.

Players should take a character's death camly. Remember, it's
ONLY a game. Roll up a new one and try to get back into the game
with the orientation and personality of the new character. Some players
will have a back-up character aready rolled up and ready to play, in
case the current character should die.

Game Masters (G.M.s) should allow players to roll up a "NEW"
character and include it in the game as soon as it is appropriae for the
ongoing adventure; it is no fun sitting out a game for long periods of
time. However, characters should not be a dime a dozen, or killed on a
whim or because of a persona conflict between player(s) and Game
Madster.

Dice. There are a variety of different dice used in role-playing
games. First of al, there are the standard six-sided dice; the kind you
use for most board games. We cal them "D6." To find out how many
dice to roll for a stat or damage, it will be indicated with an expression
like: "roll 3D6." This means. "Roll three six-sided dice and add the re-
sults together." Dice are aso available with four-sides (D4), eight-sides
(D8), ten-sides (D10), and even twenty-sides (D20). They are available
at most hobby stores.

Game Magter (G.M.): This is the person who controls the game
"world," sets up and develops the adventures, pacing and serves as the
general referee and rules interpreter. All the non-player characters
(NPCs), innocent bystanders, police, politicians, monsters, and even the
wesather are controlled by the Game Master. G.M.s should try to be fair
and to run afun game.

Game Session & Adventures. Each time you play is considered a
game or gaming session. A game session can last a couple hours or half
the day. A typical game runs about 3-4 hours. A game session can be a
complete story/adventure in itself, like a single adventure comic book
story that begins and ends with that session, or a "chapter" in a much
larger, continuing story.

I.SP. or Inner Strength Points: 1.S.P. are spent or expended every
time a character uses a psionic power. Each psionic power costs a cer-
tain number of I.SP. to activate and perform. When all 1.SP. are used
up, the character cannot use any more of his or her psychic powers.
I.SP. are restored at a rate of two per hour while one deeps or relaxes.
They can also be restored through meditation at a rate of six points per
hour. Only psionic/psychic characters have I.S.P. points and psychic
powers. See the Mind Mage and Psionics section for a complete de-
scription about 1.S.P. and psychic powers.

Magic: The Palladium Fantasy RPG and many role-playing games
include magic spells, powers, weapons and monsters. Although some of
these things may be inspired from myths and legends, NONE of them
are red! The magic in these games is entirely fictional —make-believe.
The use of mystical powers are typicaly reserved exclusively to practi-
tioners of magic, creatures of magic and supernatural characters.

Megaverse®: The trademark we use to identify the multi-genre,
anything goes, infinite worlds and possibilities that Palladium's one
game system has to offer. A complete catalog of Palladium role-playing
games and sourcebooks is available upon request for only 75 cents to
cover postage and handling. The 34 page catalog offers over 100 differ-
ent products. Send catalog requests (and letters of comments) to Palla-
dium Books Inc., Department P, 12455 Universal Drive, Taylor, Ml
48180

Natural Twenty: In al of Palladium's role-playing games (RPGs),
the outcome of combat is determined by the roll of a twenty-sided die
(1D20). The higher the roll the better. Many combat "rolls’ get bonuses
to strike, parry, dodge, etc. These bonuses are added to the roll of the
die. For example if a 12 is rolled, but a character has cumulative bo-
nuses of +4 to strike, then the roll is modified to 16.

A natural twenty is rolling the highest possible number (a 20) with-
out adding any bonuses to the number rolled. A natural 20 never misses
unless one's opponent aso rolls a natural 20 (very uncommon, but |
have seen it happen). Yes, a natural 20 will hit even if an opponent's
roll is higher than 20 after bonuses are added to it. A natural 20 aso
does double damage. See the combat section for complete details.

Non-Player Character (NPC): A character that is not played by
any of the players, such as villains and other characters, and is played
by the Game Master (G.M.).

Occupational Character Class (O.C.C.): This is the character's
educational background and occupationa training. It will indicate spe-
cific skills, skill selections, goals, orientation, equipment, and salary.

An R.C.C. (Racid Character Class) is basically the same thing but
restricted to a specific race.




P.C.C. stands for Psychic Character Class (as described in Beyond
the Supernatural, Nightbane and Mystic China) and applies to charac-
ters who have psychic powers and occupations that utilize those powers.

Player: A player is a person who plays a fictiona character in a
role-playing game.

P.P.E. or Potential Psychic Energy: P.P.E. is the energy that magic
draws its powers from. All intelligent creatures, humans, wolfen, de-
mons, etc., have some level of P.P.E. That level is minimal in most hu-
mans, but immense in practitioners of magic, creatures of magic, and
supernatural beings (particularly gods and demons). A practitioner of
magic draws on his P.P.E. to cast spells and perform magic. Most types
of magic only temporarily use PPE. points in a similar way as |.SP.
Mystic energy can also be found along ley lines and contained in some
magic artifacts. See the magic section for a complete description about
P.P.E. and magic.

Psionics or Psychic Abilities. Like magic, the psionic powers and
abilities described in this book are fictional, although they may be in-
spired by myths, legends and reports of psychic phenomena.

Role-Playing Game: Sometimes caled an RPG, or fantasy role-
playing (FRP), these are games that build a story with imaginary char-
acters in a fictional setting. Role-playing games cover every genre,
including horror, fantasy, sword and sorcery, science fiction, cyber-
punk, mechalgiant robots, superheroes, war, and just about everything
one can imagine. In fact, the great thing about role-playing games is
that the Game Master and players are limited only by their imagination.
Anything ispossible.

Roll a Twenty-Sided: Simply roll a twenty-sided die (1D20) for a
number. Typically, the higher the roll the better.

Rall to Strike: The rall of a twenty-sided die to determine whether
or not the attacking character hits his opponent. Typically, the higher
the roll the better. See the combat section for details.

Roll Percentile: Take two, ten-sided dice, each with different col-
ored numbers. Let's say we have one with black numbers and one with
red. First, you declare which die will be high ("l cal red high"). Next,
you roll the pair of dice. First, you read the "high" die and then the
“low" dig; just put the numbers together and you have a percentile. For
example: Red is4 and green is 8, so your roll is 48%.

Run: Thisisjust aterm gamers use to describe playing a game. Ex-
ample: "He runs an excellent campaign.” or "l ran in Kevin's game last
week."

Saving Throw: This is a roll (usualy on a twenty-sided die) to
avoid some unpleasant event, magic spell, psionic attack, poison, horror
factor, or danger. For example: A character might have to roll a saving
throw to avoid being overcome by a magic cloud or to resist the effects
of a spell.

Scenario: This is a specific adventure in which the players charac-
ters engage in adventure and building a story while role-playing. A sce-
nario is usually a story with abeginning (hearing about the criminal), a
middle (tracking down the criminal's hide-out), and an end (defeating
the criminal). Most campaigns are developed around a number of sce
narios.

Creating a Character

At first glance, arole-playing game can look intimidating. Page after
page of rules and information ... how can you ever learn it al? Well re-
lax. First of dl, you don't have to learn everything there is to know
about this game. That's why you have this beautiful book as a constant
companion and reference. Second, a lot of the materid is a fun read
about the world and the villains, heroes, and mystery in that world, but
not stuff you must know. Take your time and enjoy.

The creation of a character is relatively simple, requiring five main
steps.

Step 1. The Eight Attributes (and bonuses)

Step 2: Hit Pointsand SD.C.

Step 3: How to Determine Psionic Powers

Sep 4: Sdecting a Race and Occupational Character Classes
Step 5: Equipment and Money

Step 6: Rounding Out On€'s Char acter

Step 1
The Eight Attributes
& Attribute Bonuses

The first step in creating a character isto roll up the eight attributes:
.Q,M.E,M.A.,PS,PP,PE.,P.B.,ard Spd.

The eight attributes represent your character's natural mental and
physical ahilities. Some of the physical skills, races, O.C.C. bonuses,
and superhuman ahilities will increase a character's physica attributes,
0 it may be wise to write them in pencil until al modifiers and bonuses
are accounted for.

Three six-ded dice are rolled to determine each attribute for atypi-
ca human, but some of the non-human characters may get a fewer or

greater number of dice to rall. In addition to the racia character sum-
mary chart in this section, each description of the many races will indi-
cate how many dice to roll for each attribute. For example, an orc only
rolls two six-sided (2D6) dice to determine the character's Intelligence
(1.Q.), but four six-sided dice (4D6) for physical strength (P.S.).

In al cases, the higher the number, the greater the ability. If an a-
tribute is exceptional, then an additional six-sided die (1D6) is rolled
and added to the total for that attribute.

An exceptional roll for humans and other characters who deter-
mine an attribute with the roll of three six-sided dice (3D6) is arall of
16, 17, or 18. If any of these numbers are rolled, the player gets to roll
an additional one six-sided die (1D6) and add it to his total. If asix is
rolled, the player adds the six to his or her character's attribute and gets
to roll 1D6 again, and add that number aso to his character's total at-
tribute number. However, even if this last roll is a six, the player does
not roll again. Note that such rolls are relatively rare, 0 it is very un-
likely for ahuman player to have severa attributes (4 or more) with at-
tributes higher than 18.

Nonhuman characters who get an initial attribute roll of two six-
sided dice (2D6) get to roll one additional six-sided die (1D6) if the roll
isa 12. Characters that get to roll four, five or even six, six-sided dice
for an attribute do not get any additiona dice rolls even if the rolls are
exceptional. Many non-human creatures will get an automatic bonus
that is added to a particular attribute. This is likely to appear as some-
thing like, 3D6+6. This means rall three six-side dice and add an addi-
tional six points to the total rolled. Thus, if a 10 was rolled on the dice,
the character has atotal of 16 with the attribute bonus added to it.

Skill bonuses Many of thephysical skills aplayer can select for his
character offer additional attribute bonuses. For example, wrestling of-
fersa+2 to P.S. and P.E., 0 if the player has already rolled atota of 16
for P.S. he adds another two for atotal P.S. of 18. If his P.E. roll was8,
he adds two for atotal of 10. All physical skill bonuses are cumulative,
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a player can enhance and adjust the physical power of his character
through the careful selection of physical skills. Some Occupational
Character Classes (O.C.C.9) dso offer attribute bonuses, or may offer
other bonuses on skill performance or on initiative, saving throws and
others. All of these are added to the character's overall abilities. Magic
spells and enchanted items may aso provide specia bonuses, but these
are temporary and fade with the magic.
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Low attributes are okay. Don't be dismayed if your character has a
few high attributes and a few low (even abysmally low) ones. Remem-
ber, this is role-playing, go with the flow and play your character with
both his strengths and weeknesses. Thisisredligtic and fun. Itsredlidtic,
because nobody is perfect; just because a character is incredibly strong,
it doesn't mean he or she has to be brilliant too. Just because a character
is agenius, it doesn't mean he's an athlete. Or a character may be both



smart and strong, but he may have a low physical beauty (P.B.) and
look like amoose, or have a Spd of 3 and move like aturtle. Or he may
be physically strong and handsome (a virtual Adonis) but have the per-
sondity of arock (alow M.A.) or be easily frightened, intimidated or
manipulated by others because his mental endurance (M.E.) is low.
Flawed characters are a blast to play! Honestly, a hero with strengths
and weaknesses makes for amuch more interesting and fun character to

play. Try it.

Master's input can help give the player better direction about the type of
character, O.C.C. and skills that might best suit the campaign. A G.M.
should try to provide the players with some general idea of what the
campaign will be about and where it is taking place (or at least, where
it's starting off). Further, G.M. assistance can be especialy helpful for
new players unfamiliar with role-playing, or those who are new to this
game system.

What's a low attribute? Using humans as our scae, an attribute of
3-5 is the bottom of the barrel. Such alow I.Q. means a feeble or down-
right stupid character; although alow 1.Q. does not necessarily mean a

The Eight Attributes

babbling idiot or character without any common sense. On the other
hand, an 1.Q. of 1 or 2 would represent a total dunce, or perhaps some-
body who might be considered mentally retarded. A P.S. (physical
strength) of 3-5 means aweakling, and so on.

A character with an attribute of 6, 7, or 8 is a bit below average (the
lower the number, the farther below average), so a character with aP.S.
(physical strength) of 7 would be considered puny; an 1.Q. of 7 indi-
cates somebody who's not a brain surgeon but not dow wilted. A P.B.
(physical beauty) of 9 or 10 is average (nice looking but nothing spe-
cia), 7 or8isplain, 5 or 6 ishomely, a3 or 4 ugly or extremely plain.

What's an average attribute? Nine and ten are average. This char-
acter is roughly as smart, clever, strong, fast, or handsome as the next
guy. Any attribute higher than 10 is above average; 11-14 is a bit above
average, 15-19 is impressively above average, 20 or higher is excep-
tional. A character who has a P.B. (physical beauty) of 11-14 is good-
looking, 15-19 very good looking/beautiful, but 20 or higher is a
knockout! A P.S. (physica strength) of 11-14 is strong, 15-19 very
strong/a tough guy/weight lifter, 20-25 incredibly strong, and 26 or
higher phenomenally strong/a Hercules!

Can the attribute numbers rolled be modified? That's up to the
Game Magter. Many role-playing games dlow players to reroll a par-
ticularly bad attribute or to roll two or three characters and pick the one
they want. Persondly, | don't have a problem with any of this, although
| suggest players try creating a randomly rolled, (mostly) unmodified
character and "role-play" with what fate gives 'em. However, if aplayer
is shooting for a particular O.C.C. and misses the attribute require-
ment”) by 1-3 points, | often let the player bump up those few attrib-
utes to the minimum requirement s he or she can play that O.C.C.
Having experimented often with different methods of role-playing and
character creation, I've even alowed players to pick a character class
and make up the attribute numbers they think are appropriate (subject to
my final approval and modification). Don't forget that physical attrib-
utes can be "bumped up" through training/skill selection.

Remember, role-playing should be flexible, so the Game Master can
go with whatever works best for him and his players. Just be consistent
and fair. The bottom line is to have fun.

Should a player roll hischaracter in front of the G.M.? That's re-
aly up to the Game Master. Most G.M.s who want characters with un-
modified die rolls insist on this. Creating a character with the Game

Intelligence Quotient (1.Q.): Indicates the intelligence of the
character. The exact 1.Q. is equa to the 1.Q. attribute multiplied times
ten. Characters with an 1.Q. of 16 or better will receive a one-time bo-
nus, added to all the character's skill percentages.

Mental Endurance (M.E): Measures the amount of mental and
emotiond stress the character can withstand. Those with an M.E. of 16
or higher will receive a one-time bonus to save vs psionic attack and in-
sanity.

Mental Affinity (M.A.): Shows the character's persona charm and
charisma, natural leaders, with an M.A. of 16 or higher, have a bonus to
evoke trust or intimidation in others.

Physical Strength (P.S): This is the raw physical power of the
character. Also see weight and movement.

Physical Prowess (P.P.): Shows the degree of dexterity and agility
of the character. A PP. of 16 or higher is rewarded with bonuses to
dodge, parry and strike.

Physical Endurance (P.E): Demonstrates the character's stamina
and durability. The amount of physical punishment, and resistance to
fatigue and disease, are determined by P.E. Characters with a PE. of
16 or better receive bonuses to save vs coma, death, toxins, and magic.
Also see supernatural P.S. and P.E.

Physical Beauty (P.B.): An indication of the physical attractiveness
of the character. A P.B. of 16 or better indicates exceptional attractive-
ness/beauty and is rewarded with abonus to charm or impress.

Speed (Spd): Thisis, specifically, the character's maximum running
speed. The Spd times 20 is the number of yards or meters that the char-
acter can run in one minute. The greater the speed attribute number, the
faster the character can run.

ATTRIBUTE BONUS CHART
16 17 18 19 20 21 22 23 24 25 26 27 28 29 30
1.Q. add to all skills. This is a one 2% +3% 4+4% +5% +6% +7% +8% +9% +10% +11% +12% +13% +14% +15% +16%
time bonus
M.E. save vs. psionic attack +1 +1 +2 +2 +3 +3 +4 +4 +5 +5 +6 +6 +7 +7 +8
save vs. insanity +1 + 1 +2 +2 +3 +4 +5 +6 +7 +8 +9 +10  +11 +12  +13
M.A. trust/intimidate 40% 45% SO% S5% 60% 65% 0% 75% 80% B4% 88% 92% 94% 96% 97%
P.S. Hand to Hand combat: damage +1 +2 +3 +4 +5 +6 +7 +8 +9 410 +11  +12 413 +14 +15
P.P. parry and dodge bonus +1 +1 +2 +2 +3 +3 +4 +4 +5 +5 +6 +6 +7 +7 +8
bonus to strike +1 +1 +2 +2 +3 +3 +4 +4 +5 +5 +6 +6 +7 +7 +8
P.E. save vs. coma/death T4% +5% +6% +8% +10% +12% +14% +16% +18% +20% +22% +24% +26% +28% +30%
save vs. magic/poison +1 +1 +2 +2 +3 +3 +4 +4 +5 +5 +6 +6 +7 +7 +8
P.B. charm/impress 30% 35% 40% 45% SO% 55% 60% 65% 70% 75% 80% 83% 86% 90% 92%

Spd. No special bonuses other than the raw, natural ability to run.
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Different Applications of
Physical Strength & Attribute Notes

Weight & Movement

Normal characters, with a P.S. of 3 to 16, can carry 10 times ther
P.S. in pounds (P.Sx10 = totd in pounds). For Example: A character
with a P.S. of 9 can carry 90 pounds (40.5 kg). A character with a P.S.
of 15 can carry 150 pounds (67.5 kg).

Strong characters, with a P.S. of 17 or higher, can carry 20 times
their P.S. in pounds. This means a character with aP.S. of 18 can carry
360 pounds (162 kg).

Supernatural creatures, including dragons, deevils and demons,
are even stronger than extraordinary humans. Supernatural beings and
creatures of magic with a P.S. of 18 or higher can carry 50 times their
P.S. Thus, a creature with aP.S. of 24 can actualy carry over haf aton,
1200 pounds! Creatures with a strength of 17 or less are equa to hu-
mans, P.Sx 10 in pounds.

Lifting weight is a little different than carrying weight. You may
have noticed, yourself, that you can usualy lift up a heavier amount
than you can carry. I'm not talking about weight-lifting in abody build-
ing sense, nor lifting a heavy weight above the chest. Simply the ability
to bend over and lift something that weighs more than you can carry.
The simple rule is that a character can lift TWICE as much as he/she
could carry. This means that the character with a P.S. of 9 can carry 90
pounds, but can lift 180 pounds. Meanwhile, the supernaturally strong
creature, with a P.S. of 24, can lift over one ton (2400 pounds).

Supernatural characters can hurl their maximum carrying weight
one foot (0.3 m) per P.S. point. So a supernatural character with a P.S.
of 24 can hurl an incredibly heavy object (up to 1200 pounds/544 kg) a
whopping 24 feet (7.3 m). Damage from these heavy thrown objects is
1D6 +1D6 points per every 20 pounds (9 kg), so a 100 pound (90 kg)
item will inflict 6D6 points of damage! A thousand pound (900 kg) ob-
ject, 6D6X10!

Movement and Exertion

Keep the game smple and quick moving. Light activity, such as
walking, jogging, driving, standing guard, doing repairs and similar ac-
tivity, can be conducted for hours without affecting the character ad-
versely. Both players and Game Master should apply common sense
and logic to the duration of an activity. Even intense activity, such as 20
minutes of combat followed by rest or light action, will not significantly
impair the character's efficiency. It's dl amatter of pacing.

Prolonged periods of combat or heavy exertion (an hour or more of
intense, continual, physical exertion) will take its toll on the character.
Reduce the following once every hour:

Speed -2

Initiative -2

Parry and Dodge -1
Damage -2

Throwing Objects
A character can not throw more than he can carry.
General Effective Range by Strength

Object Normal Strength  Extraordinary Supernatural

for Humans Strength/Giants ~ Strength

P.S. 03-19 P.S. 20-30 P.S. 18 & up
Upto 1 lbobject 50 feet 200 feet 300 feet
Upto10lbitem None 100 feet 200 feet
Upto 100 lbitem None 50 feet 100 feet
Dart 30 feet 60 feet 100 feet
Throwing Axe 80 feet 150 feet 300 feet
Javelin 300 feet 400 feet 500 feet
Spear 100 feet 150 feet 200 feet
Knife 40 feet 80 feet 200 feet
Sword 15 feet 30 feet 60 feet

Optional: Add one foot (0.3 m) to the effective range for every P.S.
point listed; e.g., P.S. 24 add 24 feet (7.3 m).

Objects such as bricks, bottles, and swords are not designed for
throwing. Consequently, the effective range is limited regardless of the
strength behind it.

Darts, knives and throwing axes are designed for throwing, but don't
have the weight or balance for great distances. The same is true of most
objects weighing less than half a pound. Javelins, more o than spears,
are designed for distance throwing.

Miscdllaneous items weighing over a pound (0.45 kg) and less than
10 pounds (4.5 kg), such as chairs, soals, lanterns, can be thrown about
half as far as the one pound (0.45 kg) object. Normal and extraordi-
narily srong characters can hurl a weight equal to the weight he can
carry four inches per each P.S. point. This means the person with a P.S.
9 can toss 90 |bs (40.5 kg) up to 3 feet (0.6 to 0.75 m) away. The hero
with a P.S. of 17 can toss 340 Ibs (154 kg) up to 5 feet, 8 inches away
(1.75m).

Supernatural Strength & Damage

Dragons, gods, demons and other supernatural creatures inflict a
great deal more damage than normal humans, even humans with ex-
treordinary strength. While the strongest human in the world may be
able to bend metd bars and lift great weights, he would not be able to
punch through a metal door or tear through a brick wall. Each descrip-
tion of a supernatural being, monster or creature of magic will indicate
the amount of damage it inflicts (plus P.S. bonus) from mere punches,
kicks and bites. Furthermore, supernatural beings do not show signs of
fatigue even after hours of combat and great physical exertion.

The following table can be used for creatures of your own design or
for beings (particularly gods) that don't have a specific damage listing,
but does indicate strength. The average supernatural beings use the
damage below to determine base hand to hand damage, and then add
P.S. bonuses.

Supernatural Strength & Damage Table

Add the P.S. damage bonuses to dl these attacks. Unless stated oth-
ewise, abite will inflict half the norma punch damage.

P.S. 15 or less Inflicts 1D4 SD.C. on arestrained punch, 1D6 on a
full strength punch, or 2D6 S.D.C. on a power punch (counts as two
melee attacks).

P.S. 16 to 20: Inflicts 1D6 SD.C. on a restrained punch, 2D6 on a
full strength punch, or 4D6 on a power punch (counts as two melee at-
tacks).

P.S. 21 to 25: Inflicts 2D4 SD.C. on arestrained punch, 3D6 on a
full strength punch, and 6D6 with a power punch (counts as two melee
attacks).

P.S. 26 to 30: Inflicts 2D6 SD.C. on a restrained punch, 4D6 on a
full strength punch, or 1D4x10 on a power punch (counts as two melee
attacks).

P.S. 31 to 35: Inflicts 2D6 SD.C. on arestrained punch, 5D6 on a
full strength punch, or 1D6x10 on a power punch (counts as two melee
attacks).

P.S. 36 to 40: Inflicts 2D6 S.D.C. on arestrained punch, 6D6 on a
full strength punch, or 2D4x10 on a power punch (counts as two melee
attacks).

P.S. 41 to 50: Inflicts 2D6 S.D.C. on arestrained punch, 1D6x10 on
afull strength punch, or 2D6x10 on a power punch (counts as two me-
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Different Applications of
Physical Strength & Attribute Notes

Weight & Movement

Normal characters, with a P.S. of 3 to 16, can carry 10 times their
P.S. in pounds (P.Sx10 = totd in pounds). For Example: A character
with a P.S. of 9 can carry 90 pounds (40.5 kg). A character with a P.S.
of 15 can carry 150 pounds (67.5 kg).

Strong characters, with a P.S. of 17 or higher, can carry 20 times
their P.S. in pounds. This means a character with a P.S. of 18 can carry
360 pounds (162 kg).

Supernatural creatures, including dragons, deevils and demons,
are even stronger than extraordinary humans. Supernatural beings and
creatures of magic with a P.S. of 18 or higher can carry 50 times their
P.S Thus, a creature with a P.S. of 24 can actualy carry over haf aton,
1200 pounds! Creatures with a strength of 17 or less are equa to hu-
mans; P.Sx 10 in pounds.

Lifting weight is a little different than carrying weight. You may
have noticed, yoursdlf, that you can usualy lift up a heavier amount
than you can carry. I'm not talking about weight-lifting in a body build-
ing sense, nor lifting a heavy weight above the chest. Simply the ability
to bend over and lift something that weighs more than you can carry.
The simple rule is that a character can lift TWICE as much as he/she
could carry. This means that the character with a P.S. of 9 can carry 90
pounds, but can lift 180 pounds. Meanwhile, the supernaturally strong
creature, with a P.S. of 24, can lift over one ton (2400 pounds).

Supernatural characters can hurl their maximum carrying weight
one foot (0.3 m) per P.S. point. So a supernatural character with a P.S,
of 24 can hurl an incredibly heavy object (up to 1200 pounds/544 kg) a
whopping 24 feet (7.3 m). Damage from these heavy thrown objects is
1D6 +1D6 points per every 20 pounds (9 kg), so a 100 pound (90 kg)
item will inflict 6D6 points of damage! A thousand pound (900 kg) ob-
ject, 6D6x10!!

Movement and Exertion

Keep the game simple and quick moving. Light activity, such as
walking, jogging, driving, standing guard, doing repairs and similar ac-
tivity, can be conducted for hours without affecting the character ad-
versely. Both players and Game Master should apply common sense
and logic to the duration of an activity. Even intense activity, such as 20
minutes of combat followed by rest or light action, will not significantly
impair the character's efficiency. It's dl a matter of pacing.

Prolonged periods of combat or heavy exertion (an hour or more of
intense, continual, physica exertion) will take its toll on the character.
Reduce the following once every hour:

Speed -2

Initiative -2

Parry and Dodge -1
Damage -2

Throwing Objects
A character can not throw more than he can carry.
General Effective Range by Strength

Object Normal Srength  Extraordinary Supernatural
for Humans Srength/Giants ~ Strength
P.S. 03-19 P.S. 20-30 P.S. 18& up
Uptollbobject 50 feet 200 feet 300 feet
Upto10Ibitem  None 100 feet 200 feet
Upto 100 Ibitem None 50 feet 100 feet
Dart 30 feet 60 feet 100 feet
Throwing Axe 80 feet 150 feet 300 feet
Javelin 300 feet 400 feet 500 feet
Spear 100 feet 150 feet 200 feet
Knife 40 feet 80 feet 200 feet
Sword 15 feet 30 feet 60 feet

Optional: Add one foot (0.3 m) to the effective range for every P.S.
point listed; eg., P.S. 24 add 24 feet (7.3 m).

Objects such as bricks, bottles, and swords are not designed for
throwing. Consequently, the effective range is limited regardless of the
strength behind it.

Darts, knives and throwing axes are designed for throwing, but don't
have the weight or balance for great distances. The same is true of most
objects weighing less than haf a pound. Javelins, more so than spears,
aredesigned for distance throwing.

Miscellaneous items weighing over a pound (0.45 kg) and less than
10 pounds (4.5 kg), such as chairs, stoals, lanterns, can be thrown about
half as far as the one pound (0.45 kg) object. Normal and extraordi-
narily strong characters can hurl a weight equal to the weight he can
carry four inches per each P.S. point. This means the person with a P.S.
9 can toss 90 Ibs (40.5 kg) up to 3 feet (0.6 to 0.75 m) away. The hero
with a P.S. of 17 can toss 340 Ibs (154 kg) up to 5 feet, 8 inches away
(L75m).
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Supernatural Strength & Damage

Dragons, gods, demons and other supernatural creatures inflict a
great deal more damage than normal humans, even humans with ex-
traordinary strength. While the strongest human in the world may be
able to bend metal bars and lift great weights, he would not be able to
punch through a metal door or tear through a brick wall. Each descrip-
tion of a supernatura being, monster or creature of magic will indicate
the amount of damage it inflicts (plus P.S. bonus) from mere punches,
kicks and bites. Furthermore, supernatural beings do not show signs of
fatigue even after hours of combat and great physical exertion.

The following table can be used for creatures of your own design or
for beings (particularly gods) that don't have a specific damage listing,
but does indicate strength. The average supernatural beings use the
damage below to determine base hand to hand damage, and then add
P.S. bonuses.

Supernatural Strength & Damage Table

Add the P.S. damage bonuses to dl these attacks. Unless stated oth-
erwise, abite will inflict half the normal punch damage.

P.S. 15 or less Inflicts 1D4 SD.C. on arestrained punch, 1D6 on a
full strength punch, or 2D6 SD.C. on a power punch (counts as two
melee attacks).

PS 16 to 20: Inflicts 1D6 S.D.C. on a restrained punch, 2D6 on a
full strength punch, or 4D6 on a power punch (counts as two melee at-
tacks).

PS 21 to 25: Inflicts 2D4 SD.C. on a restrained punch, 3D6 on a
full strength punch, and 6D6 with a power punch (counts as two melee
attacks).

P.S. 26 to 30: Inflicts 2D6 SD.C. on a restrained punch, 4D6 on a
full strength punch, or 1D4x10 on a power punch (counts as two melee
attacks).

P.S. 31 to 35 Inflicts 2D6 SD.C. on a restrained punch, 5D6 on a
full strength punch, or 1D6x10 on a power punch (counts as two melee
attacks).

P.S. 36 to 40: Inflicts 2D6 S.D.C. on arestrained punch, 6D6 on a
full strength punch, or 2D4x10 on a power punch (counts as two melee
attacks).

P.S. 41 to 50: Inflicts 2D6 S.D.C. on arestrained punch, 1D6x10 on
afull srength punch, or 2D6x10 on a power punch (counts as two me-
lee attacks).



P.S. 51 to 60: Inflicts 2D6 S.D.C. on arestrained punch, 2D4xI10 on
a full strength punch, or 3D6x10 on a power punch (counts as two me-
lee attacks).

Supernatural Damage and Hand Weapons

When wielding a hand weapon, such as swords, clubs and knives, a
supernatural being inflicts either the weapon damage plus P.S. damage
bonus or its basic hand to hand damage (see previous table) plus P.S.
damage bonus, whichever is greater.

Optional Rule: Norma weapons are in danger of bresking when
wielded by somebody with supernatural strength. A good rule of thumb
is to assume a weapon is in danger of breaking whenever total damage
inflicted exceeds more than three times the weapon's maximum base
damage — in the case of a 2D4 sword, more than 24 points of damage
might break it. Every time that much damage is inflicted, there is a 01-
30% chance that the weapon will bresk. Heavy, sturdy weapons, and
very well-crafted blades (a master smith's katana, for example) can
withstand more damage; do not roll unless damage exceedsfive times
the weapon's maximum damage. Magica weapons and artifacts are ba-
sicaly indestructible and are a no risk of breaking.

SPEED CHART

The following is a simple conversion table of speed factors
into approximate miles per hour (mph) and kilometer equival-
ants.

Speed Fact or Approx.  MPH Ki | onet er s Per Hour
5 av2 5.6
11 702 12
22 15 24
27 1812 29.7
33 2212 36
4 30 48
50 35 56
55 311/, 60
58 40 64
66 45 72
7 53 85
88 60 96
110 75 120
132 90 148
220 150 241
293 200 321

Step 2
Hit Points& SD.C.

Hit points might best be thought of as life points because they indi-
cate how much physical damage (cuts, bruises, etc.) the character can
withstand before he/she dies. These are the points that are observed dur-
ing a battle (or melee) to determine how much damage is inflicted on
one's opponent. Each time a character is struck by a weapon he takes
physical damage. The individual players keep score of how many hit
points their character has by subtracting the damage from his’her char-
acter's hit points each time that character is hit by a weapon. Likewise,
the Game Master keeps score of how much damage the player inflicts
upon his opponent. When a character has zero hit points, heisin acoma
and will soon die unless he or she receives extensive medical aid. When
a character's hit points have been knocked far below zero, he is dead
and beyond saving.

Deter mining Hit Points

Now that you have some idea of what hit points are about, let us get
into the technical aspects of their determination and use.

1. Base Hit Points: Having rolled up your 8 attributes, you will re-
cal that one is physical endurance (P.E.). The physical endurance score
indicates a character's base/starting amount of hit points. This number
means that he can lose that many hit points before dying. For example,
if the character has aP.E. of 11, he starts with 11 hit points.

Some players will have a character with alot of hit points; don't get
too cocky, a deadly spell or even aknife can whittle you down to sizein
one melee round and a supernatural monster might chop a character
down with afew punches. Others will find themselves with a character
who has only a handful of hit points (as little as 3). Don't despair or fedl
cheated, you'll just have to use cleverness and cunning in avoiding di-
rect confrontations until you've built up your hit points or acquire some
body armor.

2. Building Hit Points: After determining your base hit points, pick
up one six-sided die, roll it, and add the number rolled to your hit point
base. Only roll one six-sided die, one time.

As your character grows in knowledge and experience, he/she wiill
gain more skill and expertise in his chosen profession. At the same
time, he will dso mature physically, increasing his hit points. Thus,
each time a character attains a new experience level, roll one six-sided
die (1D6) and add it to the existing number.

3. Notes on Supernatural or Non-Human Characters. The pre-
vious information applies to the creation of normal humans, dves,
wolfen, dwarves, and other (comparatively) mortal beings. Many of the
monster races, giants and supernatural beings (including dragons, de-
mons, elementals and others) tend to have many more hit points than
normal humans. These changes are noted in the individual descriptions.
Keep in mind that even the toughest non-human can still be mowed
down by concentrated attacks and teamwork, not to mention magic.

S.D.C. or Structural Damage Capacity

There are two types of SD.C. The first applies to living creatures
and can be thought of as a supplement to hit points. The second applies
to inanimate, non-living structures such as body armor, chairs, locks
doors, buildings, and so on.

Determining physical SD.C. is simple. Characters with a back-
ground as men of arms roll 3D6 for SD.C., while practitioners of
magic, scholars and al othersroll 1D6 for SD.C. This S.D.C. base can
be increased further through the selection of certain physical skills, such
as boxing, body building, general athletics, etc. In thisway, aplayer can
literally build and toughen a character as much as he or she desires.
Some non-human racesand O.C.C.sal so get specia S.D.C. bonuses. All
SD.C. points/bonuses are cumul ative.

Monsters, demons, gods, dragons, and supernatural creatures will,
have additional S.D.C. bonuses, reflecting their inhuman toughness. In
some cases this can be two or three times greater than a human or ai
hundred times greater. Even o, these creatures are still vulnerable to
blade and club, tooth and claw.

When a character isinjured or hurt, the damage is first subtracted
from his or her SD.C. points. SD.C. damage is painful, but not deadly. .
It's like the old movies where John Wayne gets shot, punches it out
with three desperadoes, and when it's dl over, dusts himself off and
says "Ah shucks mam, it's only a scratch”; S.D.C. in action.

It is only after ALL S.D.C. has been depleted that damage is sub- -
tracted from hit points. Only the rare specia attack from magic, psion-
ics or poison can bypass SD.C. and strike & hit points directly. Hit
point damage is serious, and potentially life threatening.

Inanimate objects, such as weapons, body armor, buildings, furni-
ture and s0 on, aso have SD.C. points. In this case, the SD.C. indi- :
cates the total amount of damage that the object can withstand before it
breaks, crumbles or is destroyed.



These SD.C. function exactly like hit points, except that they apply
to non-living things. Any damage sustained is subtracted from the
SD.C. When the SD.C. is reduced to zero, it is broken or smashed be-
yond repair.

A note to the Game Master: The SD.C. system just described is a
standard rule in most Palladium Books games. From time to time | hear
the complaint: How can somebody be bashing or shooting into a door
and the door is in perfect condition until al its SD.C. is depleted? My
answer is, it's not in perfect condition. Using the example of the door,
the G.M. should explain exactly what's happening. "You bash into the
door with your shoulder. It's a very solid door and you inflict minimal
damage (roll for SD.C. damage). You redlize that it will take quite a
while to gain entry this way and you may hurt yourself." Or "You can
fed the door give a little under your great strength (determine SD.C.
damage). Another bash and the door's frame cracks and moans, but it
gtill holds (give SD.C. damage). It will take another couple of attempts
(as the door's S.D.C. dwindles), but it's definitely giving." Or "Your
magic energy bolt blasts a hole right through the door. The hole is the
size of abaseball (something the player can look through), but the door
is still locked and holding strong.”

Obviously, attacks on normal objects will scrape, dent, crack, splin-
ter, crumble and s0 on, even if the object is not destroyed. To smash or
destroy something may require multiple attacks, and in some cases, like
being locked behind an iron door or bulkhead without a weapon or
proper tools, it will be impossible to damage the item enough to destroy
it.

Recovery of Hit Points& S.D.C.

After a battle, characters who have sustained physical damage must
tend to their wounds. The attending of wounds can be administered by
fellow characters, trained medical personnel or by oneself, if the charac-
ter has thefirst aid skill and is not physically impaired.

Firgt aid-type treatment includes basic and immediate medical appli-
cations and methods such as the cleaning and bandaging of wounds,
stopping bleeding, the use of antiseptic herbs, and so on. This is fine for
minor wounds, but serious injury, like internal bleeding and broken
bones, will require professional treatment from some sort of healer or
magic. Note: Unless a character stops the bleeding of cuts and stab
wounds, he will continue to lose blood and suffer damage a the rate of
one hit point per minute. When al hit points are reduced to zero, the
character falls into a coma and hovers near death.

Recovery: Non-professional treatment. This is basic, first aid
treatment or well intentioned help from non-medically trained people.
This type of treatment may be used if the character is not able to seek
professional help. It is not necessarily inferior treatment, especialy for
minor injuries or ailments, but just lacks the full facilities and experi-
ence of a trained healer. Rate of Recovery: Two hit points per day (24
hours) plus four S.D.C. points per day.

Recovery: Professional treatment. This is medica treatment from
a surgeon, holistic doctor, healer, psychic, priest with medical/healing
skills or powers, and magic. Rate of Recovery: Two hit points per day
for the first two days, and four hit points per day for each following
day, until the character has regained al his/her origina hit points.
SD.C. points are restored at a rate of six per day. Non-humans, crea-
tures of magic and supernatural beings may possess superior healing ca
pabilities and many can even regenerate!

Magic potions, spells, enchanted items and supernatural beings can
often magically heal the injured with a mere touch. Such mystic healing
isimmediate — closing wounds, stopping bleeding, heaing injury and
mending bones so completely that there may be little or no evidence
that the person was ever injured (no scars, no stiffness, or discomfort,
etc.). A character can be magically healed up to his maximum number
of hit points; never more than he or she started out with.

Surviving Coma And Death

When a character's hit points are reduced to zero (or less), he/she
collapses, lapsing into a coma. This character is near death and will die
in a matter of hours unless he/she receives immediate medical treat-
ment.

How much damage below zero a character can undergo is indicated
by the physical endurance (P.E.) attribute. A character can take one
point of damage below zero (negative 1, -2, -3, etc.) for each P.E. point.
Example: A character with a P.E. of 9 will lapse into a coma at zero hit
points, but still lives up to a negative 9. However, if the character re-
ceives more damage (which is very possible) than the P.E. number, he
is dead. Thus, if a character with a P.E. of 9 takes 10 points of damage
(or more) below zero, exceeding his P.E., he is beyond medica help
anddies.

Magic and resurrection. In the magical world of Palladium, a charac-
ter can die and till have a chance (probably a very slim one) of being
restored to full health! This is possible through the intervention of the
gods, magic fountains and devices, and powerful magic spells. How-
ever, such superhuman feats should not be common and are likely to
have a great price atached to it (a quest from a god, permanent expen-
diture of PP.E., and 0 on). Furthermore a character who has died is
likely to suffer from trauma and insanity; roll percentile dice. 1-50
means no trauma, 51-70 roll on the Random Insanity Table resulting
from trauma, 71-85 roll on the Optional Random Insanity Table (roll
again as directed by the table), 86-00 roll on the Phobia Table or the
G.M. sdects an appropriate phobia relating to the events of the death.

Coma Length

The length of time a character in a coma will survive without treat-
ment is again indicated by the P.E.: one hour for each PE. pomt Ex-
ample: PE. 9=9 hours, P.E. 10= 10 hours, and so on.
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Recovery From a Coma

Whether or not a character survives the coma and is stabilized (at
least brought back to one hit point above zero) is determined by the roll
of percentile dice. If the player rolls two successful recovery rolls out of
three tries, the character breaks out of the coma and is no longer in dan-
ger of dying. This aso means that he is brought up to one hit point
above zero. Recovery of hit points from that time on is standard; see
Recovery of Hit Points. Note: This can be attempted every hour.



Recovery Ratio (roll 2 out of 3)
Treatment from non-professional character who has no medica
skills whatsoever: 1-20%

e Treatment from a character who has the first aid skill: 1-40%

» Treatment by a professional surgeon or holistic doctor: 1-65%

* Treatment from a heder or priest with psionic or magic power to
heal: 1-75%

e Treatment from a god or other supernatural being: 1-88%; may be
increased to 100% depending on the power of the creature and/or
thetypeof magicused.

Optional Damage Rules

A character receives severe physical damage when he loses a great
amount of hit points (80% or more). The following are optional tables
that list side-effects from serious physical injury. The effects of the
damage are generaly temporary and cumulative. Thus, if a character
suffers severe damage during severd different battles within a short pe-
riod of time, he or she will suffer the multiple effects from that damage.
Roll each time severe damage is endured.

Optional: Minor Injury Table

Note: None of these effects are permanent or life threatening. Mi-
nuses apply to that one limb. Speed minuses affect the whole body. Re-
member, symptoms and penalties are cumulative; roll each time the
character is badly hurt.

Duration is typically about 1D4 days unless indicated otherwise

01-14 Minor bruisesand lacerations. -2 on Spd and -1 to dodge.

15-29 Severely bruised and battered muscles. -1D4 on Spd and -1 to
PP. and P.S.

30-44 Damaged (sprain, pulled, cut, etc.) arm or shoulder. -3 to P.P
attribute and -2 to parry. Duration of injury is 3D4 days.

45-59 Damaged leg or hip. Speed is reduced by half and the character
is -2 to dodge. Duration is 3D4 days (unless magically or psychi-
caly healed).

60-74 Damaged hand and/or wrist. -1 PP, -2 P.S,, cannot lift weight
of more than 10 Ibs (4.5 kg) with that hand, and the character is -
10% on all skills that require the use of the hands.

75-89 Head Injury: -5% on al skillsand -1 on Spd.

90-00 Damaged back or pelvis. -1 to P.E., reduce attacks per melee
round by one, and Spd by 50%. Furthermore, the character cannot
lift or carry more than 10 Ibs (4.5 kg) without excruciating pain
(double penalties from the pain). Duration is 3D4 days (unless magi-
caly or psychically heaed).

30-39 Fractured bone: arm. Reduce P.P. and P.S. by 40%, -5 to strike
or parry, and the character cannot lift or carry more than one pound
(0.45 kg) without excruciating pain (double penalties from the pain).

40-49 Fractured bone: leg. Reduce Spd by half (if in a cast; -80% if
not) and -4 to dodge.

50-59 Fractured bone: ribs or pelvis. -2 to P.E., reduce attacks per
melee round by one, and Spd by 50%. Furthermore, the character
cannot lift or carry more than 5 Ibs (2.3 kg) without excruciating
pain (double penalties from the pain).

60-69 Broken bone: ribsor pelvis. -4 to P.E., reduce attacks per melee
by half, and Spd by 80%. Furthermore, the character cannot lift or
carry more than 5 Ibs (2.3 kg) without excruciating pain (double
penalties from the pain). Double duration unless heaed by magic or
psychic powers.

70-79 Punctured lung. -4 to P.E., reduce attacks per melee by half, and
Spd by 80%. Furthermore, the character fatigues three times faster
than normal.

80-89 Weakened immune system and fever. The character is week,
has caught a virus and suffers from a constant low-grade fever,
chills, and fatigue. Reduce P.E. by half, P.S. and P.P by 25%, reduce
attacks per melee round and combat bonuses by half, and Spd by
40%. Furthermore, the character fatigues twice as quickly as normal.

90-00 Severe concussion. Reduce attacks per melee and all combat bo-
nuses by half, reduce speed by half, and the performance of dl skills
are at -30%.

Optional: Recovery Side-Effects
From Near Death (Hit Points)

For a sense of additional realism, a player can roll on this table when
a character has lost all (reduced to zero or below) of his/her hit points
and has been near death (coma). Impairment is permanent as a result of
the grave physical damage. Note: This is not a mandatory table, but is
left up to the Game Master's discretion. Furthermore, magic restoration
may be used to eliminate these otherwise permanent disabilities.
1-10 No permanent damage; lucked out!
11-20 Mgor stiffness injoints; reduce P.P. by 2 points.
21-39 Minor stiffness injoints; reduce P.P. by 1 point.
40-55 Legs impaired; walks with alimp, reduce Spd by 2 points.
56-70 Major scarring; reduce P.B. by 2 points.
71-82 Chronic pain; reduce P.E. by 1 point.
83-92 Minor brain damage; reduce |.Q. by 1
93-00 Major brain damage; reduce 1.Q. by 2 and M.E. by 1.

Optional: Side-Effectsfrom
Physical Damage (Hit Points)

Roall on this table when 80% to 95% (almost al) of your hit points
are depleted. Impairment is temporary, but lasts 1D4 weeks.

01-10 Severely battered and bruised. Reduce Spd by half, combat bo-
nuses by -2 points, and -3 to dodge.

11-20 Torn arm muscle. -3 to PP, -2 to P.S, -1 attack per melee
round, -2 to strike or parry, and the character cannot lift or carry
more than 10 Ibs (4.5 kg) without excruciating pain (double penal-
ties from the pain).

21-29 Torn leg muscle. Reduce Spd by half and -2 to dodge.

Step 3.

How to Deter mine Psionics

There are two ways of getting a character who has psionic powers.
The first, and simplest way, is to select one of the psychic Occupationa
Character Classes, like the Mind Mage O.C.C. A master psionicisthe
most powerful of al natural psychics and is available only from one of
the psychic character classes. A psychic character class automatically
gets psionic abilities. Each specific O.C.C. will explain the character's
background, orientation, and psi-abilities. However, while the psychic
is strong with psi-powers, he is limited in skill development.

The second way to get a character with psionics is to roll percentile
dice on the following random table. Most characters of any O.C.C. may
possess psionic powers, athough some of the non-human races, like the
troll and orc, do not have any psychic powers as a result of their genetic
make-up.




Random Psionics Table
01-09 Magjor Psionics

10-25 Minor Psionics

26-00 No Psionics

In the Palladium World, psychic powers are comparatively com-
mon. Even an average person may have some degree of psychic power.

A minor psionic selects two powers from any one of the following
psionic categories: sensitive, physical, or healer. Two psi-powers, even
spectacular ones, are considered inconsequential and the character must
select an O.C.C., without modification. The number of Inner Strength
Points (I.S.P.) is determined by taking the number from the M.E., roll-
ing 2D6 and adding both numbers together. This is the base |.S.P.; add
the roll of 1D6 per each level of experience.

A major psionic is a character who has an impressive amount of
paranormal abilities. Unlike the minor psychic who can only select from
one category, this individual can select atotal of eight (8) powers from
one category, or atotal of six (6) from any of the three categories avail-
able. The categories from which a major psionic can select includes sen-
sitive, physical, and healer. This means the psychic can have a
combination of power types. However, the development of extra-sen-
sory abilities means that a certain amount of time and energy was ex-
pended on the development of those abilities and not on formal
education. The major psionic must select an O.C.C., but all skill bo-
nuses are reduced by half (round down fractions) and the number of
"other" skills are also reduced by half. Secondary skills are not affected.

The number of 1.S.P. for a major psionic is determined by taking the
number from M.E., rolling 4D6, and adding both numbers together.
This is the base 1.SP.; add the roll of 1D6+1 per each level of experi-
ence.

Note: A player may skip step three entirely if he or she does not
want a character with psionics.

Step 4:

Selecting a Race and O.C.C.

It is suggested that readers skim over the Occupational Character
Classes (0.C.C.) and sections on the different races before selecting a
character. The dilemma many players encounter is trying to decide
which one they want to play first. In designing this and most of Palla-
dium's RPGs, | try to make each character unique and different, so each
one will have a distinctive flavor and be fun to play. Players who have
never played before may find the men of arms O.C.C.s the least compli-
cated and easiest to play until they get the hang of role-playing. Of
course, |'ve also known a lot of people who jumped in with a practitio-
ner of magic and did fine. Players should sdlect a character that they
find exciting or challenging.

The player must select a particular race before he can sdlect an
O.CC. —not @l O.C.Cs are available to al races. This book presents
the major races that are currently the most dominant and common in the
Palladium World today. A player can select and play any of them. The
most common and dominant races are human and wolfen; both have
built expansive kingdoms. However, elves, dwarves, gnomes, change-
lings, orcs, ogres and others are also quite common and available to
players.

Players and/or Game Masters looking for additional or exotic races,
mutants and monsters to play should take a look at Palladium's Mon-
sters & Animals Second Edition for a large variety of non-human
player character races, from bearmen and ratlings to the sphinx and wa-
ternix. The Palladium World has along, rich history of magic and mon-
sters. Many of the intelligent beings and monstrous predators that lived
50,000 years ago still walk the land. Furthermore, dimensional portals

or Rifts frequently allow beings from other worlds to step upon Palla-
dium sail, hence the trouble with so-called demons, dragons and faerie
folk, among others. Some are otherworldly visitors come to plunder or
explore and leave, some are champions of Light, others come to con-
quer or destroy.

Whether or not a particular non-human race from supplement books
is available to the player as a player character is left completely to the
sole discretion of the Game Master. If the G.M. says no, please don't ar-
gue or try to bully him into changing his mind; he must have his rea-
sons, accept it — there are alot of great characters to play.

For the sake of simplicity, each player selects one race and one Oc-
cupational Character Class (O.C.C.). Each character class will describe
the hero's background, orientation, typical views of life, his’her position
in society, specia powers (if any), specia training, O.C.C. skillsand the
selection of additional other skills. Note: Half-breeds, like half-human
and half-troll, are not possible because the two are completely different
species. Only humans and ogres are similar enough to mate and bear
offspring.

KEVIV SIEMBIEDA



0.C.C. Requirements

The sdection of an O.C.C. is limited only by the minimum attrib-
ute(s) required for that occupation and the player's persona taste. Some
0.C.C.s have higher reguirements than others and generdly reflect the
strenuous or intellectual demands of that particular profession.

Skills and Skill Selection

Each O.C.C. hasthree skill categories: O.C.C. skills, O.C.C. Related
skills, and Secondary skills.

O.C.C. skills are the areas of expertise and training that al charac-
ters receive when they select that profession. The bonus in parentheses
reflects that specialized training.

O.C.C. Related skills are "other" skill aress of formal training and
knowledge. In many cases, these skills will aso reflect the character's
occupation and interests. Not dl skill categories are available for skill
selection; these will be marked "none." Many of the skill categories that
are available will indicate specific restrictions (if any) and possible skill
bonuses (usually as it relates to the character's occupation). Skill bo-
nuses will be indicated in parentheses. The skills that most relate to
one's O.C.C. have the highest bonuses.

Secondary skills are things that have been learned without formal
training. They are hobbies, interests, and abilities that a person has
learned himsdlf by reading, or watching others and practicing what he
has seen. These sKills are also sdlected from the list of available skill
categories. However, no skill bonuses are applicable! The bonus indi-
cated in parentheses gpplies only to O.C.C. rdated skill sdections.
Thus, al secondary skills start out at the base skill level. All skills in-
crease as the character grows in experience.

Skill Bonuses

The base skill level is denoted in each skill description. Bonuses re-
ceived by one's O.C.C. are added to that base skill. This is a one-time
skill bonus.

Characters may aso have an 1.Q. attribute bonus and this too is
added to the base skill level as aone-time bonus.

Skill proficiencies increase as characters grow in experience. This is
not o much a bonus as it is a designation of increased mastery over
one's ahilities. The amount in which the skill proficiency increases per
level of experience is dso noted in each skill description. For example:
The prowl skill has a Base Skill: 25% +5% per level of experience.

)

This means that a first level character without O.C.C. or other bonuses
has a base skill proficiency of 25%. At second level, +5% is added to
increase the skill to 30%. At third level it increases to 35%, at fourth
40% and so on. If the character gets a +10% bonus, he or she starts a
35% +5% per level of subsequent experience (40% at level two, 45% at
level three, and so on).

Maximum skill leve is limited to 98%, because there is adways a
margin for error no matter how skilled or smart a person may be.

Multiple Character Classes

Multiple or split O.C.C.s are not an option at this point. A future
supplement may address the possibility of changing one's O.C.C., buta
player can never change his race.

Step 5.

Equipment and Money

All characters are given abasic list of standard equipment typical for
that O.C.C., likewise, each character has a certain amount of money in
the form of gold and/or sdeable items or artifacts. This means that the
character starts out with the basics and some cash. Poor but far from
dedtitute.

Money is agrest motivator for action in arole-playing scenario, soit
is intentionally kept limited at the start. Needing a roof over one's heed
or food in one's belly can lead a character to consider takingjobs or ac-
tions that can develop nicely into an adventure. As always, a character
can spend the money immediately for additional equipment or save it
for later use.

Step 6

Rounding Out Oné's Character

The final step is to add color to your character. The only mandatory
requirement isthe sdection of an alignment and understanding how the
experiencelevels/system appliestoyou. Everything elseisoptiond, in-
cluding insanity and background data. Use it or do not. Insanity rules
will be most appropriate in long campaigns.
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Alignmentsl

TheAlignments

Good: Principled and Scrupulous
Sdlfish: Unprincipled and Anarchist
Evil: Miscreant, Aberrant and Diabolic

ALL players must choose an alignment for their character.

Alignments are an important factor in developing a character and a
crucia aspect of "role" playing. Whether we are consciously aware of it
or not, every person has his or her own code of ethics and morals as
well as a sense of justice and what constitutes good and evil, right and
wrong. It is this sense of right and wrong that helps to build our mora
fiber and mold our behavior and reactions to people, events, and cir-
cumstances in the world. It is this code that makes the thought of stedl-
ing or hurting somebody abhorrent to one person, but acceptable to
another.

So it is with the player and non-player characters in Palladium's
role-playing games. The alignment of a character is his or her view of
the world, justice, honor and the value of life. Alignments should be re-
garded as a guideline for the character that will indicate how he or she is
likely to react to any given situation, violence, and good and evil.

It is natural to have conflicted emotions and want to give in to hatred
or anger and kill or hurt, but characters of a good alignment are not
likely to give in to such dark emotions. Similarly, a selfish or evil char-
acter may, to his surprise, suddenly find compassion, or a sense of loy-
alty to another character, and find himself wanting to help him (which
he may or may not do). Moral dilemmas and the conflict they bring are
part of life. It is natural to have such feelings even when playing a fic-
tional character. It's also what adds to the drama of a situation and part
of what makes role-playing fun.

Players should try to stay in aignment and act accordingly. How-
ever, a player may find himself dlipping (or dipped) out of character.
The G.M. should stop the game for a moment and, as the referee/direc-
tor of the story, point out that the player's intended actions goes against
the character's alignment. The G.M. should then warn that moving for-
ward will cause the character to change alignment. For example: A
principled good character acting in hatred who deliberately tortures an-
other being is likely to drop to the anarchist or even miscreant align-
ment. A principled character who decides to stedl or "bend" the law is
likely to drop to a scrupulous or unprincipled aignment. Meanwhile, a
miscreant evil character who has learned the value of friendship and be-
gins to perform acts of good and compassion, or forsakes his evil/crimi-
nd ways, may go up to anarchist or unprincipled (and eventually, even
higher). Note that it seems easier to give in to cruelty and dark emo-
tions, and thus drop in alignment, than it is to become (or stay) good. A
single terrible act of evil can plummet a good character's alignment, but
it should take numerous acts of kindness and goodness to climb back to
agood alignment (often going up one notch a atime). Playing a char-
acter in harmony with his alignment can be a chalenge, but loads of
fun.

Neutral

Firgt of al, there is no such thing as an absolute or true neutral. All
people tend toward good, evil or self-gretification. An absolute true
neutral could not make a decision, go on an adventure, kill, or take any
action of any kind without leaning toward good, evil or self-gratifica-
tion. It is humanly impossible and is, therefore, eliminated in the con-
text of this game. (I realize that some of the philosophers out there may
disagree with this, but that's a topic for philosophical debate and not a
factor of this game. Sorry, no neutrals).
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GOOD ALIGNMENTS

Principled
Scrupulous

Because acharacter is of agood alignment, it does not make him/her
a saint. Good characters can be just as irritating, obnoxious, arrogant
and even prejudiced and full of quirks, as the next guy. However, life
and freedom are of the highest priority. Such a person can aways be
trusted in alife and degth situation.

Principled (Good)

Principled characters are, generadly, the strong, moral character —
the "Boy Scout" or do-gooder palladin of the group. He or she is usu-
aly compassionate, caring, cooperative and sincere.

Principled Characters Will...

1 Alwayskeep hisword.

2. Avoid lies.

3. Never kill or attack an unarmed foe.

4. Never harm an innocent.

5. Never torture for any reason.

6. Never kill for pleasure.

7. Always help others.

8. Work well in agroup.

9. Respect authority, law, self-discipline and honor.

10. Never betray a friend.

11. Never break the law unless conditions are desperate. This means no
breaking and entry, theft, torture, unprovoked assaults, etc.

Scrupulous (Good)

Scrupulous characters value life and freedom above all else, and de-
spise those who would deprive others of them. This type of hero is typi-
cally portrayed in many Clint Eastwood and Charles Bronson films; the
person who is forced to work beyond the law, yet for the law, and the
greater good of the people. They are not vicious or vindictive charac-
ters, but are driven to right injustice. These characters will always at-
tempt to work with or within the law whenever possible.

Scrupulous Characters Will...

1. Keep hisword to any other good person.

2. Lie only to people of selfish or evil alignments.

3. Never attack or kill an unarmed foe.

4. Never harm an innocent.

5. Never torture for pleasure, but may use muscle to extract information
from criminals or evil characters.

6. Never kill for pleasure; will aways attempt to bring the villain to jus-
tice alive no matter how vile he may be.

7. Always help others.

8. Attempt to work within the law whenever possible.

9. Bend and, occasionally, bresk the law when deemed necessary.
This means they may use strong-arm techniques, harass, break and
enter, theft, and so on.

10. Distrust authority.

11. Work with groups, but dislikes confining laws and bureaucracy (red
tape).

12. Never betrays afriend.



SELFISH ALIGNMENTS
(But Not Necessarily Evil)

Unprincipled (Selfish)

This, basically, good person tends to be selfish, greedy, and holds
his’her personal freedom and welfare above amost everything else. He
dislikes confining laws, self-discipline and distrusts authority. This is
the Han Solo character from Star Wars. The guy who is always looking
for the best deal, associates with good and evil characters, is continually
tempted to lie and cheat, and hates himself for being loyal and helping
others.

Unprincipled Characters Will...

1. Have a high regard for life and freedom.

2. Keep his word of honor.

3. Lie and cheat if necessary (especialy to those of anarchist and evil
aignments).

4. Will not kill an unarmed foe (but will take advantage of one).

5. Help those in need.

6. Not use torture unless absolutely necessary.

7. Work with a group, especidly if profitable.

8. Never harm an innocent.

9. Never kill for pleasure.

10. Didlike authority.

11. Never betray afriend.

Anarchist (Selfish)

This type of character likes to indulge himself in everything. He is
the insurgent, con-man, gambler and high-roller; the uncommitted free-
booter seeking nothing more than self-gratification. This character will,
at least, consider doing anything if the price is right. These people are
intrigued by power, glory and wealth. Life has meaning, but his has the
greatest meaning. Laws and rules infringe on persona freedom and
were meant to be broken. An anarchist aligned person is always looking
for the best deal, and will work with good, selfish or evil beings to get
it; as long as he comes out of the situation on top. The anarchist is con-
tinually teetering between good and evil, rebelling against and bending
the law tofit his needs. Mercenaries and thieves often fall into this cate-
gory.

Anarchist CharactersWill...

1. May keep hisword.

2. Lieand cheat if he feels it necessary.

3. Not likely to kill an unarmed foe, but will certainly knockout, attack,
or beat up an unarmed foe.

4. Never kill an innocent (but may harm or kidnap).

5. Not likely to help someone without some ulterior motive (even if it's
only to show-off).

6. Seldom kill for pleasure.

7. Use torture to extract information (not likely to torture for pleasure).

8. Does not work well in a group (this is the cocky loudmouth who is
likely to do as he damn well pleases).

9. Have little respect for self-discipline or authority.

10. May betray afriend.

EVIL ALIGNMENTS

Miscreant
Aberrant
Diabalic

All evil characters are not bent on universal genocide or domination
over dl living creatures. They are not all maniacal fiends actively seek-
ing to harm innocent people. Nor are al evil characters sadistic and un-
trustworthy. Many evil characters may actually seem kind or likable.

There is nothing wrong with playing an evil character, although he
may not survive too long if he betrays or harms too many people. This
is fantasy role-playing, not readlity. You can play any type of character
you desire, just continue to play in character.

Evil dignments are a step beyond the self-gratification of the sdfish
alignments. Evil characters are ruthless individuals who are willing to
say or do anything to achieve their goal. Human life has little meaning
to them, and friends tend to be (but not always) people to use and dis
card when they are no longer of value. Evil aigned characters do not
automatically slay any good aligned person because of different ethics
and philosophy. All the better to use good to achieve their own gods,
for the end alwaysjustifies the means.

Miscreant (Evil)

This self-serving, unscrupulous character is out only for himself.
Power, glory, weadlth, position, and anything that will make his lift
more comfortable are his gods. It matters not who gets caught in the
middle, as long as he comes out smelling like a rose. This person will
lie, cheat and kill anyone to attain his persona goals.

Miscreant Characters Will...

1 Not necessarily keep his word to anyone.

2. Lie and cheat anyone; good or evil.

3. Mogt definitely attack an unarmed foe (those are the best kind).

4. Use or harm an innocent.

5. Use torture for extracting information and pleasure.

6. May kill for sheer pleasure.

7. Fedls no compulsion to help without some sort of tangible reward.

8. Work with others if it will help him attain his persona godl.

9. Kill an unarmed foe as readily as he would a potential threat or com-
petitor.

10. Has no deference to laws or authority, but will work within the law
if he must.

11. Will betray afriend if it serves his needs.
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Aberrant (Evil)

The clich6 that there is "No honor among thieves' is fase wha
dealing with the aberrant character. This is a person who is driventoit-
tain his goas through force, power, and intimidation. Yet the aberrant
character stands gpart from the norm, with his own, persona code of:
ethics (although twisted ethics by the standards of good). He expect!
loyalty from his minions, punishing disloyalty and treachery with a
swift, merciful death. An aberrant character will always keep his word’
of honor and uphold any bargains. He will define his terms and live by:
them, whether anyone else likes it or not.

Aberrant Characters Will...

1 Always keep his word of honor (he is honorable).

2. Lieto and cheat those not worthy of his respect.

3. May or may not kill an unarmed foe.

4. Notkill (may harm, kidnap) an innocent, particularly achild.



5. Never killsfor pleasure.

6. Not resort to inhumane treatment of prisoners, but torture, although
distasteful, is a necessary means of extracting information.

7. Never torture for pleasure.

8. May or may not help someone in need.

9. Work with others to attain his goals.

10. Respect honor and self-discipline.

11. Never betray afriend.

| nsanity

Diabolic (Evil)
This is the category where the megalomaniacs, violent, and most

despicable characters fall. This is the cruel, brutal killer who trusts no

one and has no value for anyone or anything that gets in his way. Aber-

rant aligned characters find these dishonorable people more revolting

than a good aligned character.

Diabalic Characters Will...

1. Rarely keep his word (and has no honor).

2. Lieto and cheat anyone.

3. Most certainly attack and kill an unarmed foe.

4. Use, hurt and kill an innocent without a second thought or for pleas-
ure.

5. Use torture for pleasure and information.

6. Kill for sheer pleasure.

7. Likely to help someone only to kill or rob him.

8. Not work well within a group (consistently disregarding orders to do
ashepleases).

9. Despise honor, authority, and self-discipline.

10. Associate mostly with other evil alignments.

11. Betray friends (after all, you can aways find friends).

Supernatural and demonic creatures (especialy villainous NPCs)
must have an alignment. Most will be evil; especialy miscreant and dia-
bolic. ALL supernatural crestures, whether they are ghostly entities or
dithering monsters, will radiate their aignment. This psychic emanation
is part of its nature and can not be hidden or disguised. To a psychic
sensitive the emanations of evil are as distinctive and recognizable as a
pungent odor.

Human practitioners of magic for their own evil purposes, or indi-
viduals who associate with evil supernatural creatures, do not, them-
sdves, radiate an unnatural evil aura. However, those who knowingly
and willfully use such dark forces are always of evil or anarchist aign-
ment. These are the vengeful, greedy or power hungry fools who will
stop at nothing to achieve their gods. Gods they will attain even if it
means calling upon horrible, evil forces from another world to prey on
their own kind.
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Insanity rules have proven to be a favorite among RPG players for
years, 0 |'ve included a new and improved insanity section in this Sec-
ond Edition. However, the inclusion of insanities is entirely optional
and left up to the Game Master.

In the context of this game, we will assume that al player characters
are mentally and emotionally sound. Any insanities developed from this
point forward will result from physical or psychologica (emotiona or
mental) trauma. A psychological trauma may result from a violent,
emotional experience or shock. As adventurers, the characters will be
somewhat prepared and hardened to seeing the horrors of war, man's
inhumanity to man, frightening monsters, and unnatural or bizarre expe-
riences, S0 a trauma that results in an insanity will have to be quite hor-
rible, frightening or magically or psionically induced.

Game Masters may want to use the in%anity tables as an additional
table to establish player characters with quirks, but | don't recommend
this. What | do recommend is having the characters roll on the insanity
tables after experiencing a terrible and/or traumatic experience. The
G.M. should consider the character's level of experience (the lower the
level, the less likely the character will be prepared to dea with a trau-
matic situation) and his or her M.E. attribute (the higher the mental en-
durance, the less likely the character is to succumb to mental and
emotional duress and shock). Insanities should not be handed out like
candy at a party. The human mind isreally quite resilient.

Please note that this section is not meant to be a medical thesis on
mental illness or intended to make light of mental health. It is included
to add color, flavor, character, drama and pathos to a campaign.

Trauma

I've found that having a character roll on the insanity tables after a
terrible trauma is very appropriate/redistic and fun; adding a new ele-
ment to the game and dimension to the character. What constitutes a
traumatic experience is, in part, up to the G.M. and the actua situation.
In al cases, the Game Master should use his or her discretion as to
whether or not an insanity roll is appropriate. The tables on the follow-
ing pages are a guideline for using and playing insanities, however, the
G.M. can modify, delete or add to them as he/she deems appropriate —
just be fair and maintain game balance.

The following is a guide to some traumatic situations requiring aroll
on the insanity tables.

Long period of physical and/or mental torture: Two to eight
weeks: roll once on the Random Insanity Table. Nine weeks to months:
roll once on the Random Insanity Table and once specifically on the
neurosis table.

Drug or magically induced hallucinations that were particularly
terrifying, hideous, or redlistic: roll once on the phobia table. If ex-
tremely traumatic, lengthy or reoccurring hallucinations, roll on the
Random Insanity Table. A rea-life encounter with the subject of the
traumatic hallucination is likely to cause more trauma; 1-70% chance of
developing another insanity — roll on the Random Insanity or Phobia
Table (whichever seems most appropriate).

Witnessing or experiencing a shockingly grotesque atrocity. Roll
once on Phobiatable.

Terribly frightening or unusually terrible brush with death. Roll
on Random Insanity table.

Dying and being magically resurrected. This is as close to death
as one can get, and miraculously returning to the living to tell the tae.
Roll once on the Random Insanity Table and the Phobia Table.



Severe physical disability. 1-60% chance of alcoholism or drug ad-
diction. 61-80% Neurosis, 81-00% Affective Disorder.

Possesdon. 1-60% likelihood of developing a phobia toward the
type of creature or the specific person/character who had possessed the
character.

Being the direct or indirect cause for the accidental death of sev-
eral innocent people. 1-80% chance of insanity for characters of a
good alignment, 1-40% chance of insanity for characters of a selfish
alignment, and only a 1-20% chance for characters of an aberrant or
miscreant alignment (diabolic won't care). In dl cases, roll on the Ran-
dom Insanity Table.

|nsanity Tables

Random Insanity Table

01-10 Reborn: Alignment reversal; good becomes evil, evil becomes
good and selfish becomes principled or scrupulous.

11-20 Neuross: Rall on the table that follows.

21-25 Compulsive Liar: Constantly tells lies and tall taes, even if of a
good alignment.

26-30 Kleptomaniac: A compulsion to steal, even if of a good align-
ment.

31-40 Obsession: Roll on the table that follows.

41-50 Phobia: Roll on the table that follows.

51-60 Psychosis. Roll on the table that follows.

61-70 Fear of Animals. See neurosis.

71-75 Recluse: The character prefers to be aone. He is quiet and unob-
trusive.

76-80 Hypochondriac: The character is constantly concerned about
sickness, disease and poisoning. He exaggerates the slightest dis-
comfort and illness he may suffer and is constantly under the belief
that he is "coming down" with something. He may avoid others who
are sick even with the common cold, may blame others for his ill-
nesses (so and o coughed in my direction yesterday) and is likely to
have a half dozen "quack" cures for every ailment imaginable; most
taste terrible, or are ridiculous, and none of them work!

81-90 Affective Disorder: Roll on the table that follows.

91-00 Neurosis: Rall on the table that follows.

Affective Disorders Table

01-19 Frightened by loud noises to the point of cowering and wetting
dif.

20-35 Diggusted by anything sticky and will go to any length to avoid
touching it.

36-54 Obsessed with cleanliness and must clean up any area he/she is
at for more than a few minutes.

55-75 Outraged by acts of violenceto the point of becoming violent
himself; 72% chance of going berserk and attacking the perpetrator
of the violent act without regard for self. Bonuses: +1 to strike and
+2 to damage.

76-86 Hates music and musicians; and will try to destroy or stop the
source of those terrible noises.

87-93 Sadigtic; derives pleasure from inflicting or observing pain.

4900 Intimidated by spoken language; cannot spesk meaningful sen-
tences (must use sign language or written communication); has dif-
ficulty understanding long sentences.
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Neuross Table

Neurosis is any of a variety of illnesses that affect the mind or emo-
tions without an obvious physical/organic reason, and involves depres-
sion, phobia/fear, compulsion, anxiety, hysteria and other abnormal
patterns of behavior.

01-10 Fear of Animals: More than a simple phobia, this character has
been so0 traumatized (perhaps chewed on by the family pet while a
little nipper) that he avoids al animals, will push away the cutest
pet, run away when confronted even by tiny animals like a mouse,
and will kill them whenever he feels cornered by them. Insects,
fishes, sea-life and humanoids (i.e. wolfen, ratlings, werebeasts, etc.)
are not included in this irrational fear.

11-20 Fear of the Dark: Spent too much time locked in closets, to the
point that the character becomes a gibbering zombie when locked or
placed in dark, confined areas (only one melee attack/action, no
combat bonuses, no skill capabilities, speed is reduced by half). Will
collapse (unconscious) after 2D4 melee rounds and will remain cata-
tonic until removed from the darkness or a light is lit. Has trouble
deeping at night.

21-30 Cannct tell the Truth: Compulsiveliar, even if of a good align-
ment. Most lies are harmless, but they can be annoying and can get
the character and his fellow adventurers into trouble.

31-40 Personal Cleanliness. Compulsive need to be clean. In fact, the
character will wash his hands and face 2D4 times in a row before he
"thinks' he is clean, as well as wash clothes whenever he can, and
bathe frequently. He hates being dirty or engaging in something that
will make him dirty and tries to avoid it (changes into clean clothes
whenever he can and apologizes for being dirty).

41-50 Invasion of the Body Snatchers: Acute anxiety and paranoia
toward al aliens, mutants, other races, or beings from other worlds,
and creatures of inhuman/uncommon appearance. "They're out to
get you! They could be anybody!! Even ... youl2" The character is
nervous, a bit jumpy and suspicious of al beings who are either a
different race than himself or not human (even if he's not human
himself — in this case, he trusts humans in general, but not others.
Even members of his own race are suspect).

51-60 Fear of Heights: Uncle Goober used to dangle the character, by
one foot, out of windows. Now the character is terrified of heights to
the point of being frozen when above the second story; character is
fine as long as he can't see how high up he may be.

61-70 Thinks He's Being Followed: Another compulsion motivated by
an unfounded fear that one is being followed. The character finds
himself frequently stopping to look and see whether or not he's be-
ing followed. This includes checking behind himself, looking
around, constant sideways glances, checking to see doors are locked
(checking the same doors 1D6 times each) and similar compulsive,
paranoid behavior. Note, the character is not paranoid in the sense
that he thinks people are out to get him or conspiring against him
(the character is likely to have numerous trusted friends), it's just
that he has this constant feeling or anxiety that he may be followed
or is being watched.

71-80 Fear of Success "Mom always said | wasn't any good." The
character will sabotage himself a critica moments. The following
minuses apply during critical, or high pressure moments (battle, dan-
ger, watched by others, efc.): -15% to dl skills, -3 to hit, dodge,
parry, initiative and damage.

81-90 Psycho-Reliance (luck fixation): In this age of magic and the
supernatural, the character becomes convinced that his "good for-
tune" is because of a particular item, a"lucky charm." The character
touches, taps, or kisses the charm for good luck before entering bat-
tle or tackling any difficult situation. If the character loses the item
he suffers the following penalties until either the item is recovered or
he can find a replacement "good luck” charm (completely psychoso-
matic). Pendties: -5% on the performance of al skills, -3 to save vs
horror factor, -3 on initiative and -1 on all combat bonuses. Any



other coincidental misfortune will be attributed to the loss of the
lucky charm.

Note (optional): If the character is a practitioner of magic or a
psionic, he may believe his powers come from his "lucky charm” or
that an ordinary object (rusty old knife, ring, medallion, or even a
pebble, etc.) gives him his powers. Without it, he is powerless and
cannot cast magic, or use his psionics, at least until he recovers it or
can find a new enchanted item to empower himself.

91-00 Hysterical Blindness. When under pressure (battle, an important
opportunity, watched by others, etc.), the character loses his sight
until the pressure is removed; 1-89% likelihood of happening — rall
for each situation. -9 to strike, parry and dodge while blind; no in-
itiative and skill performance is half.

Psychosis Table

A psychosis is any severe mental disorder in which the person par-
tially or completely withdraws from reality — delusional. Their behav-
ior is often anti-social and violent.

01-15 Fascination with death in all its forms. The character examines
and studies ways one can die and kill, as well as implements of
death, how the human (and nonhuman) body reactsresponds to the
threat of death/fear reactions, tolerance to pain, survival responses,
and even the philosophical concepts of death, the soul, life after
death and s0 on. It's interesting to note that the character is not
afraid of death and is not morbid about it, simply fascinated. Others
may find him to be disturbingly callous and ghoulish.

16-20 Paranoid: A general suspicion that everybody is out to get you,
30 the character tends to trust no one, is a bit secretive, is careful
about what he says in front of whom, and keeps to himself. Roll to
determine alcoholism or drug addiction: 01-30% is yes, 34-00, no.

21-30 Manic depressive: Alternate severe depression one week (no-
body loves him, he's a loser, incompetent, and is going to die if he
isn't careful; -10% on al skills, and reduce al combat bonuses by
half), followed with a manic episode the next week (everything is
great, he's the best there is, life is grand! +5% on all skills and +2 on
initiative, al bonuses are normal).

31-40 They're out to get me (paranoid schizophrenic): Voices tell
the character that most everybody, human and nonhuman, men and
gods, hate and/or fear him. Thus, he believes "they" are out to get
him (torture, kill, imprison, hurt, cheat, discredit him, etc.). Asare-
sult, he has trouble sleeping (because he's vulnerable to "them"), is
constantly jumpy/nervous and is suspicious of others, sometimes
even of long-time friends. The character blames al of his misfortune
on others and sees conspiracies everywhere. Tends to be aloner and
distrusts everybody except his closest comrades. Roll to determine
acoholism or drug addiction: 01-50% isyes, 51-00, no.

41-45 Superman syndrome: The character thinks he's stronger, faster,
smarter, more handsome and better than anybody else. He tends to
respect only brute strength, power, ruthlessness and strong beings.
As aresult, the character accepts foolish challenges, takes dangerous
risks and often underestimates his opponents or the chance of fail-
ure/defeat. If it's any consolation, the character is usually cheerful,
helpful and positive.

46-50 God syndrome: The character believes he is "god," the voicesin
his head tell him so. As"god," the character believes he is above the
law, judgement, and comprehension of al creatures. Consequently,
he ignores the laws of any place he visits. The character isn't neces-
sarily mean about it, nor blatant or deliberate about breaking the law,
hejust doesn't think about them and refuses to pay the consequences
when accused of breaking them. The least offensive characters are
cocky, arrogant, bossy, condescending and trivializes everything that
does not directly involve them (they are the center of their universe).
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The most extreme believe they are truly a superhuman "god" and act
accordingly as directed by their alignment, so some are reasonably
benevolent "gods" while others are cruel, vengeful or malicious.

51-60 Hysterical aggressive reaction: The character reacts in anger
and violence to a particular thing or occurrence. This "trigger" is
usually aresponse to accusations and criticism about his appearance,
courage, honor and virtue, such as being called a coward, sissy,
wimp, cheater, ugly, stupid, crazy, etc. However, the reaction may
also be a response to the actions of others that reminds the character
of something that was traumatic in his own life (may tie to other in-
sanities). This can include things like a child being beaten, acts of
torture or cruelty, seeing someone attacked by an animal, a particu-
lar threatening monster, and so on. In most cases, the character flies
off the handle, ranting and raving like alunatic, shoving, threatening
or chalenging his accuser or the perpetrator of the "trigger" action
— i.e. "How would you like it if | slapped you around like that,
punk!" The slightest act of antagonism, aggression or intolerance to-
ward him, like pushing him away, a smart remark, ignoring him, etc.
will send the character into a fury and attack the person or thing that
set him off.

61-70 Hysterical aggressive reaction to fear/phobia: In this case, the
"trigger" is something the character has a phobia about, except in-
stead of cringing in fear, he lashes out to destroy the object of his
fear. Thisis usually atangible thing like spiders, snakes, a particular
monster, etc. For example, a powerhouse knight with a phobia about
spiders sees an itty bitty spider dangling from the shelf behind the
bar in a saloon. He's likely to shout something like, "Oh my god!
Look out! Get out of my way," leap over the bar and chop at the spi-
der with his weapon, shouting, "Did | get it? Did | get it? God, | hate
spiders.” Of course, in the process he may have caused a panic (after
al, what has frightened this brawny knight to such a degree?) or
caused damage by his extreme actions. If the phobia is something
like a fear of the dark, he will fight anybody (to the death) who tries
to put him someplace dark or who tries to take away his light, and
he'll dojust about anything to get out of it.

Remember, this is an unreasoning response driven by terror, con-
sequently, the character's actions may not make sense. For example,
the knight who is afraid of spiders will scream his battle cry and
lunge into battle with a giant, monster spider even though it can be
easily avoided (it may not have even seen him). Similarly, he may
attack a spider-like being without the slightest provocation and kill
without regret or reasoning (he can't help himself). Obviously, this
can draw his fellow adventurers into some serious (and pointless)
conflicts (and the reason why this phobia shouldn't include intelli-
gent beings that are too common, like practitioners of magic, wolfen,
orcs, dragons, etc.)

71-80 Mindless Aggression: Roll percentile dice again.

01-94 Semi-functional. When frustrated, angry, or upset, there is
a 1-72% likelihood of going berserk and lashing out at anybody who
gets in the way. The character pushes, beats and lashes out (stands
and fights anybody who opposes him) until physically restrained,
rendered unconscious or killed! It takes 3D4 minutes of restraint or
unconsciousness before the character regains his composure.

95-00 Non-functional, homicidal maniac! Continually going ber-
serk at the slightest provocation, as well as when frustrated, angry or
upset. He fights to severely injure or kill those who upset or oppose
him. The character must be confined constantly (or killed) — he has
only one lucid day a week and will try to talk his way out of con-
finement on that day (seems completely normal and rational that en-
tire day).

81-85 Jekyll and Hyde: The character hears a voice in his head and
feels powerful emotions contrary to his origina alignment. There
will be moments, especially when under stress, or when angry or
drunk, that the voice spesks 0 loudly and convincingly, that the
character will respond to it. The response is the opposite of the char-
acter's normal, original personality and can be frightening, as if he



were a completely different person! When he returns to normal, the
character may regret his actions and try to make restitution, but there
is little he can do when his other personality takes over. This means
if the character is a principled or scrupulous good character, his op-

posite, Hyde, personality will be one of the evil alignments. As are-

sult, in the heat of combat, or under stress, the Hyde personality may

surface and engage in acts of cruelty, intimidation, torture, belittle
others, kill an unarmed foe out of anger or spite (or even sheer pleas-
ure), and so on.

86-00 Become a psychiatrist. The character thinks he's a psychiatrist,
sees ordinary quirks, legitimate fears and concerns as serious psy-
choses, neuroses, phobias and obsessions. They're all sick (even if
only he has the perspicacity to recognize this)! The character will try
to help people by counseling them and offering his "expert" or "pro-
fessional" services; tends to charge stiff fees. He is especially fasci-
nated with people who he considers extremely insane (have real
insanities), but he can't help himself, let alone anyone dse.

Phobia Table

Note: This table takes into consideration some of the unique crea
tures, O.C.C.s and forces active in the Palladium World.

01-03 Blood

04-06 Reptiles (may limit to a specific type)

07-10 Faerie Folk

11-13 Spiders (or insect of G.M.'s choice)

14-15 Water

16-19 Undead/Vampires

20-22 Ghosts/Entities

23-24 Catacombs

25-28 Confining Enclosures

29-30 Cats

31-32Dogs

33-35 Magic Circles (may be limited by type)

36-38 Demons (or Deevils; may be limited to a specific one)
39-42 Witches

43-45 Ghouls and Zombies or Necromancy/Necromancers
46-48 Changelings

49-51 Flying (by any means)

52-55 Graveyards/Tombs/Burial Mounds

56-58 Darkness

59-62 Snakes and Snake-like Creatures

63-64 Open spaces

65-66 Spell Magic or Wizards (or Wards or Diabolists)
67-68 Clergy (may be limited to specific type or church)
69-70 Opposite sex

71-73 Mind Mage (or other psionic beings)

74-75 Dead Bodies/Corpses/Skeletons (including animated dead)
76-77 A particular monster (select a specific one)

78-80 Giants (may be limited to specific race/type)

81-85 Dragons (may be limited to specific type)

86-90 Gods (may be limited to a specific god or pantheon)
91-93 Worms (including worms of Taut)

94-96 Bats and Bat-like Creatures

97-98 Slimes and Gooey Substances

99-00 Strangers

About Phobias

A phobia is an irrational fear which may result from a horrifying
traumatic experience. The object of the phobia can be anything: bugs,
snakes, the dark, heights, typewriters ... anything which may have been
the focus or cause of the severe psychological trauma. While there are
scientific names for specific phobias, it is far easier to simply identify
the object of the fear.

To determine a specific phobia, the player can roll on the random ta-
ble or the G.M. and player can decide on a phobia which best applies to
the experience. In the latter case, use common sense to determine the
phobia. For example, if the character had a horrifying experience in a
haunted house, walked through spider webs, descended into a dark cel-
lar and encountered a walking skeleton, the phobia is likely to be one of
the following: empty old houses, haunted houses, ghosts, the dark, spi-
ders, skeletons, or animated dead. G.M. Note: Encounters with the su-
pernatural and magic are often scary, horrifying, bizarre and deadly
situations, but it is only the most horrifying and unexpected experiences
that may create a phobia or other insanity. Remember, the player char-
acter will be prepared and hardened to sights, magic, concepts, and
creatures that might bedazzle the mind of a normal person.

Phobic Panic

Characters who suffer from a phobia will become terrified when the
object of their fear is encountered. If the character is surrounded by
friends who can talk and soothe away his fears, the person may be able
to contain himself long enough to safely avoid it (40% chance). How-
ever, if the character is alone, already nervous, or feels threatened, he or
she will be overcome by fear. This is phobic panic.

Upon reaching the breaking point, the character's mind will defend
itself by responding in one of the following ways:

01-25 Pass out/fall unconscious for 2D4 minutes.

26-80 Flee/run away at top speed! Panic-stricken, the character will ig-
nore the outcries, pleas or needs of his companions. All the terrified
person knows is that he must escape. The character will run and run
until he is certain he's escaped the object of his fear, or until sub-
dued or restrained. The person will fight only if there is no other
way to escape, and then only until he can get away and run.

81-00 Paralyzed with fear, the character can only whimper, sob or
scream as he faces the horror. Physically, the character will stand
completely rigid or huddled in a corner, immobilized with fear. He
cannot run, fight, use skills or move in any way (no attacks per me-
lee) until the object of the fear is removed or destroyed, or he is
dragged away from it.

Obsesson Tables

Obsessions are either an intense, irrational love/desire of something
or an intense hatred/loathing of it. The former is likely to motivate the
obsessed person to obtain the object of his desire, while the latter is
likely to cause the character to avoid or destroy it. The G.M. can decide
which is most appropriate under the circumstances or roll once on the
following table. An obsession may drive a character to incredible, even
outrageous lengths to satisfy his or her irrational feelings.
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Focus of the Obsession
01-50 Love/desire (select or roll for obsession)
51-00 Hate/destroy (select or roll for obsession)

Random Obsession Table

01-05 Opposite sex: If a man, the character will either love to be
around women or finds fault in everything they say or do and avoids
them.

06-12 Secrecy: Either prizes his secrecy above al else, or abhors even
the thought of keeping a secret.

13-20 Timeliness. Either a fanatic about being on time or always late.

21-27 Wealth: Either wants it or gives it away.

28-35 Magic: Either loves to acquire and use magic/magic items or
loathes them, refuses to use magic, avoids working with magic us-
ers, and may hide or destroy magic items and knowledge whenever
he can.

36-43 A specific individual: Hates or loves 'em (NPC or player charac-
ter).



44-50 Specific object/item or animal — wants one or hates it.

51-55 Appearance: A fashion plate or a dob.

56-63 Danger: Either loves the thrill of danger, which usually means
throwing caution to the wind (the more deadly the better), or de-
spises danger and is overly cautious; ajumpy, worry wart.

64-69 Food: Covets and pays for only the finest foods and drink (com-
plains about common or plain food; prefers not to edt it). Or eats any
dop put down in front of him, the cheaper the better.

70-75 Alcohol: Either a heavy drinker with a keen taste for the finest
liquor, or afanatical teetotaer, anti-alcohol prude.

76-80 Wolfen: The character either hates them and wants them de-
sroyed (knows every vicious story and rumor about them), or be-
lieves that humans and Wolfen must learn to live together in peace
and/or prefers everything Wolfen above all other cultures.

81-85 Gambling: Either loves it and bets on everything even when on a
losing streak (a gambleacholic), or is an anti-gambler who never bets
on anything and looks down upon those who do.

86-90 Solitude: Either loves peace and quiet, and being done to the
point of growing irrationally angry and frustrated if continually
bothered or interrupted, especially during quiet times; or can't stand
the thought of being left alone even for short periods of time.

91-96 Crime-busting: If of a good or unprincipled alignment, the char-
acter loves to be a hero and is obsessed with stomping out crime and
evil everywhere. If an anarchist or evil alignment, the character likes
to think of himself as a master con-man or criminal mastermind and
engages in crimina activity and dodges the law whenever he can.

97-00 Power/leadership: Either craves power and wants to be a leader
of men, or couldn't care less and prefers to be afollower.

3. Curing Phobias and Obsessions: There is no known cure for
these conditions, but prolonged or repeated exposure to the object of
one's fears in a controlled environment, along with counseling, can
lessen the intensity of the fear, making it less irrational and manageable
(scared but can still function). Treatment by a healer or priest requires
1D4 months of therapy, a Mind Mage one month, with the following re-
sults:

01-39 No effect; requires 1D4 more months of therapy.
40-88 Fear is lessened 0 that the character can function normally,
but still doesn't like the object of the phobia— ugh!

89-00 Fear is intensified so that there is a 50% likelihood that the
character will become completely parayzed until the source of the fear
is removed or the person is physically removed from its location.

Cures by Magic (any type of insanity). There are a variety of
magical cures that can instantly eliminate mental and emotiona ill-
nesses as well as those induced by magic or magic curses. The trick is
finding one. Furthermore, a magical cure does not guarantee that the
same or adifferent insanity might not occur as aresult of a new trauma.

Addiction

Curesfor Insanity

1. Affective Disorders & Neuroses: Therapy and counselling by a
healer or priest. Requires a minimum of three months of therapy with
thefollowingresults.

01-29 No effect; requires longer therapy (roll again in three months).

30-69 Half cured. The character feels the occasiona return of an old
neurosis or disorder when under stress; 1-48% chance.

70-00 Totd cure! The insanity is gone.

Cures by a Mind Mage can be faster and more effective because
the character can use hypnosis and other psionic abilities to probe and
understand his patient in order to help him. The Mind Mage must be 6th
level or higher. Requires six weeks of therapy with the following re-
aults:

01-29 No effect; requires longer therapy (roll again in three months).

30-60 Half cured. The character feels the occasond return of old
neurosis or disorder when under stress; 1-48% chance.

61-00 Totd cure! Theinsanity isgone.

Also see the super psionic power cure insanity for instant, but usu-
aly temporary, relief from insanity.

2. Curing Psychoses: Therapy and the use of hypnosis and drugs
are known to control mood swings, depression, schizophrenia, paranoia
and stress. Treatment by a healer or priest requires 4D4 months of ther-
apy with the following results:

01-33 No effect; requires ancther six months of therapy.

34-68 Psychosis is replaced by a phobia (this could be an improve-
ment).

69-00 Totd cure.

Treatment by aMind Mage has the same results but takes only three
months of therapy. Also see the super psionic power cure insanity for
ingtant, but usually temporary, relief from insanity.

The Effects of Alcoholism

The dcoholic is in atotal, staggering drunken state 25% of the time,
intoxicated as often as possible (at least 80% of the time) and tends to
drink even more during acrisis.

Penalties when totally drunk:

o -4 oninitiative.

e -2 on dl other combat moves/bonuses (strike, parry, etc.).
* Reduce speed by half.

* Reduce the performance of all skills by half.

Alcohol Withdrawal & Recovery

Alcoholism can be cured, but requires a willingness to seek aid and
give up drinking, therapy, support of friends and absolute abstinence
from al types of acohol.

The following are Alcohol Withdrawal Symptoms & Penalties (Cold
Turkey):

First Week: -5% on al skills, -2 on initiative, strike, parry, and
dodge, and speed is reduced by 25%. Has the shakes, headaches, feels
very sick and insecure. 75% chance of falling back to drinking; roll
every day of the week unless alcohol is not available.

Second Week: -2% on al skills, -2 on initiative, -1 to strike, parry,
and dodge, and speed is reduced by 10%. Still shaky, insecure, irritable,
and craves acohol. 40% chance of falling back to drinking; roll every
day of the week unless acohoal is not available.

Third through Sixth Week: -1 on initiative. Still shaky and inse-
cure, but feels much more confident and physically well. 15% chance of
falling back to drinking; roll once a week and when under great stress.

The next sx months: Now it's abattle to stay dry; 15% chance the
character will return to alcohol under extreme pressure. Roll for each
high pressure situation.

After six months: There is till a possibility of returning to drink,
particularly when under extreme pressure or depression; 5% chance
when in crisis. If the ex-alcoholic should ever drink again, thereisa 1-
43% chance of becoming addicted again. Roll for each glass drunk. A
character can attempt to fight acoholism repeatedly.

The Effects of Drug Addiction

Drug addiction is generally more severe in its effects and initial
withdrawal symptoms than other addictions. However, once detoxified,
the person is less likely to return to drugs than an acohalic. In the Palla-



dium World, most drugs are herb derivatives (roots, leaves, mushrooms,

etc.) and occasondly derivative of animals (venoms, gland secretions,

blood). A variety of cocaine based drugs, hallucinogens, barbiturates

(downers) amphetamines (uppers), and mood altering chemicas, as

well as drugs from other worlds/dimensions are occasionally available.
Availability is usually limited to large cities a drug dens, achemist

shops, herbalists, seedy parts of town, and places of healing. Of al the
known kingdoms, drug use is prevalent only in the decadent and ancient

Western Empire and among some tribes of sub-humanoids like goblins,

orcs, and ogres. Elves, dwarves, kobolds, changelings and Wolfen

rarely use drugs for any reason.
Rall on the following table for random effects of drugs on the
character's digpogition while intoxicated.

01-10 Quick tempered, argumentative; +1 on initiative.

11-20 Totaly passive and a hit disoriented, just wants to be left done
and enjoy the high. The character will not fight unless forced into it,
and is -5 to parry, dodge or roll with impact; no initiative.

21-30 Extremely paranoid. Trusts no one, not even friends; +1 on initia-
tive.

31-40 Disoriented, has difficulty following the movement of others; -2
to initiative and strike, -4 to parry and dodge.

41-50 Hallucinations! Totally oblivious to the real world; 1-50% chance
of not recognizing a friend or foe, or of attacking a friend or inno-
cent stranger, thinking him an enemy. -4 to initiative, strike, parry
and dodge.

51-60 Withdrawn, quiet — spaced out. -3 to initiative, strike, parry and
dodge, -6% on al skill performance.

61-70 Secure and confident, but only when high despite the fact that he
is -5% on al skillsand -1 on initiative.

71-80 Depressed, pessimistic; -8% on al skills, -2 on initiative.

81-90 Hyper, agitated, always moving, distracted; -2 on initiative and
-2% ondll kills.

91-00 Reoccurring hallucinations/flashbacks when under severe pres-
sure or life and death combat! Loses sight of the red world. Roll
percentile dice for the character's response: 1-33% chance of not
recognizing a friend or foe and attacks whomever he believes is his
enemy. 34-66% fights in a frenzied blood lust, shows no mercy and
will not stop until dl his enemies are dain (red or imagined), unless
restrained; +1 to initiative, strike and parry. 67-00% the character
knows things are not right, that he's experiencing a hallucination
and consequently is tortured and confused by it; -2 to initiative,
strike, parry and dodge, and -10% on the performance of all skills.

Some general notes about drugs:

» Takes 10-20 minutes to take effect, unless magical.

* Effects last 45 minutes to two hours.

* Remains in system even after the high is gone for 48 hours.

» Addicts need a continual supply, taken at least twice a day.

Drug Withdrawal & Recovery

Drug addiction can be cured, but requires a willingness to seek aid
and being slowly weaned off its dependency. Total withdrawal, or go-
ing "odld turkey," is the sudden abstinence from an addictive drug.

The following are Withdrawal Symptoms & Pendlties of going
"Cold Turkey":

Firg Week: -35% on al skills, reduce speed by 50%, -8 on al com-
bat skills. Violently ill with fever, body tremors, vomiting, headaches,
and convulsions, as well as feeling helpless, angry and desperate (needs
his fix). 75% likelihood of taking drugs if available; roll every day of
the week unless not available.

Second Week: -20% on all skills, -4 on all combat skills. Still feels
sick with fever, chills, nausea and al the rest. Fedls angry and de-
pressed, extremely volatile temper. 50% chance of taking drugs if avail-
able; rall every day of the week unless not available.

Third Week: -10% on al skills, -2 on al combat skills. Feds weak
and insecure, but considerably better. 28% chance of taking drugs if
available; roll every day of the week unless not available.

Fourth Week: Completely detoxified, only psychological depend-
ence remains; needs continuing support from friends (possibly therapy).
14% chance of taking drugs if available; roll once aweek.

The Next Six Months. This is the battle to stay clean; 10% chance
the character will return to drugs under extreme pressure or depression.
Roall for each high pressure situation.

After those Six Months: There is still little chance of turning to
drugs even under extreme pressure. A character can attempt to fight ad-
diction repeatedly.

Experience
Points

Except in specially devised scenarios and tournaments, there is no
winner in a role-playing game. The accumulation of heroic deeds,
friends, prestige, weapons, equipment, knowledge, and skills, can be
construed to be the results of winning. If a character survives and meets
with success in his endeavors, that is winning. However, there are re-
wards besides the acquisition of material goods and reputation, such as
developing your character's skills, knowledge, and abilities. This is ac-
complished through the gathering of experience points.

Why An Experience Point System?
The reason | use an experience point system is because | find them
extremely redlistic, practical and fun. Training is useful, but there is no



subgtitute for experience. | don't know how many times | have reed a
comic book with the main character thinking to himself, something like
"Only my years of experience enabled me to beat him." or "He's good,
but lacked the years of experience and training to handle the situation.”
| hear these same comments about ahletes and in business. It's a fact of
life that experience breeds expertise, provided one learns from his or
her mistakes. Practical experience in the field is an important factor in
the development of a player character.

The experience system is specifically designed o that characters
will mature fairly rapidly, tapering off as they reach higher levels of ex-
perience (around fifth and sixth level).

Why do the experience levels only go to level 15? Because charac-
ters are not likely to ever reach that level, even after years of regular
play. In my original Palladium Role-Playing Game play-test cam-
paign, after two and a half years of regular, weekly, long (averaged 9
hours) playing sessions; the characters averaged 7th to 9th level and
progressing, ever so slowly, toward tenth level. Realisticaly, a high
level character is not necessarily all that much fun to play unless the
campaign maintains a high level of chalenge and adventure. Even
"power gamers' eventually get tired of beating everybody and always
winning with ease. Remember, you're building a story and characters, it
is through challenge, adversity and triumph that the characters truly
grow and develop.

Experience Pointsand Their Application

It is difficult to devise a point system by which a Game Master can
judge and reward his players fairly. The ultimate purpose of experience
points and experience levels is to provide a means by which the player's
character can grow and develop. Many fantasy role-playing games have
their own unique system, charts, equations, and computations for dis-
tributing experience points. You may want to adapt one of those sys-
tems to this game if that's what you're more comfortable with. Many
games avoid the whole question of experience points by a system in
which points are pumped back into the powers, but this leaves skills un-
developed, aswell as being pretty drab.

The subjective method of observation and logic introduced in the
Palladium Role-Playing Game has been so well received that I'm not
only keeping it in the Second Edition, but I've successfully transplanted
it into Heroes Unlimited™, Rifts®, Nightbane™ and all of our games. |
fedl that any twit can punch-out or blast a villain that just crawled out of
the woodwork. Most experience systems concentrate on the "kill fac-
tor," but what about the thought process? What about the decisions,
plans, or motives behind a particular action? Doesn't cleverness and a
cool head count? Aren't these the true ingredients of good role-playing?
Shouldn't the brilliant medical student playing a character with an 1.Q.
of 4 (and staying firmly in character, saying and doing things as the
character would, even though he redlizes the foolishness or stupidity as
aplayer) get experience for playing in character? Hell Yes!!! Consider-
ing how flexible and subjective most of the other role-playing condi-
tions and rules are, | don't see the logic in having a strict, limited
experience point system.

Each player's character involved in a given situation/confrontation
should receive the appropriate experience points. The Game Master
should make a list of his players at the beginning of the game and jot
down each player's experience points as they gather them throughout
the course of the game. At the end of the game, the Game Master totals
each player's points and gives them the total so that they can keep track
of their growing experience and skills.

The difficulty with this system of determining experience points is
the subjectivity. The Game Master must utilize the proceeding experi-
ence outline with some thought and try to be fair and unbiased. Exam-
ple: Eight third level characters brimming with magic and armed to the
teeth attack and subdue one, lone, fourth level villain or minor monster.
The eight players should receive experience points for subduing a minor
menace. After al, the poor guy didn't have a chance and presented no
red threat to the characters. However, if one or two first or second level
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characters subdued the same villain, they should receive experience for
subduing a major or even a great menace (depending on how powerful
it was), because the threat and ingenuity involved were much grester.

| have found this method stimulates imaginative playing instead of
promoting slash and kill gaming. Warning: Game Masters, don't be
Santa Claus, heaping wonderful amounts of experience points; be fair
and tolerant. Let your players truly earn their experience points, grow-
ing in skill, knowledge and power. If you have a group of players rising
rapidly in experience levels, you will know it's because they are clever
and imaginative players. And that's what this game is all about!

Character Experience Levels

Each character class has a listing for levels of experience. A charac-
ter involved in an adventure gains experience points for his thoughts,
actions and deeds. As these experience points accumul ate, the character
will reach new plateaus, indicating his continual growth, development,
and mastery over his powers and skills. Each time a player's character
accumulates enough experience points to reach the next level of experi-
ence, his skill increases accordingly. In most instances, magic and spe-
cial powers aso increase in range, duration, power/damage, and scope.

A clever plan, a quick attack, all earn experience points. The more
experience points a character receives, the higher the level he attains
and the grester his abilities. Players, be certain to keep a careful record
of the experience given to you at the end of each game. When a charac-
ter attains a new level, be certain to tell the Game Master <o that the
skills and hit points can be increased accordingly.

Experience and Hit Points

Each time a character reaches a new level of experience the player
gets to rall one six-sided die (1D6) and adds the number rolled to the
character's hit points. This indicates the physical development and ma-
turity of the character as he develops.

Per Level Of Experience

Per level of experience, or per each level of experience, or per level
of the ol cagter, indicates that the person can perform a skill, magic
power, or ability at his highest level of experience. This often indicates
the amount of damage that can be inflicted or a duration of an effect.

EXPERIENCE POINTS TABLE

Experience
Points The Action
25 Performing a skill (successful or not).

25 Clever, but futile idea

100 Clever, useful idea or action.

100 Quick-thinking idea or action.

200 A critical plan or action that saves the character's
life and/or a few comrades.

400-1000 A critical plan or action that saves the entire group or
many people.

100-300 Endangering the character's own life to help others.

500-700 Self-sacrifice (or potential self-sacrifice) in alife and death
situation (like leaping in front of a fireball meant for some-
one else to save that person, even though he/she is likely
to die, or offering his/her own life to save the group or
another).

100 Avoiding unnecessary violence.

100200  Deductive reasoning and/or insight.

50 Good judgment.

50 Playing in character bonus.

50-100 Daring (clever or not).

25-50 Killing or subduing a minor menace.

75-100 Killing or subduing a major menace.

150-300  Killing or subduing a great menace.



Character Background

76-81 Braggart, may be anice fellow, but likes to brag about his or her
abilities and exploits.

Bl I’th OI’ der 82-8§ Paternal, overprotective of others, tends to be overbearing, espe-
cially toward young characters.

87-91 Easy going, laid back; trust aimost anyone until they are Jrove
unworthy of trust.

92-95 Complainer; constantly aggravated about something.

96-00 Paranoid, trust no one.

All the following tables are optional.

01-25 First Born

26-35 Second Born

36-45 Third Bom

46-55 Fourth Born

56-65 Sixth Born

66-75 Last Born

76-85 First Born of Twins.
86-00I1legitimate

Weight

01-10 Skinny; underweight.
11-30 Thin

31-55 Average

56-74 Husky

75-89 Potbelly

90-00 Obese; very overweight.

Height

01-30 Short

31-70 Average

71-00 Tall

Note: Average height for a human male is six feet (1.8 m); five feet,
seven inches (1.65 m) for a female.

Age
Note:. Multiply the ages given below by two if an €f, dwarf or

changeling character. In the aternative, a player can aso elect to pick
any age that they feel most appropriate or desirable for their character.
01-10 17 yearsold.

11-30 19 yearsold

31-45 21 yearsold

46-60 24 years old

61-75 26 yearsold

76-85 28 years old

86-95 30 years old

96-00 32 yearsold

Disposition

01-10 Mean or hitter, suspicious and vindictive.
11-15 Shy, timid, tends to be aloner.

16-23 Gung-ho, guts and glory type who sees himself as a hero; likes

combat and challenges.

24-29 Worry wart, nervous and cautious.

30-35 Hot-head, quick-tempered, emotional, but basically nice.
36-43 Schemer, gambler who likes to take chances.
44-48 Blabber-mouth, nice guy, but talks to much.
49-54 Wild man, cocky, overconfident, takes unnecessary risks.
55-61 Nice guy, friendly, courteous and hospitable.

62-67 Arrogant, feels superior to others, may underestimate others.
68-75 Tough guy, lone wolf; cocky and self-reliant.
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Land of Origin

01-05 Ophid's Grasslands (North)

0607 Algor or other Northern Mountains (North).
08-12 Kingdom of Bizantium (North)

13-14 Phi Island (Eastern Territory)

15-17 Lopan (Eastern Territory)

18-24 Timiro Kingdom

25-34 Eastern Territory

3544 Old Kingdom (mountains or lowlands).
4555 Western Empire

56-66 The Great Northern Wilderness

67-75 The Land of the South Winds

76-84 The Yin-Sloth Jungles

85-89 The Baalgor Wastelands

90-91 The Land of the Damned

92-94 Foenry Ides or other Southern Islands.
95-96 Ide of the Cyclops or the Four Sisters.
97-00 Other world, dimension or time.

Type of Environment

01-15 Small wilderness town.

16-30 Large farming community or ranch.

31-40 Little farm community.

41-60 Small to medium city.

61-70 Medium to large town or city where magic and/or psionics or the
supernatural were commonplace.

71-80 Large, bustling city; may have grown up in acity slum.

81-90 Small fishing, river or ssa community.

91-95 Small to medium tribe or clan.

9600 Religious community (large or small) with strong ties to a par-
ticular church, cult, pantheon or god.

Social or Family Background
01-05 Sailor/Fisherman

06-15 Craftsman

16-25 Serf/Peasant Laborer

26-35 Peasant Farmer

36-45 Fanner and Landowner; not rich but well off.
46-55 Men a Arms or Warrior Clan.

56-65 Scavenger, Thief or Vagabond.

66-75 Merchant or Businessman; not rich but well off.
76-85 Scholarly and educated; could be rich or poor.
86-92 Magic or Religious; could be rich or poor.

93-00 Noble; could be wealthy or poor (fallen from power).

Racial Hostilities/Biases

Looks upon one of the following with disgust, contempt and/or ha-
tred. Monster races can substitute humans, elves, dwarves, gnomes, ti-
tans and wolfen (a lot of different people don't like or fear wolfen).
01-05 Ghouls and Bogie men.

06-10 Kobholds (or ratlings if from the Western Empire)
11-15 Trollsand giants.

16-20 Feerie folk

21-30 Wolfen and coyles.

31-40 Orcs, goblins and hob-goblins.

41-50 Changelings

51-55 Elves

56-60 Dwarves

61-70 Ogres
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71-80 Dragons

81-90 Supernatural; may include gods, spirits and demons.

91-95 Other of choice (lizard men, bearmen, ratlings, etc.)

96-00 Suspicious of everybody, humans and non-humans alike! Tends
to be a bit paranoid, because "In these times you never really know
who's human and who's not. Even humans can have dangerous
powers these days."

Noteson Aging

The life expectancy of the average person in the Middle Ages was
about 40 years of age! Y ou were an old guy if you lived longer, and an-
cient if you were over 60. In our modern times, life expectancy is high
— about 72 years, and that's likely to increase to 90 and even 100 and
beyond in the next few decades. This is areflection of our technology,
science and medicine, and how it has made our lives easier, more com-
fortable and, thus, longer.

The modern athlete is probably the cl9sest example | can think of to
compare with the fantasy warrior and adventurer. In most physically de-
manding sports, like football and boxing, an athlete is "old" by age 35.
Most retire before the age of 40. Heavyweight boxers are considered to
be in their absolute prime at 27-30, although many fight to age 40.
George Forman made boxing history when he became Heavyseight
Champion of the World at age 44. | saw that fight, and even though he
won by knockout in alate round, Big George took a beating.

As the professional athlete gets older, like al of us, the body just be-
comes physically less capable as it begins to wear down. In sports, asin
combat, even if reflexes dow down and/or stamina and speed are re-
duced by even a small fraction, it can mean the difference between win-
ning and losing (or life and death). The aging athlete/warrior becomes
more susceptible to injury, recoversheads dower, fatigues more
quickly, and finds it increasingly difficult to "keep up" with younger
competition. This is especialy true if one's opponent is younger and
stronger.

Let's think about injuries for a moment: an athlete or warrior can
suffer from torn ligaments, pulled muscles, broken bones, shattered
knees, damaged spines, fractured skulls, concussions, other head inju-
ries, and 0 on. In our modern world, these injuries can often be re-
paired (and in a fantasy setting, magically healed), but even s, a
crippling injury will take the athlete or warrior out of the conflict for the
moment or result in more serious injury if the individual continues to
play/fight. Furthermore, the trauma of the injury may have lasting side
effects, both physically and mentally. As one ages, injury and the con-
stant strain on the body from heavy labor will take its toll, even if it
means only slowing down abit.

Less advanced civilizations were also ravaged by disease and that is
another reason life was o short. A typical plague would kill 40-80% of
the population in aregion and could sweep across entire continents. Tu-
berculosis and polio claimed millions of lives for centuries and were not
contained/cured until the 20th Century (and continues to plague many
third world countries). Tens of thousands of Inca died in a matter of a
few years from diseases brought to them by Spanish invaders. During
the American Civil War, in the 1860's, thousands of soldiers injured
from gunshots, bayonets and swords died from blood loss and infection,
rather than directly from their wounds. Likewise, many limbs had to be
amputated because the surgeons lacked the knowledge, medicine and
technology to save them — and many died as a result of it.

In the context of the Palladium Fantasy RPG, we will ignore red-
ity and dretch the realms of possibility when it comes to old age, as
well as injury. After all, there are exceptions to every rule, and we as-
sume our heroes are such exceptions — they are a notch or even a
quantum leap, above the average warrior. Consequently, the physical



and mental effects of aging really don't apply to most player characters.
First, most characters are usually young, healthy and in the prime of
their life. It will be decades (and years of playing time) before they
reach an age where modifications for age are even a consideration, s
it's amoot point.

Considerations and modifications for age are much more likely to
apply to non-player characters (NPCs). For example: Without any
modifications, an 82 year old, 10th level, human wizard will be as spry,
strong and powerful as a 20 or 30 year old, with as many as 70 hit
points, apile of SD.C. and outstanding attributes. Not likely!

The consideration of age (and its subsequent wear and tear on the
body and mind) is one that applies to dl the races. Granted, a 400 year
old df is far from being frail or even elderly (he's about the equivalent
of a40 year old human), but a 700+ year old df is getting on in years
(roughly equal to a 70 year old human), and is likely to be frail and less
physically capable than the 400 year old ef or a 40 year old human.
Meanwhile, a 70 year old wolfen is downright ancient.

The question, then, is how does one modify a character's attributes
for the passage of time and old age?
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Modification Rulesfor Old Age

The following should provide a pretty good rule of thumb for al
races based on their proportional age. All statistics are given in human
standards.

[.Q/Intdligence: Loss of one point of 1.Q. for every 5 years beyond
the age of 60 is possible (600 years and every additional 50 years for
elves): 1-50% chance. Roll percentile dice once for every 5 years be-

yond 60. This pendty reflects the possibility of menta deterioration
from trauma, stress, disease and/or brain damage as a result of old age
and years of adventuring. Note: A character can remain mentally sharp
and capable a an extreme age. 1.Q. cannot be reduced below 3.

M.E./Mental Endurance: 1-50% chance for every five years be-
yond 60. Reduce M.E. by one point for every five years beyond the age
of 60.

M.A./Mental Affinity: Not affected.

Physical deterioration is much greater than mental, and the
mogt obvious.

P.S/Physical Strength: Reduce P.S. by one point at the age of 50
(500 for eves), and another one point for each subsequent five years
(50 for elves) after the age of 50 (55, 60, 65, etc.) until the P.S. is half
itsoriginal number.

P.P./Physical Prowess. Reduce P.P. by two points at the age of 50
(500 for elves), and one point for each subsequent five years after the
age of 50 (55, 60, 65, 70, etc.). Stop when the P.P. is half its original
number. Skills requiring prowess, agility, and dexterity, such as picking
locks, prowl, juggling, acrobatics, and so on, are reduced by -5% per
every 5 years beyond the age of 50. Weapon Proficiency (W.P.) bo-
nuses are reduced by half at the age of 60 and half again a 80 (600 and
800 years of age for elves).

At 60 (600 for elves), reduce the amount of weight one can lift and
carry by 1D6x10%.

Reduce the number of hand to hand attacks by one a age 50, 70, 90
and 120 years of age (proportiona for other races).

P.E./Physical Endurance: Reduce the P.E. by one at the age of 50
(500 for elves), and an additiona one point for every 5 years (50 for
elves) after the age of 50 (55, 60, 65, etc.). Stop when the P.E. reaches
half its original number.

Reduce SD.C. points by 20% (can be reduced down to zero) and hit
points 5% (can be reduced down to 20 points). Repest for every five
years of age beyond 60 (600 for elves).

The aging character also loses stamina: Fatigues 20% more quickly
a age 50, 70, 90, and 100.

P.B./Physical Beauty: Reduce by one for every 5 years beyond the
age of 50 (500 for elves), up to half the origind number.

Speed: Perhaps the most dramatic change is in the character's speed.
Reduce speed by 10% at age 40, 50, 60, 70, 80, 90, 100 and 120 (al-
ways round up).

Notes on Technology

The Palladium Fantasy World is comparatively primitive. The most
advanced places are roughly equivalent to medieval Europe or Asia,
circa 12th or 13th Century A.D. Much of the known world is unclaimed
wilderness and populated by tribes and clans of hostile people — often
inhuman monsters. War is commonplace, technology is low, and life is
hard.

In this environment, the average farmer, craftsman, laborer and war-
rior endures great physical challenge and labor. Only the presence of
magic can make a man's toils lighter, save him from a crippling or life
threatening injury, and create miracles. It is the presence and use of
magic, be it through a wizard, priest, god, or monster, that gives the
people of the Palladium World an edge, and serves as a type of technol-
ogy. However, magic is not as well understood or widely used as it once
was thousands of years ago. If it continues to fade, the people of Palla-
dium may turn to technology in similar ways as Earth, but such a devel-
opment is pure conjecture and thousands of years away, if it happens at
dl.
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Tips on Role-Playing

This section is written primarily with new gamers in mind, however
it should be afun read even for the experienced gamer.

If role-playing games are new to you, they may seem a bit complex
and intimidating, but don't let yourself be intimidated. Role-playing
games are actually pretty simple and loads of fun.

Once you get an understanding of the basic rules and concepts,
everything dsefallsinto place.

Don't feel bad if it takes you a while to get the hang of role-playing
ether. When | first started playing an infamous fantasy game, | was a
bumbling geek! It took me about six months, playing every Saturday
evening, before | was able to remember which dice to roll and when.
Thankfully, | had a Game Master and fellow players who didn't make
fun of me and patiently helped me aong. Furthermore, the first three
times | played, | didn't enjoy the game very much. | think | was so wor-
ried about figuring out the rules and not looking like an idiot, that it
marred my enjoyment of the game.

My advice to beginners is "don't worry, watch your fellow players,
focus on the story, and have fun." Look a me, after such an inauspi-
cious introduction to role-playing, not only did | fall in love with role-
playing games and become a Game Master, but | ended up designing
my own games! Not bad for a guy who couldn't remember which dice
toroll. Now, I'm not saying you're going to become professional games
designers (heck, | don't need the competition), but if you relax and play
to have fun, you'll fal in love with role-playing too. There redly is
nothing like it.

Role-Playing

I've often compared role-playing to improvisational theater with
rules and dice, because there is no s&t script with the exact same charac-
ters or story. You and each and every player help to build an epic story
of heroism and adventure through the portrayal and actions of your fic-
tiona character. This is true even if you use the outline of a published
adventure. 1've seen 20 groups play the same basic adventure, but every
single one is somewhat different (sometimes dramatically different) be-
cause of the characters, players, group interaction, player reactions and
the Game Master. That's part of the beauty of role-playing. Its like a
snowflake, each game session is similar but no two are ever identical.
That's what makes role-playing such a personal experience too.

The Game Master is, in effect, the theatrical director and writer. He
helps the players create and visualize their characters and gives them
some sense of motivation. He also establishes the basic setting, antago-
nists and plot elements, as well as helps to keep the players "in charac-
ter." The story evolves and crystallizes through the actions of the
characters. It is the spontaneous actions, reactions and interactions of
the characters that breathes life into the plot and can carry it to places
that even the Game Master/director may never have dreamed.

The Game Master (aso known as the G.M.) is the player who has it
the toughest, because this poor fool has to have a very good under-
standing of the rules, be a reasonably good storyteller, and be friendly,
but firm and fair in regard to regulating the game, enforcing rules, and
dealing with the players. It can be a demanding position, especialy for
anew Game Master — but more on them later.

Role-playing games are truly different from other games. Unlike
card games and board games, role-playing games build a unique story,
and you, as a player, use your character to shape and contribute to that
story. Your character may be the guy or ga who saves a child from a

burning building only to be attacked and chased away by the villagers
who fear the character because he or she is a practitioner of magic or a
member of one of the "monster" races (wolfen, changeling, ogre, etc.).
Your fictiona character may be the one to uncover (and stop) an insidi-
ous evil that threatens the countryside or even the world. Or you may
inadvertently unleash an evil force upon the world and must undo the
damage you've caused. Whether you are the hero or the goat, the clever
one or the goof, you are a key element in a continuing and exciting
story.

When you're done with a gaming session, you'll sit back and re-
member it as if you had just read an exciting series of comic books, a
novel, or seen a great movie. But the best part about it al, you, through
your character, were part of the action and contributed directly to the
heroic tale. If you weren't there, and your fictional character hadn't
done this or that, the events of the story may have unfolded very differ-
ently. Storytelling and true interaction of the players is the magic of
role-playing.

Also, unlike traditional board and card games, there is typically little
or no competition between the players. The players are NOT out to besat
each other in some sort of contest. There is no one winner or loser of
the game. Instead, the players work together, using their characters and
cunning to defeat villains, thwart danger, protect the innocent, help each
other, and/or to acquire wealth, glory or power.

In most cases, the characters will work as a team. In fact, if they
don't, they are much more likely to be defeated and/or killed by the
many antagonists they must face! The player "group” wins if their he-
roes save the day — in some cases, winning will be scraping by with
the skin of their teeth, or to regroup and try again. Although there may
be many individual goals and subplots, the ultimate goal of the game is
for the characters to triumph! Triumph may be sheer survival, self-sacri-
fice, discovery, coming of age, upholding ideals, or overcoming an evil
antagonist(s) or even onesdlf (the hero overcomes his own fears, lust for
revenge, or base desires and/or weaknesses) — all while weaving a
memorable story of courage, cunning and daring-do. The stuff of heroic
adventure whether it be tales from Greek mythology, stories of the
Knights of the Round Table, Superman or Star Wars.

If there is a tangible reward, it comes from the fictional characters
triumph, treasure (enabling the characters to make repairs, purchase bet-
ter equipment, etc.), respect, fame, growth in experience (making the
characters more capable), and similar character and story elements. For
the real-life players, the reward is the self-satisfaction of playing their
characters well, meeting the fictional challenges, beating the bad guys,
helping the good guys or the innocent, group camaraderie, and memo-
ries of an exciting adventure.

Most characters in a group will not be sterling heroes who are confi-
dent, suave, debonair, and always ready for action. Just like in film,
comic books and other literary heroes, there will be bumblers, snobs,
leaders, followers, and a host of other personalities that compose the
group of characters. It is likely to be the group's overall goals and
strengths that ultimately win the day. Some groups of heroes will func-
tion like a well oiled machine and characters may even seem to antici-
pate the needs of each other instantly. Others may have a dynamic
leader that the other characters follow (and who may be lost without
him). Still others may have no one strong leader but work through com-
mittee and genera consensus, or squabble constantly but pull together
when under pressure, or operate under pure anarchy and dumb luck.
One character in the group may be bossy or arrogant, one may be a
"boy scout,” another a sullen loner, or a show-off or troublemaker. All



of this is okay. All of this is role-playing. Whether intentional or acci-
dental, dl these character quirks, elements and interactions are part of
the story and create the dynamics between each other and the Game
Master. Even the best heroic teams may have their share of personality
conflicts. The style of play and personalities involved may differ from
one group of characters (and players and G.M.) to another. Thisis to be
expected and welcomed. No two groups of characters or players are
ever the same, making each and every gaming experience unique to that
particular group of players and Game Master.

i

, (%

Unleash the power of the imagination

Players of any role-playing games are limited only by their imagina-
tions. The rules and text of a specific game only serve to establish a ba-
sic playing field, characters, approach, guidelines and suggested setting
— it's the Game Master and hig’her players who truly breathe life into
it.

Palladium Books tries to provide a dynamic setting, with exciting
ideas, strong characters and a catayst for adventure. Furthermore, since
al of Palladium's games use the same basic st of rules, it is a simple
matter to draw on ideas, and characters from any of Palladium's other
games, be it Heroes Unlimited™, Nightbane™, Rifts® or one of the
many others. This means the Game Master can pull characters, settings
and ideas from one game and drop them into another with little or no
modifications.

GOVl B

The Palladium Fantasy Role-Playing Game establishes the foun-
dation for your gaming pleasure, it's up to you to build something fun
out of it. Players can stick tight to the Palladium Fantasy Universe, us-
ing its heroes, villains and settings, or they can depart from it to create
their own vision of that universe, or something completely different.
With alittle bit of effort, imagination and time, players and Game Mas-
ters can create characters to fit into their game world from any source
(even the competition)! Heroes, villains, magic, weapons, equipment,
gimmicks, plots, adventure ideas and other elements can be found in
other role-playing games and supplements, comic books, novels, televi-
sion, movies, cartoons, live plays, history, science, magazines, newspa-
per articles, conversations with friends, and daydreaming. Draw from
them to add color and excitement to your games. So unleash your



imagination and let it carry you, new worlds of adventure. Just remem-
ber, as fun as it is to imagine and pretend, don't lose sight of reality.
The Palladium Fantasy Role-Playing Game its magic, powers, weap-
ons, monsters, characters and worlds arefictional creations spun from
imagination, dice and paper. It'snot redl.

Game Sessons

Each time you play is considered agame or gaming session. A game
session can last a couple hours or half the day; however, atypical game
runs about 3-4 hours. A game session can be a complete story/adven-
ture in itself, like a single adventure comic book story that begins and
ends with that session, or a "chapter” in a much larger and continuing
story, like anovel, series of novels or TV series.

A game session that has several "chapters' or related adventures that
build into an epic adventure is caled a campaign. A campaign has a
continuing story line that runs like a multi-issued comic book or soap
operastyle TV show like ER or Star Trek. These multi-part stories can
lagt for two or three game sessions or run for a dozen. Game Designer,
Erick Wujcik, has run a Dungeons & Dragons® "campaign" for over
10 years with the same group of players and characters! Now that's an
epic campaign! The original Palladium: Defilers campaign ran every
Saturday for nearly three years and a typical game session lasted 8
hours (but we were young and insane back then).

These epic "campaigns' are usually more complex than a typical
"one night" or "two-part" adventure. Both types can be fun, and even a
series of "one nighters' are likely to build into a series connected with
subplots, interaction and growing relationships between the characters,
returning villains, and guest appearances of other heroes.

TheGameMaster & the
Art of Storytelling

One of the cool things about being aplayer in arole-playing gameis
that you don't need to know everything about the game. That daunting
task falls to the Game Master (G.M.).

I, personally, prefer to be the Game Master. As G.M., | play all the
villains, troublemakers, innocent bystanders, well-meaning bumblers,
victims, authorities, other heroes, etc. | like the responsibility of keeping
the story moving and thinking up new plot twists, angles, and intrigue
that will tantalize and challenge my playing group. | like to build the
foundation for exciting and memorable adventures.

Game Masters, don't wilt under the pressure. Relax, take a deep
breath, and remember that you have a rather thick rule book to use as
your reference and guide. 1've found it useful to tag key sections and
important references with Post-It-Notes for finding important rules and
tables quickly. Even as the G.M., you don't have to know every single
rule and stat — athough there is inevitably a "rules lawyer" in every
game group.

A "rules lawyer" is a player who seems to have memorized every
word of the damn rule book (and often supplement books as well)!
Don't be thrown by these self-proclaimed experts, take their comments
in stride and react appropriately — correct your mistake, explain that
you've modified the rule, and o on. It's okay to modify rules.

A note to "Rules Lawyers': Okay, maybe you know everything
there is to know about the game, but cut the Game Master some slack,
especidly if he or she is new at being a G.M.; thisisn't an easy job, al-
though it can be incredibly fun. Also try to bear in mind that the G.M.
may be bending the rules or considering various story elements, like
pacing, and so on, rather than focusing on rules. Don't be a rude, snide
or condescending know-it-all, try to be polite and helpful. Don't nit-
pick. Remember, role-playing is a very socid game with a group of
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people. A game session should NOT become a contest of who knows
more about the game rules, nor should it be arivalry of the Game Mas-
ter vs the players. If it deteriorates into either of these, you have some
problems that need to be adjusted or you will see the fun of the game di-
minished dramatically. Try to work/play together.

Telling the Story

New Game Masters may be surprised to learn that the rea art in be-
ing agood G.M. is not memorizing rules, but telling a good story. Ulti-
mately it's the story, character/player interaction and the measure of fun
that these things bring that makes a game session a success. If it ain't
fun, it ain't worth doing. Here are a few fundamental things to remem-
ber:

1 This is a game! The idea isto have  fb If it's not fun, some-
thing's wrong. As the G.M., its your job to try to get the game back on
track and make it entertaining. Entertaining means good pacing and giv-
ing every player his or her fair chance at playing time. However, not
everybody wants to be as active, while others would like the spotlight
on them constantly. Don't force the former and don't cater to the latter.
You'll need to work out a balance between the personalities of your
players, yourself and the story you're trying to tell. Every playing group
is different so this is something you'll have to work out on your own.

2. Create an adventure that will be fun and challenging. Use al the
elements of drama, intrigue, mystery, spookiness, misdirection, pacing
and humor (never underestimate humor) that you see in film, television,
literature, and the best comic books.

3. Keep the story going, skip over the dull stuff; i.e. if nothing dan-
gerous is going to happen at the camp overnight, or while travelling
from point A to point B, skip it, saying something like, "Other than a
few animal noises during the night, there is no sign of danger and the
night passes without event. Its morning. What's your character doing?”'
If a particular set of details Sow down the story to the point of bore-
dom, you don't need it.

4. If history, background data or details are not important to the
story or our cast of characters, throw them out. Y our players won't care
and why dow the pace or confuse the story with unnecessary clutter?

5. Credte interesting non-player characters. Make 'em scary, danger-
ous, mean, arrogant, brash, shy, cute, sarcastic, funny, etc. Give that
shop clerk some personality — it will liven things up and create a more
vivid gaming experience. This means villains too!

Especidly villains!!

6. An interesting and diverse playing group will often act as a cata-
lyst for adventure. Recognize this and use it. Pander to your players,
give them what they want — but throw in afew curves to keep them on
their toes and to keep things from becoming predictable. See Reactions
& Consequences.

7. Draw ideas from everywhere! Movies, TV, comic books, car-
toons, magazine articles, history, science, etc!

8 Be flexible. I've found it's best to have a story outline with the
basic plot, subplot idess, a setting, people, antagonists and conflicts
fleshed out, rather than a very rigid story. This way, the players can take
their characters in different directions and you are prepared to respond
appropriately. Likewise, you can gently and subtly nudge them into the
best direction for the story or into one of the subplots/conflicts or vil-
lains you have in store for them.

This is where the improvisation element of role-playing comes into
play. Go with the flow. If a character's actions or comments suggests a
good story, or is likely to set off a series of chain reactions that will cre-
ate a good conflict/story, run with it. I milk these situations for al they
are worth. You can always go back to your initial or main story line at
any point, o enjoy the free ride when your players hand it to you.

Likewise, if some part of the story you planned isn't working or is
going too slow, or way off your intended direction, fix it. As the Game
Master, you are effectively the "head writer" and "director" of a movie.
This means you can make script changes to your original plot a any



time. Do what you feel is necessary to make a fun adventure. This can
be done in many subtle ways, as well as blatant ones (direct challenge,
obvious clues, follow and NPC into the conflict, etc.); practice will
make perfect.

Remember, a role-playing game is constantly growing and changing,
like a living thing. You and your players will contribute to and change
the story through interaction. That's the fun and wonder of role-playing,
even the Game Master can't possibly know exactly what will happen
next, because he can't possibly know exactly what his players are going
to do.

Being flexible aso gives the players the sensation that they are the
masters of their character's fate, a feeling that makes the game dl the
more personal, exciting and fun.

9. Not al game sessions are equa. Like anything else you do, some
days you're hot and some days you're not. Some days everything goes
your way, other days they don't. The same is true of role-playing game
sessions. Some will be breathtakingly exciting and action packed, others
will be good but slower, or reguire the building of a new story line or
direction, some will be sow but fun, and some will be lousy. Don't let
the bad game or dow game knock you off your stride. Reorganize your
thoughts and move to your next exciting adventure. Every story line
can't be epic. The bottom-line is for everyone to feel challenged and to
havefun.

10. You are the referee. This means there are times when you have
to pause the game action to check on rules or abilities, or to talk to your
players. Like the director of improvisational theater, there will be times
when the Game Master needs to remind people about their character's
alignment, background, and history, as well as offer some hints for di-
rection or point out when someone is acting out of character. Some situ-
ations also require some information for the players, like set directions
in a play, to give them some perspective of what the G.M. is trying to
achieve.

In other cases, you may need to pull aside and talk to a confused,
disruptive, or troublesome player. Try to be fair but firm. If you are
having a problem with a particular player, tak to him or her — it may
be best to have serious talks in private before or after a game, so as not
to embarrass the player. Likewise, try not to laugh or tease a player
about a bone-head move or rules error. Remember, many of the other
players will take their cue from the G.M. and will join in the teasing,
making an embarrassing situation for the player even worse.

The Game Master can often diffuse a situation where one player is
being maligned, teased or attacked by the others. This can be done in
lots of ways and without taking sides. The best way is tojump back into
the game and have the most outspoken player's character come under
fire or be approached by a non-player character or situation that draws
his attention back to the game where it belongs. Another is to have
something fortuitous or intriguing occur as a result of the character's
mistake or foolishness ("As unlikely as it may seem ..."). This is espe-
cially effective if the player who goofed-up is a nice guy and just made
amistake.

If the player is an annoying, disruptive cretin, the Game Master
should still try to be unbiased. A return to action as described above is
often effective. Other times the G.M. might pause the action and, again
acting as a director, explain why a particular character's action is fool-
ish and offer some suggestions on how to move on, even if it's to tell
the player under fire to sit down and be quiet. There must always be
consequences to one's actions, good or bad. I've played games where
obnoxious players or loners repeatedly get their characters in unneces-
sary trouble and get killed. | usually try to give them some subtle means
of escape or recompense, but if they fail to take it, .. it's adios
muchachos. Players will become particularly agitated if another player's
character does something that gets the rest of the group in trouble or
puts them in danger. Again, this is a situation where as the G.M., you
may need to stand-up and say, "Look, maybe it was foolish (or mean, or
selfish, etc.) but it was in character. So this is the situation, how are the
rest of you reacting" Or, "your characters aren't there so they don't
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know what's happening, please act accordingly.” Staying in character
can be tough sometimes.

Unfortunately, sometimes a player just doesn't fit in or is too mean
spirited or disruptive. If you've tried your best talking to him/her and
nothing works, you'll either have to put up with it or ask him/her to
leave. That's a legitimate request, but sometimes it's very difficult to
do, especialy if the person is your friend or a friend of another player.

Dice and Chance

While there are some players and designers who prefer games with-
out dice, the vast majority of role-playing games use a variety of dice,
and this game is no different. Personally, | like dice because they add to
the drama and create a legitimate element of chance and luck (good and
bad). Through the use of dice rolls, especidly in simulating combat,
even the most experienced characters can dlip or miss, or make a lucky
move. You see the element of luck or chance all the time in professional
gports —the fumbled football (in itself a random chance of bad luck)
that takes a lucky bounce into the hands of a player, or that desperate
Hail Mary throw that finds its mark, and so forth. | feel the use of dice
brings that random element of chance into the game and contributes to
the drama, excitement, sensation of fate, and makes the game more in-
teresting, unpredictable, and may move into a direction not previously
anticipated. In that regard, the random determination of success or fail-
ure by the roll of the dice actually becomes an important (although sub-
tle) element of the story. If an assassin rolls a one to strike (perhaps 5
with bonuses) he is likely to miss or inflict little damage on his target.
Instead of killing his foe quickly, a battle suddenly erupts and the en-
emy's (or the player group's) hand may be played too soon, leading to
al kinds of trouble. While a natural 20 (double damage) may end a bat-
tle quickly and decisively. Likewise, the klutziest new hero in his first
battle ever against a deadly foe may get lucky, make an unbelievable
roll of the dice, and escape what seemed to be certain death, save alife,
or defeat a powerhouse villain! Believe me, these moments can be tense
and exciting. | had an entire group of players jump out of their chairs
and cheer under such situations, or collectively groan or shout when a
bad or unbelievably poor roll happened.

Depending on the situation, abad roll can aso be played for laughs.
When a powerhouse or cocky character flubs a roll it can be funny, es-
